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A Commander’s Notebook: BLITZKRIEG

Mr. Harmon's piece has been languishing in our
Jiles for same time, IT struck me as roo comprehen-
sive an analysis for long-time BL players, and foo
excellent an infroduction for novices, fo remain wri-
veen there.

BLITZKRIEG appeared in 1965, a time when
the wargaming hobby was much smaller than to-
day, when board wargames were few and D-elim
still ruled the batilefield. Contemporary accounts
hailed BLITZKRIEG as unsurpassed in realism—it
did introduce partial elimination, one of many in-
novations. It opened the floodgates to a host of
land wargames of increasing complexity and
originality. Though many vears and wargames
separate then and now, BLITZKRIEG doesn’t
quite fade into the hobby's infancy, for BLITZ-
KRIEG marked its end.

The game has appeal yet. This is partly nostalgia
—BLITZKRIEG introduced many (o wargaming,
and for others—myself included—kindled a life-
spanning interest. The game's abstract setting is
also appealing, for the map and orders of battle are
hypothetical, and players can approach them
without preconceptions. Indeed, BLITZKRIEG is
the only curfent wargame (FACTICS [ noi-
withstanding) still presenting a fictional scenario—
and combining it with today's art of war. Even the
science-fiction and fantasy pames don't address
that.

Finally, BLITZKRIEG '75 (as now revised) is
still one of the best wargame experiences around.
The fictional board showcases pure strategy and
combined-arms laclics—a textbook presentation.
BLITZKRIEG is still one of the few ground-
warfare games that address air strategy. The
elimination procedure is one of the least cumber-
some (mote that many later wargames returned to
some form of total-elimination). All of the com-
plexities of modern warfare—logistics, air-ground
cooperation, amphibious operations, armored
breakthrough, verltical envelopment, combined-
arms tactics, et al—are presented in a wnified,
manageable format, Thus, BLITZKRIEG iz
possibly the largest—or at least, the most com-
prehensive—of the non-monster wargames.

Finally, the wargamer has freedom of action
over a continental area, with fewer restrictions than
WAR AND PEACE or THIRD REICH. New
fromts and new offensives can be opened with no
restrictions—other than those posed by geography
and the enemy.

Thiz article will examine BLITZERIEG 75,
which many wargamers will find to be much more
dyvnamic, and much different in play from the 1965
edition that many remember. The discussion 15
divided into various **Critical Issues" —continuing
the *Commander's Notebook™ approach. Each
Critical Issue, addressing an important event of
feature, will review particular considerations in
theory and play in bite-size portions.

A note on terminology: Great Blue and Big Red
are clearly marked on the map, of course. For brevi-
tv, each minor country is similarly named. The large
country on Blue's eastern border is Yellow. Yellow
shares the Great Koufax Desert with White, to the
east, White, of course, borders Big Red—a distinc-
tion it shares with Black, to the south. The long,
narrow country west of Black is Green, which 15 be-
tween the lake and the sea. The country in the center
of the map is Brown. Finally, the peninsula contain-
ing the River Sparling is, of course, part of the
Great Blue itself.

By Robert D. Harmon

CRITICAL ISSUE #1:
CHANGES
This discussion both introduces BLITEZKRIEG
75 o veteran wargamers and serves o spothight key
game procedures for all readers, Most of the rule
changes are fundamental.

Atirition Tabies: The Basic Game Affrition
Table (BGAT) remains the same—using D-elim for
novices’ sake, The BGAT explanations, however,
redefine exchanges as one-unit-per-side climina-
tion. As in RUSSIAN CAMPAIGN, the defense no
longer loses all units in an exchange, and terrain—
especially doubled factoring—no longer applies
here, Retreated units still observe stacking restric-
tions, and cannol retreat through fully-stacked
hexes.

The Tournament Game Attrition Table
(TGAT) i5 much the samec a5 in BLITZKRIEG 65.
BGAT retreat resirictions are applied 1o the TGAT.
The owning plaver conducts unit advances and
fetreats, as usual. Also—a new clarification—
advances and retreats most adhere to the movermenl
rules, which involve the new Zone of Control rules
{sec below) as well.

The terrain table on the BGAT/TGAT card is
considerably clarified, and movement effects are
conveniently infroduced. Terrain effects—
movement and combat—are mech the same as in
the old game, but armor and air assault units now
have DOUBLE movement in desert hexes.

RULE

BASIC GAME

City Conirol: BLITZKRIEG 75 now requires
that any city is unfriendly unless continuously
occupied, except for those in the player's
homeland, This is determined at the start of the
player’s turn, and enemy Z0C must not be present.
The supply rules in the Optional rules forbid supply
lines through unfriendly cities, s0 occupation forces
will demand consideration,

Movement: Ground movement remains the
same in theory, with dramatic changes in rates. One
innovation: Doubled desert movement for armor
gnd air assault units. Adir transport rules are also
changed; Airdropped units can only move one fiex
after landing (not at all if the drop zone was in
mountain or forest hexes), instéad of the full
ground movement once allowed, Air transport of
ground units is now restricted (o these maximums:
Four (division-size) units, 40 hexes® distance, and
NO armor or artillery. Air transported units are
now required to start the turn in a friendly city.

Omne critical ambiguity: Rule 9.4 begins, “*When
being air transported, airborne and air-assault units
may be airdropped within 20 hexes . . . instead of
. .. 40 hexes" (emphasis ming). This implies that
this **air transport” must come out of the four-unit
maximum, a question not addressed in any Ques-
tion Box after January 1975, This is realistic, as
transport aircraft usually are designed to drop their
cargoes, as well as merely carry them. A real-life in-
stance was Soviet use of Anlonoy transports (0 sup-
ply the Arab powers in the October 1973 con-
flict—until the airlift was suddenly halted October
23. Washington concluded that an airborne inva-
sion of the war zone was being readied, and a crisis
resulted.

Zones of Conirol: 20Cs still require combat for
units stopped therein. However, ZOC movement
effects are dramatically alerted, for armor and air
assault units may IGNORE any Z0Cs—other than
those of enemy armor or air assaull units—both in
the movement phase, and advancing/relreating

after combar. Theimplications are enormous. Most
sectors—indesd, most stacks—are going Lo require
armor close at hand.

A second reform is “engagement.'' Non-
armored units—specifically, airborne, artillery,
and infantry—may NOT voluntarily leave Z0Cs.
This means that (hitherto) mediocre results on the
TGAT—i.e., no retreal by either side—may lead 1o
ruination for units so engaged, for combat is still
mandatory. A moving plaver can be given the ugly
choice of reinforcing a losing battle or leaving units
to their fate, sometimes at less than the 1-6
minimum. Planning for retreats is now a serious
challenge.

A new clarification: ZOCs extend into all six
surrounding hexes, 1o include sea hexes.

Sracking: Another major change multiplying
the effect of the weakened ZOCs, The 12-factor
maximum is gone: instead, the limit is three units
[(Tournament Game substitute units equalling one-
half unit), The effect on tactics is considerable, as
six- and eighi-factor armored units may now
cutweigh defending infantry, which still stack as
four-factor divisions. Given the poor Z0Cs of non-
armored (soft) units, attacking armor will face an
enemy that will be spread thinly.

The concentrated firepower now allowed places
great emphasis on the principle of mass. Further,
unit quality—particularly that of elite units such as
Marine or Guard divisions—can be fully expressed,
now that the 12-factor ceiling 15 gone,

Finally, armored unitz now pose a triple
threat—their strength, their mobility (enhanced by
the Z0C rules), and their ability to tie up adjacent,
500t units, Any retreal before armor will degenerate
into a rout—unless armor covers the retreat.

Combat: Much the same. Each playver ends
movement with a combat phase; combat is man-
datory for all units in ZOCs as of that phase, in-
cluding armor; defending stacks must be attacked
as one entity; odds below 1-6 are forbidden.

Victory Conditions: Modified. The winner must
still eliminate all enemy units, but now must have 14
units left; or, he or she may occupy all enemy home
cities, but must now do so for two consecutive tums
(o win; or, the winner must npow hold 35+ city
hexes on Turn 135, not 235 cities as before, Anything
else 15 still a stalemate, redeflined as a mutual loss
comparable to 1918,

BASIC GAME OPTIONAL RULES

Sea Movemenit; Ground units continue moving
al sea on a rone-to-zone basis. However, each side
may now have ten onits, not 40 factors, al sea.
Landing ai friendly poris cosis one movement fac-
tor, but movement inland is otherwise unhindered.

