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Special pre-publication Regular price after
offer while quantities last:  September 1, 1991:

$35.00 $40.00 coming in Seprember 1991

® Three 22"x34" maps covering the conflict from Galveston,
Texas to St. Joseph, Missouri and from Philadelphia, PA to
Jacksonville, Florida.

® Over 1000 backprinted counters represent all of the land
and naval units from armies to brigades and from fleets
to river flotillas.

® Unique leadership rules: no leader is ever the same; their
abilities change with every battle.

RMW GAMES and the Fresno Gaming Association
228 South Lind Avenue, Fresno, CA 93727
209/252-3867 or FAX 209/252-3874

© 1991 RMW Games and the Fresno Gaming Association
Fresno, CA 93727. Printed in the U.S.A.

The CIVIL WAR, The War That Pitted Brother Against Brother™
is the FGA’s and RMW Games’ trademark for its game of the
American Civil War.

Make all checks and money orders payable to the Fresno Gaming Association (U.S. funds
only). Add $3.00 shipping per order (UPS ground domestic-U.S.), U.S. Airmail is 10%
of order value. Foreign orders add 15% surface and 25% for Airmail. Allow 2—4 weeks
for domestic and 68 weeks for foreign orders. California residents add 6.5% sales tax.
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RMW GAMES is a division of the Fresno Gaming Association

[f you can only afford two gaming magazines—one with a game and one
without—make certain you don’t make the wrong DECISION. You’ve made the
right choice for buying a magazine with a game in it or you wouldn’t be reading
this ad. Take the next step and subscribe to the Boardgame Journal. The Journal
is a fresh and informative alternative for the wargame hobbyist. The Journal is
not a clone of itself under another name; the Boardgame Journal is the Boardgame
Journal. The Journal is dedicated to the presentation of authoritative articles on
the strategy, tactics, and variations of the FGA™ and others games of skill. Historical
articles are included covering factual and fictional military history. Subject matter
will ran?e from ancients to modern military history. The Journal will be sixty-four
pages of color and black-and-white content and published six times a year, After
sales support will be extensive with variant counters, maps, and optional rules.

Special Introductory $18.00/6 issues (domestic).

Subscription rate until $32.00/12 issues (domestic).

September 2, 1991: $24.00/6 issues (foreign surface).
$28.00/6 issues (foreign airmail).
$41.00/12 issues (foreign surface).
$51.00/12 issues (foreign airmail).
$ 5.00 newstand price.

After September 2, 1991: $24.00/6 issues (domestic).
$42.00/12 issues (domestic).
$30.00/6 issues (foreign surface).
$36.00/6 issues (foreign airmail).
$56.00/12 issues (foreign surface),
$78.00/12 issues (foreign airmail).
$ 6.00 newstand price.

Volume No. 1, Issue No. 1 will ship the last two weeks of June 1991.
Available at your local hobby shop or directly from us early in July 1991.
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Wahoo! is an
‘ "alternative-history” ‘

\

game of the American Civil War. It
\ examines what could’ve happened if the J
/ Rebels had won on the second day at \
Gettyshurg. As the shattered remnants of the Army of
| the Potomac retreat toward Baltimore to reorganize, Gen.
‘ Robhert E. Lee and his Army of Northern Virginia race to the ‘

District of Columbia. There, Lee hopes to fight one climactic battle, win “'
\ the city, and thus force the Union to recognize southern independence. \

Wahoo! is a low-complexity wargame, and uses a state-of-the-art evolution of
SPI’s classic Blue & Gray™ system. Units are brigades; each of the game’s 20 turns equal
45 minutes of real time, and each hexagon on the map represents 400 yards. Rules
cover variable unit strengths, morale, ranged artillery (with offensive and defensive
bombardments), fire in the city, militia, leaders, fortificutions, and uncertain reinforcements.

Wahoo! comes with 300 full-color, die-cut playing pieces, a 34x22" map showing Washington and
the surrounding area as it was in 1863, and a 20 page rules folder.

