La

ataille

DAusterlitz

Mot so long ago menster games seamed the wave of
the future. However today mini-games fill the shaps
and SP1, who were once praducing a new monster
avery two months, have now abandonad them.
While the SP| experience with monsters certainly
indicates thet teams of professional designers with
limited time cannot continue te turn oul satis-
factary monsters to order, interesting gaMEes in
this field are still coming fram designers whose
commitment to a certain subject is such that the
design becomes a labaur of love, Jack Radey’s
Eastern Front pame Korsun Pocket s ong such
and anather is Marshal Enterprise’s La Bataille
d’ Austerlitz.

The Marshal approach to games manufacture is
certainly different, Disdaining feedbeck, they pro-
duce nothing but large games on Mapaleanic
pattles, using the same system each timea [So far
they have tackled Eylau, Talavera and Auerstadil.

Just how unusual the Marshal style is can be sesn
as soon as ane opens the zip-lack bag. The first
thing to catch the eye is the counters. In place of
thi usual ong colour for each nationality plus &
unit type symbol, all units, French, Fussiam and
Austrian, gre in colours correspanding to regimeantal
uniforms and, in some cases, with regimental
gmblems on the counter, Singe these emblems are
also in calour, some counters have up to six differ-
ent colours on tham. The result certainly comveys
something of the spectacle of a Mapolaonic army
drawn up in battle arder. [t is also extremely con-
fusing. Far example, it seems that, as well as Fussian
infantry, some French cavalry  also ware green

a5 both sets of counters are the same colour, How-
aver, confusion is anly just beginning. Thare are
thres shests of unit counters, all three of which
contain some French and saome Allied units, with
nathing on the sheet to indicate which is which.
Then, for some ohscura reasan, half the counters
an each sheet are printed upside dawn,
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The result of all this is that when | sat down to
play the introductary sesnario lwhich nesds abaut
twenty countersl, | was still looking for the counters
an hour later. Then it dawned on me that French
counters use a differsnt type from the Allied for
their numbers. |'m sharing this discovery with
Phoenix roaders, since it's stated nowhers in the
rules,

Mext gome the maps. There are four of them
depicting the battlefield with its hills, forests,
streams, lakes, villages and redoubis. Although less
colourful than the counters they are still somewhat
distinctive, with woods and villages represented
not by symbols but by small drawings, if the man-
ner more wsually associated with fantasy games.

The rules, too, are rather unusual. It is evident that
the designers have a wery considerable affection far
the era of Mapaleonic France which manifests itsali
in many ways, some of them, one assumes, not
intanded seriously. The warious members of the
design team have awarded themselves titles such as
Maitre de la Palais and Duc de Pontecorve and the
bibliography includes such surprising items as the
music of Mozart and Beethoven. The victary con-
ditions explain that, although the Allies win if
Mepolean 15 killed, this act earns them the hatred
of future generations, | A lerter | wrote 1o Marshal
Enterprises requesting  clarification  on certain
points recetived a reply addressing me as ‘citizen-
reviewer'].

Al this i= Tairly amusing but | was less happy about
the importation of French terms inta the rules. The
use of periad terms such &3 tirailleurs for skirmish-
ers is fair enough and adds to the atmosphere but
the designers feel the need to go further and invent
French equivalents for stock gaming terms, such as
calling Z0Cs zones dinfluence.

grill the main function of a rule book is 1o explain
a game clearly. The designers state at the beginming:
““The reader ... should loak on these rules as not
same zort of legal document subject to the perverse
mental gymnastics of 1the mad barrister searching
frantically for the smallest of loopholes.”

This approach is fair enough provided the rules
really are written S0 the designer’s intentiong are
clear. In this area | feel that, in view of the fact
that the game system is a highly ariginal ona the
rules could have been explained rather more
thoroughly, with examples of play given. In some
arnas it will take several resdings to see exactly
what the designer has in mind, Ultimately the
information one nesds is uswally there but it can
take a lot of finding. Far exampls, the firing rules
are, as writien, incemprenansible until one turns
to the fire table in a separate booklet, The rules
infarm you that the band of the Imperial Guard
has a favourable effect on the morale of nearby
units but do not tell you what the Guards Band
counter looks like, (| presume its the one marked
GE but it would be nice to be told).