A major new (wist is the intreduction of inland
ports. These reintroduce four cities into the
game—YV25 being particularly important as it
gives Red access to Sea Zones A and B. Inland ports
cam, of course, be closed by unfriendly wnits or
20Cs on their estuaries—however, ANY port can
be closed by sea-hex Z0Cs as well. For instance, D4
could be closed by a umii on the peminsula to the
west, or & unit at G13 or G135 could close the entire
wesl gulf,

frnvasions: Few changes. Rule 20,34 refers to
elimination of all assaulting units attacking from
sea hexes; presumably this means any unit unable 1o
advance inlo a vacated beach hex, as rule 20.35 in-
dicates. No movement bonus can be used on land-
ing, a clarification but no real change.
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Automatic Victory: AVs remain the same (3-1
surrounded or 7-1 outright) and continue (o take
effect during the movement phase. AVing units ad-
vance four hexes after @il other combat, a slight
change from the "85 rules. No mention is made here
or later of any AV by air units, a serious develop-
ment, as any rear-area AVs must now involve air-
dropped or amphibiows units.

Strategic Movemieni: An innovation in the '75
rules. A four-movement-factor bonus is allowed,
for any units staying out of enemy Z0Cs for a given
turnt. This compensates for armor and artillery
units’ lack of air transportability, and helps ex-
pedite the arrival of reinforcements.

Combat Supply: The BLITEZKRIEG 75 supply
rules are entirely new. The cumbersome 12-factor-
per-city-hex ceiling is gone; any home city can supply
any number of units as long as the supply lines are
unbroken. Occupied cities are conduits, not
sources, and must be kept friendly or the roads will
be cut.

As before, supply can be traced from the sea
through friendly ports; and, in any event, supply
routes may leave roads only in the last ten hexes
overiand. Beach supply is now limited to ten hexes
inland, and to ten units maximum (not 4 factors),
Beach hexes have to be kept occupied, like cities
(unless, presumably, you invaded your own coun-
try for some rcason).

The most serious change in the supply rules is
regarding non-supply which no longer eliminates
units. Unsupplied units do lose stralegic movement
and advance-after-combat; atack factors and
movement capabilitiecs are halved. Even then,
isolated units have some consolation: the air
transport capability can be diveried into supply
airlift, one factor 1o supply each unit {excluding ar-
tillery and armor, & plus for the lowly infantry).
This can aid a breakout and certainly compel an
enemy o reduce pockets—which still defend at full
strength.

The new supply rules have an ultimate, strategic
effect—since cities no longer have a cumulative ef-
fect on supply, wide conguest is no longer necded Lo
support larger armics. Players’ offensives can be in-
itially narrow, and escalated at convenience. Fur-
ther, the need for wnbroken contact with the
homeland is emphasized, and flanking drives
become more threatening.

NOTE: Most of the Basic-Optional Rules were
moved from the '65 Tournament Level, A new level
of rules is thus added, for ease of transition by new
players. The progression Lo the Tournament Game
is less difficult.

TOURNAMENT GAME

Combat: Asin BLITZKRIEG 65, the TGAT is
introduced. However, the TGAT is accompanied
by a new and bloody Barrage and Bombardment
Table (BET). The BBT itself is nasty—three ar-
tillery divisions (24 lactors) could kill from two to
ten factors without direct loss 1o themselves, as
there are no altacker losses. Artillery may use the
BHT at two hexes' distance—greatly enhancing this
combat arm.

The BBT can be used, once per target, prior Loa
TGAT attack. The possible advance is limited 10
one hex but the result of this, and increased stack-
ing, is heavy defense losses and a way of breaking
bottlenecks like the BB31-EE34 isthmus. Thas is
another lesson in the need for combined arms.

Two further BBT constraints: First, grounded
air units also can be attacked by artillery on the BBT
prior to ground units in the hex; second, and more
important, the BET can'l achieve A s,

Net result: A new mode of attack is provided, an
alternative to an armored blitz—1less speedy, but no
less bloody. This sort of offensive, marked by in-
tense artillery preparation, was and is prominent in
Soviel doctrine,

Substitule Units: As in the "85 rules, units are
reduced factor by factor, and surviving factors are
replaced by same-tvpe brigades (or air squadrons).
A new refinement—substitutes are stacked and
transporied as hall wmitz {(equalling balf a division
or wing “‘umit’"). Substitution is limited to the
substitute units on hand, and can include smaller,
inactivated divisions.

A major limitation, newly introduced, allows
substitutes to recombine into larger units only at
the end of the movement phase. These units must be
in the same hex, must be the same [ype, and may #nof
be in a ZOC or otherwise attacking, {The "65 rules
said arpiime).

Rangers; Rangers arc considerably enhanced,
and now constitule a true elite. They are no longer
subject to the onc invasion hmit, and may land
anywhere regardless of concurrent amphibious or
{other) Ranger landings. Rangers can, of course,
land in any coastal hex, and may also move to sea
from any coastal hex (though not in the same turnj,
provided enemy ZOCs don’t interfere.

The Rangers have been considerably augmented
in the 1975 rules, with new capabilities. Ranpers
may invade any lake hexes, if they start in a lake
port, Better yvet, Rangers are air-droppable, and can
serve as airborne troops.

Replacemenis: Now pegged at six substitute
counters per turn, depending on availability, This is
a great improvement over the four-factor rate in the
'65 version, and the restrictions have changed con-
siderably, Half the reinforcements on a given turn
must be ground troops—not less than one infantry,
not more than one airborne or ranger (“elite™)
substitute. The other hall must be air units—

_though selection is left up to the player. One of these

air units can be converted into augmentation of air
transport by one half-unit capacity, permanently.

Aircraft replacements are affected by the
numbser of aircraft cities in operation, and must be
placed one per city (three are designated for each
major power), Since aircralt must constitute half
the turn's replacements, ground force replacement
is affected by control of these cities, and accumula-
tion of replacements becomes difficult at these
rates.

Minor Countries: These resist invaders much
the same in the "85 and '7% rules; the Minor Cily
Reduction Table is identical. Some new changes:
Minor cities now have an infantry-type 20C; in-
vading forces lose four factors in ANY turn that all
citics of a country aren't garrisoned, and an in-
vading player is defined as an “aggressor™ (his op-
ponent is a "liberator’” to that country).

The minor country rules now reflect the full im-
pact of partisan warfare. Failure o secure all citics
will canse a player to lose four factors inside that
countey—two due to direct guerilla action, and two
more (according 1o the rules) as a price for keeping
supply lines open. Continual garrisons are vital 1o
prevent this, as the cities are not only loyal to the
“liberator,’'” but break supply lines if unoccupied.
Further, once the liberator octupies some of that
country's cities, the aggressor starts losing more
units; logical, as partisan activily will escalate as the
Liberation begins. Violated countries will welcome
liberation units, including aireraft, whether the
cities were reduced or not (another innovation).

Bomber Aircrafi: Air units are employed under
new rules. Three air units may now siack per city
hex, over a maximum of three more ground units.
Two air half-units or one full air unit may go 1o sca
beside the ten ground units allowed. Seaborne air
units are limited to TAC or FTR, as before. Unsup-
plied air units may not attack; bomber units attack
at DOUBLE factor at hall-range or less.

The old Strategic Air Attack table 15 gone—
sirategic bombing is done on the BBT {although
separately from artillery attacks). The use of the
BBT means that attacks are now calculated by at-
tack factors, not odds. AVs are no longer possible;

ground attack after strategic (BBT) bombardment
iv, under rule 25.3. Tactical bombing is done as
before, except that half or better of TGAT atiacker
losses mast be aviation. Tactical bombers must now
maitch defender factoring, or river defenses will not
be undoubled.

Finally, the new rules omit mention of city-
bombing—these missions appecar later in Lhe
Tournamenl-Opuonal Rules. The missions shown
in the standard Tournament Game—strategic and
tactical—apply to ground units only.

Bombers’ greatly enhanced power (courtesy of
the BBT), and increased tactical air losses, stand
out in the new rules. This helps bring BLITZ-
KRIEG forward into the Eighties, from the World
War Il version seen in the "65 rules. Modern avia-
tion has become much mare hard-hitting and flex-
ible, particularly against ground umits; lighter,
close-support aircraft face greater hazards in turn,
due 1o divisional air-defense artillery and cven
hand-held missiles.

TOURNAMENT GAME OPTIONAL RULES

Air Combay! Fighters are introduced; instead of
mere inlerception, fve different missions are
described, 1o include strafing of airfields and even
ground forces. There will be more on this in Critical
Issue #8: for now, let’s sav that the utilization of
fighters 15 vastly improved over the old rules.

Addirional Bombing Missions; City-bombing 15
greatly  refined, but meaningless without the
Critical Resources Rules. Air interdiction is
redefined and is now performed by TAC or FTR,
not SAC. Bombers can also selectively attack air-
bases, ports, and industries. Night bombing can
also be used 1o avoid interception.