Pre-Release price until 15 Sept: $16.00. Retail Price: $20.00

XTR Corp.
P.O. Box 4017
San Luis Obispo, CA. 93403
Tel: (805) 546-9596



COMMANDER’S

"ALL

by Vy Gomba

The Schedule

I'm inserting this section of Commander’s Call into the
magazine at the last possible minute before this issue is
printed. So, I can now tell you with certainty next issue the
game will be Desert Storm: Mother of all Battles. And that will
also be the first issue in the new, expanded format.

[ssue no. 14 will be Victory at Midway. 1 know that
because: (1) I've raced to tabulate enough of issue no. 11’s
feedback to see that VaM will not fall under the 6.2 mark; and
(2) designer Ben Knight had actually already finished (Got
that? Finished! ) the game before he sent me the blurb. We've
had VaM here at the office since May; Chris and I really like
it and have played and developed the hell out of it.

Jack Greene, a man many consider the “sea god of
wargames,” once counseled me that naval games would
always lag behind land games in popularity because they
(the naval games) require paperwork and /or extensive off-
map record keeping. Well, I'm here to tell you Ben has come
up with an excellent system that doesn’t have any of that. I
predict you're going to like VaM a lot — and wait ‘til you see
the follow-on ziplock we’re planning.

[ hope you'll excuse me if I stop here for now, and keep
my “predictions” modest for the magazine-game schedule.

As for the ziplocks, if Walhoo! isn’t out by the time you're
reading this, it soon will be (by 15 September). After that will
come Red Star Falling or Perfidious Albion — whichever we
complete development on first. We're looking to have both
of them out by year’s end.

Alexandros

There has been a small but steady stream of complaints
aboutthe playbalance of our game fromissueno. 10. Namely,
that the Macedonians can’t win. The designer, when I ap-
proached him with this, claims that’s because too many of
you are trying to play that side as if it were “Panzer Group
Alexander.” However, he also came up with some nice new
rules that should work to keep everybody happy — see this
issue’s errata section.

Also, I've now also got Mr. Markowitz’s Xenophon and
The Wars of the Successors variants for Alexandros here in the
office. As soon as I can find 60 (!) spare counters, you'll have
them.

Chaco — Not Your Average Bear

Chaco undoubtedly represents the most unusual topic
we’ve yet covered in the magazine (and for my money, it

CHACO

ranks right up there with the ziplocks, too). I believe Chaco
will do well in the feedback for several reasons. First, even
those who aren’t attracted enough by the topic to actually
play the game, will still (mostly) feel satisfaction at filling in
another historical chink in the wall of their collection. Sec-
ond, those who do play will be pleasantly surprised to find
just what4-5 years of design, development, and redesign can
do for a game in terms of “smoothing the wrinkles.” Third,
our small (but growing) number of Latin American custom-
ers will be delighted to at last (so to speak) be on the map.

Sad But True

Last issue’s offering marks the end of the “Profiles in
Command” series. They just wouldn’t “fit” any longer, given
the magazine’s new format (which starts, remember, next
issue), and I can’tjustify including them in the rules / gaming
insert.

This feature has been, without doubt, the most popular
thing we’ve presented in the magazine. In their whole, six-
issuerun we’ve only gotten three unfavorableremarksabout
them. (And, friends, if you don’t understand how unusual
that is — you’ve never edited a magazine.)

Progress Reports

Berlin’45: The Last Battle
by designer John T. Desch

B’45 is coming along extremely well. The map is done,
the O.B. is 99 percent perfected, the first-draft rules are
complete, and a half-dozen play tests have gone smoothly.

The game will feature three main scenarios: 1) the his-
torical Soviet/German battle; 2) an “Operation Eclipse”
what-if, in which we run the planned attack on the city by the
Western Allies, using 1st Allied Airborne Army as the spear-
head; and 3) a summer or '45 Allied /Soviet slugfest. (The
historical scenario will also be playable within the context of
several what-ifs, such as the very plausible creation of a
German mobile reserve.)

The game system is a spin-off of the tried-and-true PGG,
with mobile assaults, exploitation movement, and a potent
air game. The unit-scale is operational (mostly divisions, but
also including some of everything from regiments to corps).
The 34x22" hex map is mostly maneuver area, which extends
from Gorlitz to Stettin on the east, and to Leipzig —
Magdeburg is just oft map — on the west. Berlin itself is a 20-
hex blob of urban sprawl in the center. All significant terrain

(Continued on page 45)
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Historical Perspective . . .