Having mastered the counters and the rules, on
sitting down to play what do you find? The answer
is @ yery interesting systemn which is warthy of
axamining in some detail, Each unit is rated for
fire power, meles strength, morale and the number
of steps f{or imcrements as the designers call them}
it possessss, These range from B far French skirm-
ishers to 20 for a Russian infantry regiment. Losses
are taken in steps which are recorded by a counter
under the unit.
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houtr | eoolzon said "the moral is to the physical as three
BT fo ¢ o ong” and the designers of LBDA certainly
nigh- | ThETE this opinion, Units take marala ch_er;k: whe_n-
by e they lose steps or are melsed against. While
went | oots can lose a lot of thair steps with no ill etfects,
thes semoralisation means that they are, at least for a
e, useless,
slain wfantry may deploy either in ling or column. Units
ing : ing occupy two hexes (they are placed on the
; mot eriex batween the two) and have a high fire power
A woile imfantry in column cannot use its fire power
hing = such affect, is more vulnerable 1o fire, but it is
more effective in melee.
ules ¢z worth looking for a moment at exactly why a
 ArE wwmn s effective in melee. Whether a unit is in
foct w= or eolumn it will have the same melee value,
the o wever melee is preceded by a morale check for
MOTE  esacker and defender and a unit in column has a
QM seater chance of passing its momle check and
ity cesging the enemy to fail, At first this seems odd
the st the results are in fact correct. Actual “'cold
SN swel", hand to hand combat invelving large num-
ules wrs over @ long period, was rare but what often
urnE  Sseepened was that the mere approach of the enemy
rulu_ slumn (incidentally, not a column in the sense it
uarg = usually understood today; a battalion column
B0y Seaghit consist of 10 ranks of 100 men) would causs
fand Ly savering unit to break and flee, When this failed
rked  “os happen the attacking columns might, like the
mperial Guard at Waterloo, break and run them-
- weives, However, as John Keegan points out in “The
;wer Face of Battle™, one advantege of the columrn in
|f of smault was that its tight ranks were self disciplin-
e ng, in that only those at the ﬂank:_and' rear had
Sbor sy chance to turn and run. In view of these
i) ‘sctors it_ SEEMTS COrrect to make assault by :qlumn
frm-  [EECisivE in its effect on ‘.T"Dfale. rather than simply
il .thl.‘ number of casualties inflicted.
nter

Artillery is handled fairly simply. This is one area
n which commanders have an important role to
play since thay enable artillery on different hexes
to combine fire. Artillery without commanders
must roll a 5 or v w limber up and each unit has
anw a limited amount of ammunition available,
Mo distinction is made between the guns and their
crews o artillery may be eliminated by infantry
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*The rules governing cawvalry are wery interesting.
- _ Cavalry charges sre conducted in a separate phasa,
aIf they succeed against infantry in line or column
gthe results can be disastrous for the defender.
However, during the charge defending infantry
may form square, which increases their morale
and means a8 probability of heavy casuvalties for the
sttacking cavalry. However units in square present
gtting targets 1o enemy infantry and artillery fire.
ﬂ To increase the defenders problems, units attempt-
8 ing to form sguare run the risk of failure and de-
moralisation, this risk growing grester the nearer
tha cavalry is. Consegquently, if the defender waits
gntil it is obvious which unit is being charged,
stiempts to form square may result in demoralis-
gion and destruction by the cavalry. However, if
gnits go inte square when eavalry is still some
distance dway, the cavalry may simply sslect
" gnother target, leaving the infantry in sguare to be
dealt with by firepower.

Leaders increase the morale of units {or decrease it
-~ if they get killed). It is suggested that, in multi-
' player games, each player should be represented by
2 cormmander on the map and that communication
should only be permitted by writtén messages
which must be conveyed by aides, also represented
by counters, who run the risk of death or capture
&n routa.
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The system's various elements certainly offer an
extramely detailed and interesting view of Mapol-
eonic grand tactics. However, any simulation from
a minigame to a Pentagon computerised wargame
must inevitably simplify. Paradoxically, the more
detailed a simulation is, the meore obvious it
becomszs what is left out. Look for example at the
way that gamers for many yeaars aceepied the early
Avalon Hill games without asking basic questions
(like what ware stacking limits intended tosimulate).
However, whan Panzerblitz appeared its far greater
detail made it much mare easy 1o relate o real
life events and so there were soon complaints abaut
what had not been simulated properly.

Similarly, the very detail of LBDA makes what has
been omitted more obvious. In particular there s
ane wvery surprising omission. The rules include
facing to determine in which direction units may
atteck but fecing has no effect on defence. This
seems odd 1o say the least. Admittedly Mapolsonie
armies had no machine guns to enfilade whole
lines but, since defence against fire is based on
whether a unit is in line or column, one would
assume these formations presented different tar-
gets from the flank than from the front. And
surely a player which can make a mealee attack
against a unit's rear should gain samething thersby?