A note on air-unit stacking, now that the air
rules have been coverad: The three-unit maximum
means that up to 22 air factors could be based in one
city hex. Conversely, breakdown of these units
could lead to spacc problems, as two one-factor
squadrons take up as much space as onc cight-
factor wing., This is less of a problem with TAC and
FTR, which can make the transition from four-
factor unifs to two-factor half-units with litile
slress,

The three-unit stacking allows more use of TAC
at the front. As TAC can also perform airfield-
bombing and interdiction missions, besides ground
support, it is much more useful from land or sea
bases.

Weather: Considerably improved and explained.
Actual weather is mentioned on the chart, not just
the resulis, Clear weather 15 now automatic during
the first seven tumms: provisions are made for
weather after Turn 15, indelinitely.

Naval Ascendancy: A new and brilliant innova-
tion. The ability to invade, or trace supplies
through sea zones, is now affected by ground forces
{and inherent escorts, obviously) at sea, as well as
port control, presence of land- and carrier-based
air, previous-turn invasions. Thus, the mutual ef-
fects of surface escorts, aircraft, nearby naval poris
{and the patrol units they would harbor), and am-
phibious task forces are represented In a neat,
abstfact format. Further, invasions far from
base—particularly in the enemy homeland—are
mitigated by control of intervening sea zones. Blue,
for instance, would find invasion of Red's east
coast to be highly difficult.

Niclear Capacity: Omitted in BLITZKRIEG
s

Critical Resources: New, and with the aircrafl
industry rules, constituting *‘cconomic™ rules for
BLITZKRIEG '75. In effect, every home country
city (and some minor-country cities as well) now
have some form of critical industry. Aircrafit cities
were named and discussed in the standard Tourna-
ment Game; this rule assigns petro-chemical, naval,
or basic industries to the remainder. The Additional
Bombing Missions rule set bomb damage at one



furn maximum {a step down from BLITZKRIEG
"85, but lass of cities to cnemy ground troops is ob-
Vigusly more permanent.

This rule is sublle in its effects, but, in the ag-
gregate, can destrov a major power, The eflects
take hold as soon as the enemy enters a player's
home cities, and effectively replaces the 12-factor-
per-city rule in the old game.

Addendum: One salient feature: The game is
now 13 turns long, not open-ended as the Time
Record Card still {erroneously) indicates, Plavers
may extend the game bevond that; but with the
greatly enhanced power of armored units and the
EBT, this extension may not be needed,

Thus, the 75 rules. They not only brousht
BLITZKRIEG equal 1o state-of-the-art, but also
make for a game thal 15 comprehensive and vot
man&gcah]t—mnn:tcr-gamc E_!-I'_I-]'_ll::ﬂ‘p[ﬂ an o a
plavable level. Fimally, the new rules bring BLITZ-
KRIEG forward from the Second World War—ac-
curately representing strategy on the deadlier bai-
Uelields of the "80s.

Infantry

weta Break-through Artillery

TYPES:

|:| Armaor
H Ranger

s sirbarne e | Air Assault

2] Strategic Bombers | Sa] Medium Bombers

(=2 Tactical Bombers |32 Fighters

CRITICAL ISSUE #2: THE TACTICS
OF RETREAT

The new rules have greatly increassd SLITE-
KRIEG attrition. Artillery, aircraft, armor, and
ever minor countrics are more deadly, with the Bar-
rage and Bombardment Table contributing Lo much
of the carnage.

The Tournament Game Artrition Table still of-
fers the most potential for bloodshad., To be sure,
direct losses on the TGAT still remain light {at-
tackers lose two factors maximum even at 1-6, as
against four defending factors max al 6-1). Also,
AVWs aren’t likely apaunst large stacks. But,
retreating units are still TOTALLY ELIMINATED
il retreat is impossible. This was, and remains the
deadliest aspect of BLITZKRIEG.

Five factors contribute to this:

—First, and newest, factor in retreal tactics is
armored immunity (0 soft-unit Z0Cs Armor can
potentially advance through the smallest gaps.

—Second, units can advance over AVs, directly
into the rear of other cnemy units.

—Third, units can advance after combat and
surround units still to be fought. This can also ruin
engaged units.

—Fourth, “‘elite’™ vnits (airborne, air assault,
Ranger) or a landing force could outflank an enemy
by sea and air,

—Fifth, air interdiction could also provide ver-
tical envelopment.

ILLUSTRATION 1@ An =xample of the rs Faclor 18 showm
above, The 1%5th Infamiry has boom bypasséd, and ¢an | retneal.
Should the | 1h Armered be atracked in urm, 14 cowld retread pasl Lhe
150 eeen if the Ciagrds Division cosnzeratiacks froum Uhe Grher sade

ILLUSTRATION 2 An example of {he second possibiliiv—AY
—in action. A gap has been Loon where a solid line ance existed, and
the defenders are in Lrduble,

ILLUSTRATHIN 3: Advance after combatl is guite effectve wilh
armenr, given AOH consideranons, and is alits best ol 1B [owe ey pd-
vance shown teok place FIRST. Subsoguent bartless would now in
viskve surrousded defenders,

IMMLUSTRATION 45 Elire forces demonszrade varikal envelop-
el coiEabEned with an AV, The enemy scowrily sereen s Aav'd
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allowing the 15t Agrbomme o drop inits drop sene unireabled oy
cnemy £HO0s, The defending 20th Light Tank Division could rerreat,
aithorme unais have a “soft™ 200, b any infaniry with the 20th
musl sland or die. Mote the anding by the Rangers.

A fimal nore: The AYing units must delay their algr-combar gd-
vance uniil the other batths are finsshed. Though they can'r heip
elimingte e defenders, this turn, they can sctill redeplos against
coumierattack, ar advance next to the survivors and make them un-

comiorahle.

ILLUSTRATION 5: Amphibious forces demnnstrate anciher
way af owiManking &n esemy, This invasion was not anticipated
Mo the AY by airdropped Air Assault and Banger unis, clearing
rhe waw For the lanling

1
i
]

s
L T
"-

ILLUSTRATION 6¢ [nterdsctson is shoan o advanlage herd,
Fur some redsisd, theenemy didn’tintsncept, 0 e Blue 150 4 Tmred
is surrpunded, The FTR unit does MOT have a ground 200 —fow
Factars or moere are peeded—bur it soill prasades an aecal Z0C ano
zan intercepl cneitiy Tighiers as a pairalles.

Critical Issue #2, in discussing retreal tactics,
has distilled BLITZKRIEG tactics 1o its essentials.
Players will find that most game casualties will be
due to blocked retreats, especially now that the
supply rules have changed, and tactics will devolve
into a strugele for encirclement,

CRITICAL ISSUE #3: TURN ONE—
BLUE

CGREAT BLUE, Imperial Federation of. Che of two
Greal Powers on ltscontinent, Blue is primarily bounded by
West and South Gulfz, with a separate provines on the
Morthwesl Peninsela, Blue possesses a larpe coastline and a
maritime-based econcmy, and is egual o Big Red in
population, despite its smaller land arca. Blue now has a
marginal lead in the recent arms race, promped by the rise
of popular, revanchist sentiment and a military-backed
Regency . .

Ipmealoy Eucpelopadia, v. 8

Blue's options on the first turn are somewhat
limited, due salely 1o geography. Yellow is the only
minor country that borders Blue; further, Yellow is
the largest of the minors, with some cities barely ac-
cessible, Green is the only other country, afier
Yellow, with invasion beaches on minor-country
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soil—putting all other minor countrigs out of Blue’s
reach.

Blue has an additional problem in that it i5 a
non-contiguous, i.e., two-part, state—like pre-
1939 Germany or pre-1971 Pakistan, or the con-
tinental U.8., with Alaska. The province contain-
ing the River Sparling becomes vulnerable if Yellow
isn’t annexed, for Red could get access to that sea
zone through VY25, So, an invasion of Yellow is
almost inevitable.

Further, Yellow is vital to Blue offensively, as
well as defensively. From the pivotal city of EE25,
Blue can directly threaten Green, Brown, and the
desert,

With this in mind, five strategies become ap-
parent, First, a word on air force deployment—
without Yellow, Great Blue has only two airbases
close to the critical theaters around the lake. Of the
two—525 and V33, only the latter is convenient to
Green and, as a port, provides clout under the
Naval Ascendency rule. Putting three wings of FTR
into V33 (and a fourth in Sea Zone C) will cover the
area under the Naval Ascendancy and Air Combat
rules—but air units in S25 and the capital would see
little action in most cases. Thus, the deployment
shown in many of the strategies below. Diversion of
MDM and TAC to Q16 is a way of providing Turn
One action for the bomber forces and, coincidental-
ly, ties up Sea Zone B under the Naval Ascendancy
rule. These units can, of course, stage into Yellow
on Turn Two well in time for combat with the Red
Air Force.

