Bodyguard – Overlord (a rebuttal of a now out of print game).
I recently purchased this game second hand at a convention, here in Australia. It was the designers’ name – John Prados that finally convinced me to part with the necessary cash.  After perusing the rules, I got on line with the intention of checking out if any errata or rules précis were to be had. Instead I found a couple of articles that, as one reviewer put it, found the game to be a flop. I was ready to consign my copy to the nether regions of my somewhat substantial gaming cupboards along with the other ‘flops’, but I had to try just one game to convince myself.

Well, I’m here to tell you that in my humble opinion, this game certainly is not a flop. Furthermore, I consider it quite a little gem. Sure, I have to agree that the game suffers from below average graphics, the counters are fiddly and small & the rules are badly written (and probably not much went into the playtesting to boot), but remember that this game was published in the mid 90’s after the ‘hex & crt’ wargames had sent plenty of companies to the wall and a plethora of dtp ‘newbies’ came on the scene (of which Spearhead Games, the publisher of this game, seems to have had a meteoric fall - if not rise). However if this game was reprinted today by the likes of Phalanx or any of the other ‘euro’ style publishers with all the warts surgically removed, I feel sure it would become a hit (Uli Blennemann – can you hear me?).

Anyway down to business. 

It took five playings of this game before we finally ironed out the wrinkles in the rules and only on the sixth did we actually play with no mistaken rule interpretations, this says much of how badly the rules were presented for such a comparatively simple game.  In order that you should not have to experience the same, please find my rules précis file that is presented as a three page A5 document to print out. Unlike as suggested by another reviewer, the rules do not need major surgery (or another hundred or so home made counters tipped into the game). 

Since other articles have adequately described the play of the game, I’ll just reserve this treatise on presenting my own small contributions to balancing play and some of the finer points that are worthy of mention after half a dozen games.

This is what needs to be done:

(1) The most enjoyable is to play the extended game, since it takes about as much time to set the game up as it does to play the basic rules (we often had chance to play two games in one sitting even with the extended victory conditions).  

(2) On the game setup, add 8 (instead of 5) bodyguard chits to the cup – you’ll need to keep the other 4 for possible card plays if they come up out of the pack. 
(3) Note that the rules concerning the German Invasion Reaction Reinforcement Schedule omit to tell you that when playing the extended game, you will not have enough counters to fulfil this schedule from the countermix and so you must randomly pick those required for the schedule from the losses you have received when those reinforcements become due. If the German player has not suffered any losses at this time, then those reinforcements can be played if & when they become available at a later turn (and the Allied player really should get his finger out!).
(4) Add the following sentence at the end of rule 7.5 Supply: 
Partisans may never break German supply lines. (I think this is an oversight, considering the scale of the game – however you may beg to disagree with me on this one).

(5) Add the following sentence after the first paragraph of rule 4.0 LIMITED INTELLIGENCE:

All units revealed by Agents, partisans and aircraft are left face up until they move out of the area they were scouted in. 

(6) Next, two things need to be done.


(i) Take the following three Coup cards out of the pack (do not take the wrong ones - since this part relies on you defacing those cards!): 

 INTELLIGENCE COUP. *  If there is a German Agent in Lisbon, the Allied Player must reveal the correct area for the First Invasion.

 INTELLIGENCE COUP. *  If there is a German Agent in England, the Allied Player must reveal the correct area and date for the First Invasion.

INTELLIGENCE COUP. *  If there is a German controlled Agent in England, the Allied Player must disclose the correct area for the First Invasion. 
Now you must draw an asterisk (*) on each of these cards as demonstrated above. 
(ii) Add the following rule after 8.1 Intelligence Cards.

8.12 (*) Marked Card Play

When the German Player first draws a * marked card, the Allied Player reveals only the correct Sea Area of the invasion (e.g. Bay Of Biscay, Channel East etc. etc.). If the German player draws another * marked card, later in play, the Allied Player then reveals the Land Area of the invasion. 
(7) Change the first bulleted rule in 8.2 Intelligence Chits to read:

•
For each German-controlled Agent in Great Britain (including Belfast), & the North Africa Holding Box the German Player may draw two chits.