In the end we come to the recurring question abaut
big games. Can you actually play it? With some
reservations, the answer is yes. There are several
small scale scenarios which, even thouagh they use
anly a small number of counters, still require a lat
of degision making (Whether yvou congider it worth
your while o pay for a big game if you are only
going to play the small scenarios I another matter),
Certainly averyane should start off with one of
these since, when you start plaving, yvou will have
to refer to the rules frequently and it will not
always be easy to find what you want. Unfortun-
ately, even in the small scenarios, deployment is
presented in @ rather cumbersome fashion, since
the scenario will simply tell you 1o set up, for
example, Doctorov's division, after which you
must turn to the COrder of Battle to see what
Doctarov's division cansists of. {This would matter
less if the counters weare less obscurel,

To coneclude, the rules and graphics of La Bataille
d' Austarlitz show a great deal of tzlemt and
ariginality and the game will certainly be of
interest to all fans of Napoleonics or giant gamaes.
Howevar, the confusing presentation of the game's
infermation mars the final effect. IF Marshal could
improve this [ and perhaps produce a game on a
small Mapoleanic battle to fit on one board) they
might produce a generally recognised classic.
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RIFLEMAN DODDS

I suppose it had to happen. | did not, | must be
frank, expect that my gentle remarks in this
column would be paid any real attention in the
higher echelons of power but one does, rather liks
Eeyore an his birthday, hope for the bast, It is &
bittar pill 1o swallow when ong’s warst beliefs are
confirmead and confirmad with such emphasis,

Prior to emptying the ash bucket about my persan
which is already suitably clad in sack cloth, which
iz all that | can afford under this munificent govarn-
ment, | had batter explain what I'm so depressed
about. As | arrived at the SPUKORGY | was
greeted by the smiling face of a SIMPUES persan
who peinted me down to the counter whereat |
was reguired to register my arrival in order that |
might qualify for a key to the room where | meant
to spend as little time a5 possible sleaping, Now
this counter Is, you wnderstand, groaning wunder
the heavy burden of hundreds and hundreds of
games. Some new, some last month's (ot and some
of the grand old fawourites like "Aijrforee™ and
“Atlantic Wall”. Arop this inviting, nay, ssductive
heap of merchandisa was the cause of my dismay.

In Lright red leters | saw the word Dallas. It was
printed upon a box lid which carried pictures of
tha warious actors who, | am assured by one of my
more square eyed fellow war garmers, play various
parts in a telavision series of that name. Fallewing
the legend Dallas | was able to read ""The Television
Role-Playing Game' and upon the side of the box
wis the unmistakeable SPI logo. | joke notl | have
always has some misgivings abaut 1he general level
of sanity at SPI as same of my comments in this,
naw regular, lecter will have shown.... but Dallag?

The futurs is now clear, While varieus other garmes
design companigs strugale to keep up with that
astonishing piece of deception Ares (produced to
make us think that SP| was going into SF&F
games] Dunnigan {herzinafter known as "Crazy Jim'}
Simonsen (LIl Artie) and Hessel {The Bradawl) are
heading hot foot for the mass market with such
games {to follow the instant success of Dallas) as
“Starsky and Hutch oo Cruisin®' (The dynamic
dug take time off from their work and find that
the gay waorld is not just inte uniforms], "The
Streets of San Francisea™ in which Karl Malden
gains victory points for lgarning to see round his
nase, and “"The Big Apple’ in which Crazy Jim
finds that thers is meore to the world of computing
than TRS-E0.

In the meantime World Wide Wargamers have
already committed wast résources ta negotiating
with Granada TV far the game righis to “Coro-
nation Strest'’; Fusilier Games have sought the
rights to make a game from “Mrs Dale's Diary™
{aberdesn is awfully far nerth] and Philmar have
pot the rights 1o do “The Archers™ [plus four points
for crossing plaughed arable; plus six if muck has
bean spreadl. Where will it all end? Who can say
with any authority? | even wrote to 5P, from the
depths of my despair, and zuggested they might
do “Sgt. Bilko' and “Mash' but they said that
thay might turn out to have too much to do with
military games and they weren't doing those any
langer.

Fallowing the example of other conservationists
who have fought to preserve our Ale and aur Bread
| am about to start a Campaign to Preserve Wargame
Publishers, Subscriptions will be welcomead whan-
ever |'vea managed to get an address where Crazy
Jim can't get me. Mow there's an idea for a game....
call it "The Godfather.............
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