Five strategic options are apparent to Blue, as
italicized. 1 provide setups for most of them, to
illustrate their potential and limitations. The op-
Lons are:

1. fnvade Yellow, This is a standard Blue open-

ing. Chart 1 illustrates one method of subduing .

Yellow in one turn, Since armored units can ignore
city Z0Cs, and stacks of three units per hex are
allowed, capture of EE25 is casier than in BLITZ-
KRIEG "65. Blue will have units left over, after the
needed 24 factors are allotted to each cty, so as
much armor as possible should deploy forward 1o
EE25. Such a mass, backed by infaniry at V20,
would permit a second-turn offensive in Green or
Brown. This would catch Red off-balance, especially
if Red invaded Green on Turn One.

2. Invade Yellow gnd Green. Chan 2 shows one
way, Other than an exireme-range armored drive
past X27, the invasion of Green will require sea and
air landings. This will require all ten amphibious
divisions and every jump-trained soldier in Great
Blue, including the Rangers, who take up room for
two divisions at sea and must fly in, instead. Note
that CC15 can be reached by armor, just barely.
The Yellow-Green option, regardless of tactics, will
scatter Blue forces over half the map, and weakens
the V33 garrison. The invasion had better succeed,
The limited reach into the Green interior leaves the
entire Blue bridgehead open to counterattack, no
matter how well set up. Attacks on ten cities will en-
tail large losses, of course. Finally, Red can
counterattack directly—across the South
Lawrence—or indirectly, through Brown or the
desert, throwing Blue off-balance.

This option has slight advantages— Red will be
surprised, and may not be able to retaliate effectively
unless he is massed in force around NN48, Further,
NN4E itself could be bombed by Blue SAC units
from V33, without violating Black ncutrality; the
raid need not be a night mission, either, if Red
fighters aren’t at NN48 by some fluke, Finally, Blue
can confront Red on the 5. Lawrence, not the
isthmus, and can eventually enter Black. Finally,
successful invasion of Green will help secure Sea
Zone C, which would screen the Blue homeland
from amphibious assault. All this, of course, iscon-
tingent on the survival of the Bluc forces in Green.

3, Imvade Green. Refer o Chart 2, the invasion
force will be the same as with the Yellow-Green op-

CHART 1.
GREAT BLUE: THE YELLOW OPTION

DIVISION TYPE START HEX END HEX MISSION

1 Infantry

Sea Lone C Sea fone tandby

1 FTR Sed Lone C Standby

3 Infaniry {detachments),
2 Tactors: C20/.D31 /P29
1 factor: P15/P1a/D7/L19/ G4/ HA

ACTOTS 100a

Static Garrison
Static Garrison

Attack CC15°

Standby

Vi1 Attack V20

Aidr Assli Vi3 Standby
m

BA—Bosakthrough Anillery
LT—Lighs Tank

Hyy Arm—Heavy Armoc (B-Facdor)
Inf—Inlamiry

* — advance afier combai

e _P15/P1l6 garrisons start in L1%

WOTE: Abhreviaisoms remain ithe same for subseguoent nvasion charis.

CHART 2.
GREAT BLUE: THE YELLOW-GREEN OFPTION

DIVISION TYPE START HEX END HEX MISSIOM
I Inf P9 vi3 Garri.sun

I Hvy Arm L6 BBIS

2 Armored

! LT, | BA, Lil M4 Aftack M14 _

5 In AAS BE3E Attack CC39°
! !n! AAIT Egl‘} Attack L‘Cg?"
3 Mar !! EEE-Z! Altac! EE%*

A
Vi3 : " Patrol/Intercept




CHART 3.
BIG RED: THE BLACK & GREEN OPTION
DIVISION TYPE START HEX END HEX MISSTON

2 Inf AAII*T DD33 Attack EEI4***

1 Inf £33%* BBE34 Security

2 Airborne YY43 EE33 Altack EE34*

AA4S

1 Airborne MMN4E Attack AA42*

:

0041

Attack OO0

3 BA

)

1 BA, 2 Inf Attack VV42*

2 Hvy Arm

BB4l Altack AA42

Armored CHO50 1138 Atrack JI3B*

1 Inf Four 1-factor garrisons:
RRRIO/RRES4/11]156°BEBRS4

1 Inf RR30 NN4S Garrison

2 MDM MMNaK MNMN4E Attack 1146

1 SAC 4 YY4 Standby

| FTR
4 Rgr

Intercept

Reserve

*— Advance afier convbar,
& — [nvasion; sars in Sea Tone C,
R _Advande ane amil.

CHART 4.
BIG RED: PLAN WHITE OPTION
DIVISION TYPE START HEX END HEX MISSION

4 Marine, Sea Zone A Sea Zone A? Standby ar

4 Infantry fone A Sea Zone AT CClLS,

3 Armored DDD25 PE Invade Yellow

BBR33 PP26 via Z730 Security

:

L4 At

A

&
e
2

« 1 Inf Xx12 Altack WW3Ix*

2 BA, 1 Inf Attack UU3T

1 Inf Il o] M4G Crarrison
l1n RRE40 Gaarrison
2 Inf (detached): 6 l’a::mn.—?_.a Garrison
| factor—JI1J356 CGarrison
1 factor—Y Y43 Garrison

:

2 5AC, 1 Inf FFF30/BBB33 Standby

3 FTR MNMNAE/ Y

Secure Zone/ Intercept

k)|

tion, less the overland armored drive, of course.
The difference would have to be made up with
MDM and TAC units from east Bloe. A sealift of
ten armored divisions could enter Sea Zone C hop-
ing that at least one port is functioning on the
second turn; this sealift would be the second wave
of a war backed solely by sea and air power, Once
the first and second waves have been deploved 1o
their bases and ports, the remaining ground forces
can be poised along the Yellow border. This leint
must look convincing, or Red will prepare a severe
counterattack from NMN4E.

This plan uses Yellow neutrality as a zhield,
closing off much of the board. Red would escalate
the war into the north and center only by entering
Yellow as an aggressor, with all the disadvantages
that entails. Blue, however, would not be directly
threatened, butl would be fighting a remotle war on
Red's doorstep, with an advance into Black and
southern Bed imtended. OF course, air and naval
superiority over Sea Zone O is essential if this
oplion is 10 be more than a pipe-drearm.

The rsks of a Green-only option are
manifest—but God help Red if it succeeds!

A final note on Options 2 and 3; Blue may be
going a gulf too far. Observant players will spot the
obvious: Red forces from MN4E will cross the South
Lawrence like a jealous husband. Armored forces
will surround and destroyv much of the first wave,
south of the isthmus, and Blue's only antidote is the
piecemeal deployment of the 12th Air Assaull Divi-
sion along the river. The resulting tangle of AVs
may slow the Red juggernaut somewhat, if the late
12th Air Assault is well deployed.

Certainly, the Option 2 and 3 attacks will be
fallible because of the inherent weak spots In
southern Greece—AND holding it—with ten am-
phibious and four airborne divisions {counting the
Eangers among the latter), Even in later turns, a
Blue invasion of Green will still have trouble petting
armor as far as D33, leaving the rest of the coun-
Lry insecure.

I do not highly recommend these two options,
butl maybe there's a solution (o this puzele, 1T we can
put a man on the moon, Great Blue can certainly put
a lew across Sea Zone C.

Some other object lessons:

4. ‘Sir Tighe. In short, wait for Red to come and
enter Yellow ageressively, This would make central
Yellow the main bartleground. This is a possible
strategic option, after all, with the faint advantage
of getting Red strung out. However, this option
would concede much of the victory conditions.

5. Orher Oprions, Turn One. Blue will find,
guickly enough, that the minor country rules pretty
much compel unilateral invasion of neutral coun-
tries—nothing piecemeal. That leaves few options,
other than the ones described so far, What clse is
left—invade Red directlyT That would be foolhardy
under the Maval Ascendancy rules. Invade any
other minor country, with or without invading
Yellow? Impossible, if only due to sheer distance
and lack of coastline.

Thus, Blue's possible options on the first turn,
viable and otherwise. Of the first three options,
only the first—direct invasion of Yellow—allows
Blue any initiative on the second turn, The conguest
of Yellow is challenging enough, bul Blue can still
mass around EEXS and at sea, if there are no
sideshows.

Any invasion of Green, as discussed in Options
2 and 3, will require Blue recovery on Turn Two,
consolidation of conquered territory, cstablish-
ment of defenses, the regathering of a strategic
reserve. Though Options 2-5 are presented mainly
as object lessons, the invasion of Green 15 nol 1o be
wholly condemned. The risks, and rewards, arc
merely increased. Blue players should consider
some way of balancing their geographical disadvan-
tage because despite Blue's first-move advantage,
Ked may easily caplure the strategic initiative.