Lastly, I present you with an optional play balance rule from the same rules section as above for the Allied chit pick (not playtested, by the way):

•
If there are any Allied–controlled Agents in play, the Allied Player may draw as many chits as there are double agents currently in play.

All right so far? Now down to the plays.

The extended game is of two parts, the intelligence game before the first invasion and then the military campaign that ensues. 

My opinion is that the 7 aircraft counters that are available to the Allied player during each intelligence game turn are critical. They have a decent array of missions and one is often at a loss of which is the best to undertake. The German player, for his part may have to use a number of his precious moves each turn to move scouted units around if the Allied air or partisan reconnaissance proves too good, otherwise a bombing mission could follow on the next turn with a chance of those units being eliminated.

As for the German, it is just as critical to get agents to penetrate the interior of both the UK & less importantly, North Africa. With a 20% chance each time he tries with any single agent and only ten agents to try it with (raised to a 30% chance after the first agent successfully penetrates without either being converted to a double agent or returned back to the German countermix), it’s quite a hard mission – contrary to what another reviewer mentions.  Without the play of these agents, the German player has no way of learning the Allied invasion plans except by a remote chance card draw (1 in 36 to be exact, if using my play balance alterations as described above). During play, we found this phase to be quite exciting, with all the required elements of cat and mouse play together with the vagrancies of the 1d10 dice rolls, card play and plenty of hidden unit movement in order to try to throw the enemy off the scent.  

When the first invasion finally hits (and here the Allied player has a choice of 23 coastal areas on the continent, one of eight consecutive monthly turns to hit the beaches, plus 15 partisan code words of which two must be chosen if the partisans are to be more actively employed in taking on the German army), if the sudden death rules are being played, don’t make the mistake we made during the first few games. This essentially revolves round the Germans kicking the Allies off the invasion area on the first turn they hit the beaches and winning. It’s simple to do, and we couldn’t figure how such a good game could be seriously unbalanced in favour of the Germans. 

The sudden death rules boil down to this: if, at the end of any turn, the Germans can remove all Allied army units from their invasion area – then the German will win the game. So, during an invasion turn (depending on which area the Allies pick) the maximum amount of Allied units that can hit the beaches is 8 plus whatever para, ranger & commando can be scraped up. Considering some of these may take losses in the combat phase (as may German player – he will often get cleared out of the area if it is one that can take a large Allied contingent), all the German needs to do in the following German movement phase is to move enough units to exceed those currently in the Allied invasion area and by a simple odds calculation (since each player gets to see what each has committed in the previous combat) and by use of a nifty piece of design in the combat rules that allows the phasing player to optionally require the loosing player to take as many losses as the winner wishes on the proviso that he also matches those losses on a one for one basis and by surrounding the invasion area so that the Allied player cannot optionally retreat to those areas, the German is assured of a win since he will most often clear the allied landing area by the end of the first invasion turn. Or so we thought. However, there are in fact, two game turns that must be played on the Allied first invasion before the turn marker is moved on to the next month (and the German sudden death rule is assessed only when the turn marker moves to the next turn!) and this is critical to the allied cause, since if he gets kicked off the beaches after his first turn he can reinforce on the second turn and although the weather plays a part in the proceedings he may have as many as up to 15 units (his movement capability each non first invasion turn) to undertake this mission. 
Well that’s pretty well all there is too it, except that the excitement does not drop one little bit after the first invasion is successful. The Allied player has the option to go for a second invasion (often the German can pick the time & place of this one since the intelligence chit cup can, by now, be low in counters). Quite often, the Allied player may have a hard slog ahead of him if he wishes to win by his sudden death rules requiring the presence of a supplied allied corp sized unit in any area inside of Germany before the game ends. Since the hidden units rule stays in place throughout the game and each player may still have a number of dummy units available to mislead his opponent as to the true strengths of what lies in an area, we found that after scraping away the initial confusion of a poorly organised set of rules – what lies beneath is a game worthy of repeated play and is a credit to the design talents of Dr. John Prados.  
Graham Lockwood.  