The Big Fear — 1898/1991

[Ed’s Intro.: During the months
prior to the start of the Gulf War,
it often seemed to us here at the
XTR offices our news media,
and a good portion of the public,
had caught what we called “the
Big Fear.” That is, rather than
portraying the Iraqiarmed forces
to be the poorly-led, ill-trained,
under-motivated, bunchof twits
they are, the so-called “experts”
talked of the coming fight as an
intenseone, lasting months,and
perhaps even involving an Arab
terrorist offensive here in the
ULS. It got to the point, during
the hours and days after the first
SCUD landed, we felt the net-
work anchors might soon call on
the President to make our un-
conditional surrender.

It turns out — as with so
much else in American history
and culture—rmwhat goes around
does indeed come around.]

At the beginning of the
Spanish-American War, the
public pressured the U.S.
military to act in two contra-
dictory directions. First, they
wanted the army to land in
Cuba as soon as possible —
the public wanted the Span-
ish “rape” of the Cuban
peopletobeended forthwith.

The second public de-
mand was for forces (prima-
rily naval) to be assigned to
protectthe Atlantic coastfrom
possible raids by the Spanish
fleet. In light of that potential
threat from the enemy, US.

army operations would have
to wait for resolution of the
situation at sea, or would
need to depend upon the
navy for escort protection.

Rather than devoting the
fleet to the blockade of Cuba
and deploying it in the best
position to intercept Spanish
naval movements crossing
the Atlantic, our navy was
forced to divert ships to pa-
trol the coast in response to
the public’s fears. Prior to the
war, the Navy Department
had directed “the prepara-
tions of a scheme for a ‘mos-
quito flotilla” for coast de-
fense.” That auxiliary naval
force eventually comprised
41 vessels, distributed to pro-
tectimportant strategic points
along the U.S. coast. That,
however, was not enough to
allay the terror felt by the in-
habitants of the coastal towns
and cities. It turned out, then,
the greatest threat to U.S.
Navy operations was not op-
position by the Spanishatsea,
but interference in planning
from their own shores.

Politicians, reacting to the
public hysteria, placed great
pressure on the Navy to pro-
vide protection for virtually
every part of the eastern sea-
board. Theodore Roosevelt,
Assistant Secretary of the
Navy at the start of the war,
later summed up the situa-
tion as follows:

[A] fairly comic panic
...Swept in waves over our sea-
coast ...The state of nervous-
ness along much of the seacoast
was funny in view of the lack of
foundation for it...The Gouver-
nor of one state actually an-
nounced that he would not per-
mit the National Guard of that
state to leave its borders, the idea
being to retain it against a pos-
sible Spanish invasion. So many
of the businessmen of the city of
Boston took their securities in-
land to Worcester that the safe
deposit companies of Worcester
proved unable to take care of
them...on Long Island clauses
were gravely put into leases that
if the property weredestroyed by
the Spaniards the lease should
lapse. As Assistant Secretary of
the Navy, I had every inconceiv-
able request made to me...
Congressmen...Chambers of
Commerce and Boards of Trade
of different coast cities all lost
their heads ...and raised a deaf-
ening clamor and brought every
species of pressure to bear on the
Administration...to distribute
the navy, ship by ship, at all
kinds of ports with the idea of
protecting everything every-
where.

A Georgia congressman
wanted ashipto protectJekyll
Island, according to Roose-
velt, “becauseitcontained the
winter homes of certain mil-
lionaires. A lady whose hus-
band occupied a very influ-

ential position . . . came to
insist that a ship should be
anchored off a huge seaside
hotel becauseshe had a house
in the neighborhood.”

The navy resisted such
pressures because its leader-
ship understood the true
weakness of the Spanish fleet
and they didn’t want to di-
vide the U.S. battle forces in
light of what they viewed to
be a very unlikely threat. The
public’s perception of that
same threat, however, was
not influenced by the navy’s
evaluation. Instead, the pub-
licheard from European (and
some American) commenta-
tors, who greatly magnified
the capabilities of the Span-
ishfleetand disparaged those
of our own navy.