CRITICAL ISSUE #4: TURN ONE—
RED

RED, Corporate State of, wsually referred 10 as “Big
Red.' Largest Continental nation, with several wesiern
cities, acguired dunng the First War, bordering directly on
its neighbors, Increasingly hostile to all Continental govern-
menls singe the advent of the Monolithic Party—with the
possible exception of the military junta in Yellow . . .

—Domesday Encyclopedia, v. 14

Red's first turn oplions actually include the
sciup phase. Blue's frontier and sea dispositions
may indicate an invasion other than Yellow, and a
Red counter can be devised from a massed, mohile
force around NMN4E,

Red has six options, and many involve possible
counterstrokes 10 radical Blue openings. Since
White and Black cities are within an ¢asy march of
Red frontiers, many options can be explained
without charts, bearing in mind that 24 faclors
should be assigned to each minor city. Any minor
country should be subdued on the turn of invasion,
of course.

The oplions:

1. Imvide Black. A safe, conservative option.
Mass at NN48 and YY43, especially the former; at-
tack all four cities with 24 + [actors each, massing
the (armored) excess around JJ38; have eight infan-
tevy divisions and four Ranger battalions mn Sca
Zone C, with airborne reserves well in hand at
NM4E: and, leave White neutral as a buffer, Blue

will find it mearly impossible Lo conguer,

This option allows Red an immediate second-
turn invasion of Brown or Green; without breaking
stride, the Red Army will have walked inio Blue's
front yard. Further, Red would be able fo lacerate
any Blue invasion of Green. Finally, Red will be
able to keep seaborne and airborne reseTvies UNCom-
mitted-—a high-visibility, highly-mobile threat.

2. Invade Block and Green. A daring option,
which can easily shift to a counteroffensive if Blug
invades Green first. Chart 1 illustrates a means of
taking both countrics, assuming a Blue invasion of
Yellow only, first turn.

Unlike Blue attempts at Green, Bed can ins
troduce large armored forces from the NN4E area,
able to reach CC39 and AAd2. This means that am



phibious forces are impeded only by geography. Of
these, six units can reach BB31 and/or EE34 from
the beaches. The remaining four amphibious divi-
sions (the Rangers went airborne), though barred
from the isthmus by rough terrain and the beach
stacking problem, can still assist the overland of-
fensive at CC39, and help screen the isthmus from
Blue paratroops (hex BB34).

Still, Red will need to commit the airborne
forces, if only to ensure a secure line from BB31 to
EE34. Ranger battalions should drop with them, if
the air transport rules allow (Red already has four
divisions).

Blue may be caught off-balance by thiz offen-
sive, but can be expected to strike from X27, V20,
and EE2S with anv forces at hand, and land at BB31

as well, At the very least, Blue will close off the
isthmus at the north end. This bottleneck can be
stoppered casily.

The Black-and-Green option has much polen-
tial, Certainly, it might catch Blue off-balance and
unable to retaliate. Further, Green will provide two
ports on Sca Zone C, many ndustial centers, and
airbases within range of the Blue homeland itself.

Still, Red plavers should realize that a) thewr
army will wind up lacing north, not west, b} Blue
could launch a counterinvasion (wo o more turns
later, ¢) even a Blue defensive effort could make
lavish use of artillery and air power on the BBT.
Finally, the Green isthmus, being easily stoppered,
will require expansion of the war into Brown, and
the war will be won or lost there—not in Green,

1, Invade Black and White. Easily accom-
plished, as all citics are vulnerable to ground attack.
However, the setup should be based on Blue inten-
{ions, and weighted in one of three wavs: a) make
the Black invasion armor-heavy, and plan on
fighting in Brown and/or Green with only a gar-
rison in White: b make the While invasion armor
heavy, with ten units in Sea Zone A, with a desert
war in mind; or ¢) spread evenly across both coun-
irics—mnot a viable choice.

The 1975 change in supply rules no longer en-
courages cily-grabbing. Such a wide advance by
Red could easily dissipate the effort, and certainly
leave one country or the other open 1o Blue libera-
tion. Red may prefer to invade one country or the
other (see Options 1 and 4), and escalate the war
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later.

4. Imvade White. An overture 10 a desert war,
possible and even inviting under the 1975 rules, as 1)
supply is no longer such a problem, ) armor gets
double-movement in the desert, and 3) VV25 is now
a port.

Essentially, Red strikes into White with all
available force, less 48 factors in southern White
and strong garrisons on the Red south coast. The
main drive will cross northern White and proceed
into the desert (assuming Blue has already violated
Yellow). A maximum florce in Sea Zone A is
essential.

A possible use of this option is shown on Chart
4. Mote that ten armaored divisions drive immediately
into Yellow, with airborne forces available behind
them. In forces al sea, provided Blue doesn’t invade
near CC15, can liberate that city on Turn Two, or:
a) cut supplies to the Blue desert forces by landing
along the beach road, or b) invade Blue near G4.

A note on desert air forces: Air bases are
limited, especially for Red. The setup shows some
dir units on the south coast, put 1o alternative use
securing Sca Zome D What the Chart 4 setup
doesn't show is the second-turn staging. The Red
Air Force should reassemble thus: WW25—iwo SAC
and one FTR wing; WW32—two FTR, one TAC,
BEBil—one TAC and two MDM (optional). The
SAC units are needed against enemy troops and to
bomb the énemy supply line ai CC15. The FTR
units are needed, if nothing else, to protect the sup-
ply line and port at VW25, Other missions can in-
clude interdiction and interception of paratroop
drops, with the TAC units helpful in the former
role. The MDM units may not be too useful unless
Blue forces approach White—a better use of the
BBB3} units may be on the soulh coast, sccuring
Sea Zones D or E. The MDM can be staged info
Yellow later if all goes well.

The war can be limited to the desert. Of the three
avenues of attack in the center board, the desert is
the widest and most volatile, A successful offensive
by Red could prevent an escalation of the war into
Brown {a drive on EE25 will stop that), The tactical
fine points discussed in Critical Issue #2 will realize
their fullest potential there in the desert. Finally,
Red will find that the second- and third-turn rein-
forcements, which include seven more armored
divisions, will it in nicely.

This option is the most radical. It can succeed,
but Red should reevaluate it il Blue is threatening
Green with a first-turn invasion, If so, Red may
wani to setup a Black-only option and plan o
counterattack. A march into the desert could un-
balance a Blue invasion of Green, but both plavers
will face a risky game, with the neutrality of Black
and Yellow being key issues. A successful desert
war will depend on Black neutrality—and Red's
status as liberator of Yellow,

5. Invade White, Black, end Brown. Once
Brown becomes a first-turn objective, other coun-
tries become involved in the planning. Since the
maost direct route is across southern White, that
country will have o be violated. Simce the war is
being fought south of the mountains, Black will
have 1o be invaded sooner or later, or why bother?
Besides, the most direct road from Red to Brown
runs through White AND Black (YY43 (o VV42,
then into White at UIU37, then on o NN33).

Thus, the crux of the invasion. Seven Black and
White cities would require 84 factors. Three ar-
mored divisions could follow the “‘direct”” road
from YY43 to MMN33, viclating three countries at
once, and reinforcing 22 airborne factors in Brown,
which 35 all that can reach. Without the armored
forces, the airborne couldn’t both take Brown and
delend it—thus, the three-country invasion.

The resulting mess is illustrated by Chan §,
showing the possibilities and risks of this offensive.
Chart 5 makes the [guestionable) assumption that
Eed airdrop and air-transport capabilities are

somehow independent, so SIX units (each Ranger
battalion equalling one-half unit) drop into Brown.
Even so, the attack will entail high losses to minor
couniry resistance, particularly in the low-odds at-
tacks in Brown. Airborne losses will be particularly
bad, even if Blue doesn't counterattack for some
reason.

Red will be scattered badly, and will spend the
second turn consolidating and reorganizing. The
second turn will also be for staging air-
craft—preferably forward into Brown. A third-
turn offensive to the west will preclude an invasion
of Green or occupied White,

The advantage of this option is that Red i5 into
Brown on the first turn, right in Blue's lap. Further-
maore, the attack on Brown can be called off, and it
had better be if Blue invades Green first. Red's
forfeiture of the initiative is offset by the fact that a
second-turn invasion of Brown would be con-
sidered anyway.

Unfortunately, Blue would get away with a
secand-turn invasion of Green, with Red off-
balance. Further, Blue has the option of closing off
wesicrn Brown, between the mountains and the
lake. This done, Blue could then escalate the war
into Green or the desert,

This option is possible, even plausible, but not
recommended.

6. Orher Options. A Black-Brown or Brown-
White invasion were already ruled out, as direct
supply and reinforcement would be difficult
because of the peculiar road-net in southern White
and northeast Black. Further, a Brown-White inva-
sion would make Brown a sideshow 1o the desert
war, with Blue able (o undermine it all with a drive
through Brown into southern White.

Finally, a Green-only or Blue-only invasion, on
the first turn, would be patently absurd. Other op-
tions are too fantastic even to consider; thus, Red’s

DIVISION TYPE START HEX

1 Armored

1 Air Assault

1 Airborne
1 BA, 1 Inf
I BA, 2 Inf
2 BA, | Inf
3 Infantry
3 Marine

I Infamiry RR50
2 Armored PP47
Armored Ww47
1 FTR Sea Zone C

25AC YYd43

many options have been described. Red is fortunate
in that setup and movement are performed after
Blue's. Further, Red is more flexible than Blue on
the first turn, il only because of Red’s longer land
frontiers,

CRITICAL ISSUE #5: TURN TWO

“IE i Be o, ‘s nod Lo cames 550 be ol o come, il will
be now: il it be not now, yet i will come. The readiness is
a"_-u

= Humiet, Acl Y, Soene [

The second turn, although largely guided by the
first turn's offensives, is critical in its own right.
This is the turn that Red and Blue will confront each
other directly, and the first mesting engagements
will often occur then.

Continental geography will determine much of
the planning at the first turn’s end. Unless Blue is
already commitied to Green, that player will see
three avenues from EEZ2X5; south into Green,
southeast into Brown, and northeast into the Great
Koufax Desert. A fourth option, a massing at EE25
for a crushing third-turn counteroffensive, would
frade the inmitiative for a tactical advantapge over
the Red vanguard,

Red will be more constrained, as Red forces will
already have been deployed in the north or south.
Red's sphere of interest is split by a great range of
forests and mountains running from EE25 to Lake
Frederick—a divide that Blue will not yet have
reached. Red will have been committed north or
south of the Divide on Turn One. Few plavers
would, or should, fight a three-front war.

If Red is committed to the desert, as Critical
Issue #4 showed, the war will be largely fought
there. Strategy will narrow to the desert’s conflines,
and is dealt with in Critical Issue #6.

CHART 5.
BIG RED: THE WHITE-BROWN-BLACK OPTION

END HEX MISSION
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1139 Attack 1J38*

JJ45 Land, Auack JJ46

MR Garrison

41 Atrack OO40*

ULi42

Attack V4l

Sea Zone C Interception

3

Bomb EE?S road
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des




36

The advantages of seizing Brown first are
manifest: Alrbases convenient (o both the desert
and the Green isthmus, a2 means of cutting off
enemies in Green, direct access to the enemy’s front
vard, and, for Red, a chance to turn the flank of
darmies in the western desert. Defensive advantages
are enhanced by Brown's lack of seacoast, negaling
all but the occasional Ranger raid.

An invasion of Brown usually ocours on the
third or fourth twrn, to outflank an adjoining
theater. Brown can be invaded first, i.e., on Turn
Twao, but the enemy can defend at the far end of this
ong front, and both playvers will face a critical deci-
sion: Where 1o escalate next, and when?

GREEM, Mercantile League of. Long, narrow couniry
bordering much of South Gulf, with two major ports,
Topography—particularly the lake, the border rivers, and
the rough country in the north and south—serve to protect
Green somewhat. Green's independence is primarily due 1o
the lack of land borders with any Great Power. Cireat Blue's
air force and Red naval presence in the Gulf continue to
threaten Gireen's pursuit of prosperity. Green is the mostin-
dustrialized minor netion, with a GNP ol , . .

—Dorresday Encvclopedia, ¥ 7

Green is the most tactically dangerous theater.
Two beaches pose a continual threat from seaward.
Great Blue airbases are close by; conversely, Red air
forces in Green can threaten Blue cities in turn. The
two northern cities are astride an isthmus that can
easilv be blocked, which will end the armored
threat—but instead start a round of artillery and air
bombardment that will make Verdun look like a
musical comedy.

Green is difficult to pass by, however, Three of
its four cities have critical induestries. Further, one-
turn conguest will put an army deep in enemy ter-
ritory. Blue invaders will reach a (risky)
springboard into Black at the South Lawrence.
Red, if first in, will have two ports on Sea Zone C,
air bases for raids into Blue, and a possible threat 1o
southern Yellow and western Brown. However,
Blue can usually counter a Red invasion by closing
off the isthmus at the north end, making Eed’s ad-
vaniages on this front more subtle than direct.

The rough country in ceniral Green is critical
during invasions, OF the beach hexes, BB32 is only
useful for attacking Township BB3l; AA3Z iz
mountainous and prevenis further movement. The

forest to the south will imit access 1o Towaship
EE34—only beach hex AAZ3 15 within four hexes of
the city, so only three seaborne units can reach, The
remainder of the southern beach is useful only for
attacking CC39 and establishing defenses in the
mountain and forest hexes. Blue may not be able to
establish a line on the South Lawrence unless
paratroops are diverted, and AA42 will still have to
be taken. Overland access 1o Green, of course, is
from far to the north, from occupied Yellow,

The resuliof 2 Blue seizure of a Blue invasion of
Green, on Turn One or whenever, i5 one of two
evils—seizure of only the northern two cities, with
the partisan activity that will result; or, an attempt
to take the whole country, with the inherent risks,
as discussed in Critical Issue #3. Any Blue invasion
from the north and/or west will have, at best, weak
screening forces along the South Lawrence, and
Red armored foroes could retake central and
southern Green in short order. 50, Blue may not
find aggression worthwhile in Green, if Blue still
has the mitiative at that time.

Green will benefit Red mostly. Blue should
figure on winning there only with & counterinvasion
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later, or in a war of attrition. Blue will probably
have to win the war, offensively, in Brown.

CRITICAL ISSUE #7; SECONDARY
THEATERS

Some examination of the remaining minor
countries is in order, partly due to first-turn prob-
lems of conguest, partly due to possible action
later. Major nations’ topography will not be
discussed—by the time the war reaches into a
player's home country, a defeat is near.

YELLOW, Bepublic of. Recreated at end of First Con-
tinental War, largely out of Green and Cireat Blue territory;
annexsd desert provinee from White later. Largely rural
economy; unable to compete with Greal Blue rearmament.
Yellow is the largest mimor couniry; much of its unigue
political geography is indefensible, Separatisl movements
on both sides of the Yellow-Blue frontier continue 1o
threaten Continental peace . . .

—Domesday Encyclopedia, v, 23

Eastern Yellow, the desert, has aleeady been
mentioned. The remainder of Yellow bears discus-
sion, Yellow 15 squarely in Bluwe's way, and
separates the two halves of Great Blue, leaving that
player with little alternative to immediate invasion.

Yellow is not only the largest minor country in
size, but in cities as well—six of them, far more than
the three-to-four-city norm. The eastern-most cities
are difficult for Blue to reach. Still, three armored
divisions can reach CCI15 along the coast road,
going from hex L6 to BB15. Other armored units
can reach EE25 and Q16, bypassing V20 along the
way. Blue's Option 1, as discussed in Critical Issue
#3, concentrates armor at EE25—leaving CCI1S5 10
airborne and amphibious assaunlt; the result is a
large armored concentration on the Brown frontier
ai the end of Turn One, poised and ready.

Thus, Township EE25 is the fulcrum with which
Blue can mowve the game. EELS can scrve as a
springhoard into Brown, as infantry can airlift into
the city and follow the armored forces. EE25 can
also serve as a doorway into Green. Other Bluc
forces could have massed at V20 during the first
turn, ready to assist. Finally, EE23 is a convenient
base for deployment into the Koufax, given the
desert movement bonus.

First-turn seizure of Yellow will require 24 fac-
tors against each city, if losses are to be minimized,
and capture gearanteed. To keep Blue forces for-
ward for the second turn, the remote cities (M14,
U1ll, X27) can be taken with Lthe aid of tactical air
and artillery.

Blue air units will find few eastern bases initially,
for V33 is the only forward base in east Blue, 525 is
in an awkward spot, and X27 i85 neutral at start.
Basing TAC and MDM back in 16, as an alter-
native, will not only allow them (o strike at most of
Yellow, but affords control over Sea Zone B under
the Maval Ascendancy rules. Conguest of Yellow
will allow the zir units to stage into Yellow on Turn
Two, into the excellent forward airbases at X27 and
EE25.

Some supply considerations: three cities, as
road junctions, form choke-points for the Blue war
effort. Bombardment or seizure of EE2S in par-
ticular would cut off supplies to the main fronts
around Lake Pinsky, especially in Brown. The
junction at ¥ 2015 another obvious bottleneck, con-
trolling all access to the Blue mainland. All supplies
io the eastérn desert, of course, must pass through
CC15. All three cities (EE25, Y20, and CC15) are
thus particularly important targets for Red
bombers, as roads can be cut by bombing city road
nets, and loss of EE25 and one of the other two
would be serious. Red, with access to a better road-
net in Black, is not as vulnerable.

Yellow's four ports bordér on no less than three
sea zones, X27 is particularly valuable as a sca and
air base, nicely supporting V33, The absence of a
road from X27 into Green is not as advantageous,
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but blue reinforcementis can be introduced to the
fronts through V20.

A note on garrisons: All cities as vulnerable to
some form of sea or air attack. EE25, V20, CC15,
and especially X27 should elicit concern in this
regard, if only because of the reason discussed
above.

Finally, Yellow has 23 mountain hexes, more
than any other minor country. These are well-
scattered throughowt Yellow, and make excellent

sirongpoints.

WHITE. Free State of. Northern hall deseri; southern
half largely rough terrain; the whole undesirable (o con-
querors historically. The new port and refinery complex on
the River Szekelv has provided White with an improved
economy, although the land is still too impoverished 1o
compete in the arms race. Competition with Red refinenes
upriver, and controversy over Morth Sea container trade,
has been a source of some Red-White discord . . .

—Damesday Encyolopedia, v. 20

The entire northern half of White, being desert,
was addressed in the preceding Critical Issue, With
two Bed cities on or near the border, any Blue inva-
siom from the desert would threaten Red's very sur-
vival.

A key geographic factor is that White is split
across the middle by considerable mountain amd
forest terrain, making access from Brown difficult.
Movement from the north is well-nigh impossible if
the central pass is defended. Thus, a guarantor of
White neutrality, at least from Blue's standpoint,

For this reason, Red has a compelling reason (o
keep White neutral, if a desert campaign is declined.
A Blue invasion, even if launched from the Yellow
border, will not reach UU3T unless Blue already
possesses Brown. Im the event, Red could enter
White as a liberator, and Blue will lose four factors
per turn, guaranteed.

A neutral White will also allow Red to have a
secure right flank, as the Red Army drives through
Black and Brown. Escalation of the fighting into
White can come at Red's leisure. If Brown falls to
Blue, Red can defend the lower Zocchi and invade
White later, using it 1o turn Blue's flank.

BLACK, Democratic People’s Republic of. Com-
pirable Lo Cireen in population and urban development,
but without any major industry. Largely flat, with a
tcansverse Balt of forests and hills, Black is the most heavily
forested of the minor powers, Black shares a long border
with Big Red, a Jdisdvamage since the recent ideological
rift. The Witz River is st1ill regarded as a protection agauns!
Red, though not tested during this century . . .

— Damesday Encyclopedia, v. 2

Black is usually fated to be Big Red's doormat.
Red forces can reach all cities without resorting to
airborne or sea forces—even infantry can gel from
NN4E to the lake port at JJ38, providing an alter-
native o armor losses. The lake port provides an
putstanding air base, and is convenient to invasion
of either Green or Brown. The other three cities are
also useful as air bases to a varyving degree; JJ46 can
additionally serve as a port. Ranger operations can
be mounted from JJ3E.

e
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All cities in Green and Brown are one turn's
march from the Black frontiers, especially the Black
lakeshore arca. A Red concentration at NN4E can
easily proceed on inte Green, especially as a means
of counterinvasion.

Blue will find access to Black to be difficult.
Owverland approaches to Black must cross one of
two major rivers. Black has no beach anywhere
near, and Blue will have no port in that sea zone
until most of Black has fallen. Further, Red can use
the curve of cities, forest, and hills from JJ46 (o
UU37 as a defensive line.

CRITICAL ISSUE #8: AVIATION

The Tournament Game adds a new dimension
to the game—players will have to use air power, and
not merely exploit an abstract, as in RUSSIAN
CAMPATIGN, Actual air strategy and tactics will
come into play, particularly on the intéraction of
variows air and ground units.

Players who remember BLITZKRIEG ‘43
should study the air rules with particular care. Little
of the old game is recognizable. Bombardment of
cities is less effective than before; all other aviation
capabilities have been amplified and diversified.
Ground troops and supply lines suffer particular
damage, a trend in real life as well as in revised
BLITZKRIEG.

Abstacts of air unit capabilities are found in
Charts 7 and 8. SAC and MDM units are particularly
effective against ground units; TAC and FTR units
excell at interdiction and anti-air missions. Interdic-
tion is particularly disruptive to the ground war.

Bombing of cities should be selective, as the ef-
fects are of short duration. The proximity of MN4E
and ¥33 to the fighting fronts means that Bed naval
and Blue air industries are vulnerable 1o harass-
ment, especially as no minor country has aircraft
planis. The best means of attack is against the cily
road net, as this would have the most dramatic ef-
fect. The war, after all, will have to be won on the
ground.

Fighters will find two missions possible, with
Patrol or Interdiction missions being the only ones
carried over into an enemy turn. The Patrol mis
sions are critical Lo interception, as the rules require
some sort of early warning if interception is (o oc-
cur, In short, the radius of action of interceptors is
limited to how far the enemy flew after passing
friendly air or ground ZOCs (electronic
countermeasures must be neutralizing ground radar
under these rules—not implausible these days).

Escort missions will be of some importance,
Even a token escort will mean that all units therein
can return fire, and the intercepting force is doubled,
not tripled, in firepower. Besides, bombers in-
tercpeted  without  escort will bomb  at  half-
effectiveness.

Even a token escort can be backed by a Hunt
mission, which is more potent. If more than one
bombing mission can be arranged adjacent to a
hunt mission, the hunt is that much more effective.
Players will find that the subtleties of hunt, escort,
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and patrol missions will be as attractive as the more
dramatic interception and patrol sorties. Indeed, a
balance of all five missions is best.

Finally, a note on bases. Fighters should be
furthest forward, for ease of deplovment, and the
[act that *‘interceptors” can avoid any pre-emptive
arracks. V33 and the three lake ports are particularly
well-sited fighter bases, as is 0O40 for central and
desert operations.

CHART 10.
PORT CHART

Paort Inland Lake
Fort

CRITICAL [ISSUE #9: THE HOME

FRONT

Some econemic statistics may be useful, as il-
lustrated by Chart 9. Blue and Red start the game
with the mirimum number of each industry, be it
aircraft, petrochemical, or whatever. The naval-
stores and basic-industry cities are particularly
resistant (o bombing, in that they possess two and
three hexes cach, not one. However, acquisition of
minor-country industries will be necessary to pro-
vide a cushion.

Minor countries possess six critical-resource
cities. OFf these, three are in Green; the remainder
are divided among Yellow, White, and Brown;
Black has no critical resources. The remaining 14
minor-country cities are useful mainly for transport
purposes: air bases, road/supply links, and, in a
few cases, as ports (unlike BLITZKRIEG ‘63,
minor country cities are no longer sources of
supply).

Port facilities are of passing interest; Chart 10
clarifies the picture. Red is distinguished by fewer
ports, a factor pertinent mainly to naval ascendancy.
Of the minor-country ports, Green provides Red
with access to Sea Zone C. White provides Red ac-
cess to Sea Zone A and can be used by Blue for
seaborne reinforcements, slightly faster than
overland. The port at VV25 serves as an alternate,
seaborne supply link (o the desert front, distinct
from the road net.

As noted, & plaver can be damaged by loss of
critical-resource cities which make up ALL of the
home-country cities. A direct invasion of a plaver’s
homeland, fortunately, must maintain supply lines
through intervening sea zones, (players are urged to
use the Naval Ascendancy rules). Indeed, the first
countermeasure to such an invasion should be 1o in-
troduce aircraft (o an intervening sea zone, Thus, a
large air presence in, say, V33 or JJ46 will both aid
the main effort and defend the homeland, indirectly.

This is just as well, for a city such as G4 could be
hit by as many as nine units (44 factors), ignoring
Rangers, from three beach hexes, Marine divisions
are particularly potent in stacks of three, and are
the largest amphibious units available. So, a city
close wo a beach in Sea Zone C, the likeliest invasion
site, should have not less than an eight-factor gar-
rison if it (and its aircraft) is o avoid destruction,

Oher coastal cities, those not directly threatened,
should not be that well-garrisoned as a rule, as there
would be few troops left for the front. Since inva-
sions out-of-zone are unlikely, given the Naval
Ascendancy requirements, coastal defenses should
be moved to face enemy task forces, as they move
from rone Lo Zone,

A 1oken string of one- and rwo-faclor garrisons
will augment vour coastal defenses and are a
minimum requirement to keep the Rangers out. If a
Ranger battalion were (o enter an unguarded port,
eight or nine divisions could follow by sea, plus four
airlifted divisions, all in one turn. Naval ascendancy
or not, a token guard should hold all ports, in-
cluding those away from beaches like M14.

Invasions deep in an enemy country are not ad-
visable, if for no other reason than this: Such efforts
do not contribute to the land war, where the game is
won or lost. Invasions are best, and likeliest, im-
mediately in the rear of a fighting front (such as in
Green or the desert) or close enough to contribute
{such as ¥33). Blue would be well-advised to keep
paratroops at the vital V33 base whenever they are
on standby—even an unsuccessful Red attempt at
¥33 would be no fun.

All of this coastal defense discussion runs
counter to what older players remember of BLITZ-
KRIEG, even to what [ wrote in “*Blitzkrieg Inva-
sion Possibilities"' (Mar-Apr '74, Vol. 10 Mo, 6).
The change in stacking rules means that greater
concentration is possible and this is important to in-
vaders coming off a beach to attack a nearby city.
Stripping forces from the main fronts won't
guarantee a secure home front. However, an inva-
sion can only succeed if supplies can be traced from
friendly ports and control of the sea will determine
this. The best defense of one's homeland is careful
attention to the Naval Ascendancy rule, particularly
in deployment of aircraft.

A final reminder: The critical resources rule, in-
cluding the aircraft industry, will be the undoing of
a player forced into the last ditch. Once the enemy
crosses the border, a reversal of fortunes will
become increasingly unreachable. 'ﬁ'

WARGAMER'S GUIDE
TO PANZERBLITZ

In print since 1980, the WARGAMER'S
GUIDE TO PANZERBLITZ 15 a compilation of
the best of The GENERAL"s many line articles on
the Tirst tactical wargame. The 36-page booklet
resembles an issue of The GENERA L, except that
it is devoted 100% 1o PANZERBLITZ, The
articles are taken almost exclusively from back
issucs (many of them out-of-print now), dating
from as far back as 1971, In addition, 1wo articles
never before published appear: Robert Harmon's
“Commander’s Motebook™ which analyvzes the
origimal twelve scenarios, and Paul Kosneti's
“Chopperblitz’"—hypothetical WW2  variant
utilizing helicopters with six new scenarios.

Ecprinted material includes Larry
McAnemy's ““The Pieces of PANZERBLITZ" —
voted the best article ever to appear in these pages;
“Bevond Situation 13", twelve additional
scenarios by Robert Harmon; *‘Parablitz”,
“Panzernachi’", “*Blind PANZERBLITZ,
“Siueaton 1317, “Championship Situations'’,
“PANZERBLITZ Concealment™ and “‘Incre-

mental PANZERBLITZ'. Topping the special
issue off is a complete listing of all errata and
questions/answers published o date. The WAR-
GAMER'S GUIDE TO PANZERBLITZ is a
must for all devotees of the now-classic design and
continued bestseller.

The WARGAMER'S GUIDE TO PANZER-
BLITZ is available exclusively from the Avalon
Hill Game Company, 4517 Harford Road,
Baltimore, MDD 21214, Price is $4.50 per copy.
Please add 10%s shipping and handling {(20% for
Canadian orders, 30% for overseas). Maryland
residents please add 5% state sales tax,
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A Red drive in the traditional area, south of the
Divide, will pose two choices on the second turn:
Attack north or south of Lake Pinsky, Waiting at
IJ38 is not a realistic choice, for Red should not
allow Blue the initiative, or access to the Zocochi-
South Lawrence line.

Much of the preplanning for Turn Two is
described in Critical Issues #3 and #4. Plavers will
find that a follow-through strategy is best.if only to
be prepared for the Turn Two challenge. A weak of-
fensive on that turn, due to poor planning or weak
forces, will be crushed before reinforcements can
arrive.

The actual theaters of battle, and the tactics
used once a plaver enters them, are addressed, one
by one, in Critical 1ssue #6.

Chart 6 shows the balance of forces during the

reinforcement turns, before the players fall back on
replacements. Blue starts the game with a slight ad-
vantage in numbers, but this will peak by Turn
Three.
Red's parity will improve on the fourth and fifth
turns, though the all-armored Turn Three rein-
forcements puts them ahead of Blue in that
category. Blue reinforcements enjov a surge in the
sixth and eighth turns leaving both forces roughly
equal in armor and infantry units. A critical prob-
lem iz Red's advantage in “*elite” formations—one
additional airborne division for the first two turns,
and one additional Marine division for the course
of the game.

Still, this picture is an abstract. The actual
balance of forces will be determined by the carnage
the plavers will inflict on one another—which will
begin in earnest after Turn Two,

CRITICAL ISSUE #6: PRIMARY

THEATERS

Two massive terrain features, in the center of
the BLITZKRIEG board, split the battlefields as
dramatically as the Pripet Marsh or the Thuringer-
wald (betwesn the Hof and Fulda gaps). The
BLITZKRIEG features, Lake Pinskv and the
Divide (particularly the Koufax Mountains in
Brown and west-central White), effectively create
three avenues, theaters where Red and Blue will
meet in decisive battle,

GREAT KOUFAX DESERT. Arid region north of the
Koufay Mountaine characterized by barren tracts and low
winber temperatures. Scene of seme First War actions, and
the subsequent (and bloody) Great Koufax War between
Yellow and Whice. The Koufax has proven 1o have large oil
deposits—the sole industry and export of both countries.
The Koufax is thought to he suitable fior armored warfare,
though maimenance will be a problens in a protractes wir

— Dhwrresalay Encyciopedia, v. 8

BLITZEKRIEG 73 iniroduces players 1o a
dramatic new field of battle: the Koufax, Supply
constraints, other than line of supply, have been
removed, and armored movement 15 now doubled.
The result is an area where any breakthrough will
have major consequences.

The Koufax is casily the widest fromi. The
doubled armor movement, the enhanced armor
Z£0Cs and stacking, and the exposed supply line will
allow turbulent, game-winning offensives. Finesse
will be well-rewarded; casualties will be large
because the featureless terrain afTords mo refuge.
Obvicusly the only possible defense will be the
counterattack.

Oddly, terrain 1sn't a tactical factor. The desert
has no forests, rivers, mountains, or cities to break
it up and impede movement (except al the edges).
Pure, abstract tactics can be utilized, as illustrated
in Critical Issue #2. Thus, the déesert is a clear, sanded
arena for the protagonists.

Some unique disadvantages persist, however.
Both sides will find the lack of airbases a problem.
Omnly four cities lie at either end: CC15 and EE25 in
the west; YV25 and WW32 in the east. However,

any player possessing Brown will find an ideal site
for airbases—particularly OO30, three hexes from
the Koufax, and shielded by mountains, Thus,
escalation into Brown will be tempting if the desert
war is protracted.

Another disadvantage is the supply line. An
army proceeding past the halfway point will find
that supplies must follow the coast road—an um-
bilical cord easily cut by sea or air landings. Stategic
bombing of CC15 or YV25 will also cut the road,
and fighter deployment at either end is crucial if for
no other reason.

The Kouwfax has three primary exits: West past
CCI15, soulhwest toward EE25, and east inlo
White, Two minor exits should not be overlooked:
Southeast past WW32, and south through hex
MN2E. The latter is particularly valuable as it pro-
vides access 1o Brown, at the cost of only a slight
delay—the mountains narrow to only one hex
there. Armies emerging from any exit will find
enemy airbases more numerows, with friendly air
support initially lacking.

The secondary exits are of local interest; the
primary exits are critical, and the objects of the
desert war. Red forces emerging from the west end
of the Koufax will be in a position to liberate Yellow
and divide Blue in two pieces al the Adams River.
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Red forces moving southwest through EE2S can
easily cul off Blue armies in Brown and Green. Blue
forces, on their parf, emerge from the eastern
Koufax directly into the Red heartland.

In summary: Meither army, once committed (o
the Koufax, dares falier. Defeai on this one front
will lead directly to final blackout.

BROW M, Kingdom of, As small as White in population
{though Bol quite #s poor); smallest minor couniTy in size.
Brown has the foriune of natural obstacles on virtually all
sidei—the Koufax Mountains, Lake Pinsky, and two
rivers. The capital is desp in rough country; fortunate, as
Brown has had to rely on its traditional neatrality, as its
days of feudal power have long since . . .

—Domesday Encrolopedia, v. 3

Brown iz analogous to real-life Belgium—the
opposing Forces will find it a uscful stepping-stone
io outflank the other fronis, especially Green. Fur-
ther, Brown narrows at its cast and west ends, and
an invader will easily defend it against counter-
attack, especially if Green, White, or Black are
neutral. West Brown can be defended along a line
from the mountains to the lake {(five hexes, or four
if Gireen is neutral), Blue can hold east Brown along
the River Zocchi—half s length will suffice if
either White or Black are neutral.
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CHART 6.
THE BALANCE OF FORCES
Blue
(Red)
TYPE OF TURN
DIVISION 1 2 3 4 5 i 7 8

(4) (4) (4) (4) (4)

1 11 I 12
{11} (13} (13) (13] {13)

2 4 3 3 3

(3) (3) (3} (3) (3)
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