Theabsurdities of some of
those commentaries were im-
pressive. Many called the U.S.
Navy a “mercenary navy,”
with too many foreignsailors
(that is, immigrants) who
would be unwilling to risk
their lives in battle. Others
discounted the physical ca-
pabilities of the U.S. Navy’s
vessels and claimed their
crews would desert at the
earliest opportunity if war
seemed likely. At the same
time, when assessing the
strength of the Spanish fleet,
thesecommentatorsadded in
ships being built but not yet
ready for commissioning,
others that were obsoleteand
used only for training, all the
while ignoring significant
readiness problems.

On the other side, the
Spanish Navy’'s own view of
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the situation and its own ca-
pabilities demonstrated the
real extent of the threat. Ad-
miral Pascual Cervera y
Topete, thecommanderof the
Spanish fleet, feared the
American Navy would seize
the Canary Islands and oper-
ate from there against ship-
ping off the Spanish coast.
He called for retaining the
Spanish Navy in home wa-
ters, rather than steaming out
“like Don Quixote. .. to fight
windmills and come back
with broken heads.” Cervera
considered any thought of
action off the U.S. coast as “a
dream, almost a feverish
fancy... A campaign against
that country will have to
be...a defensive one or a di-
sastrous one.” But the Span-
ish Minister of Marine ig-
nored Cervera and ordered

the fleet to cross the ocean.

While the U.S. Navy was
able, to some extent, to avoid
completely frittering away its
strength on port-guarding
duties,substantial diversions
still occurred. As Secretary of
the Navy John D. Lang later
wrote: “Apologies are pro-
fusenow forthe fears of Span-
ish bombardment enter-
tained by certain coast cities
and towns, but in April 1898
there was insistent demand
for protection, and the de-
partment was compelled to
modify the rule of concentra-
tion as the guide of its con-
duct during the war.”

Thus, the main Atlantic
Fleetwasdivided intwo, with
the “Flying Squadron” de-
ployed at Hampton Roads,
rather than at Key West with
therestof the fleet, in order to

cover the east coast from the
Spanish threat. In mid-May,
powerful elements of that
squadron, including the pro-
tected cruisers USS Columbia
and USS Minneapolis, were
detached as the “Northern
Patrol Squadron” to sail the
waters between Rhodelsland
and Maine. Theseshipscalled
at different ports to reassure
the local inhabitants, who
were terrified by what the
papers called “the spectre of
Adm. Cervera.”

That “spectre,” however,
wasnotsimplya civilian fear.
Troopmovements from New
York to Florida were made
by rail rather than sea, be-
cause the army command
teared the Spanish Navy was
abroad somewhere on the
high seas off our coasts. As
long as Cervera’s location re-

mained unknown, the U.S.
Atlantic Fleet remained di-
vided into twodistinct forces:
thefirstblockading Cuba,and
the Flying Squadron guard-
ing against a possible attack
on the east coast.
TheSpanishNavy'sgreat-
est value to that nation’s war
effort was as a fleet-in-being.
In that capacity it had at least
someability torestrict the U.S.
Navy’s operations simply
through its existence. The
Spanish government sacri-
ficed thatrolewhenitordered
Cervera’s ill-prepared and
outnumbered squadron
across the Atlantic. As soon
as Cervera’s squadron was
discovered in the Caribbean,
the U.S. fleet was able to con-
centrateagainstitand destroy
it.
— Adam B. Siegel

TheGranttank wasalum-
bering vehicle of mediocre
design which was soon ren-
dered obsolete by its newer
cousin, the Sherman. Yet, for
a brief period of less than a
year, the Grant played a
dominant role in the battles
of the North African theater
in World War II. Ugly, but
reliable, withanexcellentgun
mounted in an unusual loca-
tion, the Grant proved a sav-
ior to the British 8th Army
during the decisive battles at
El Alamein.

The Grant, or more cor-
rectly the M3 medium tank,
wasdesigned,developedand
produced in a short period at
the Detroit Tank Arsenal in
Center Line, Michigan.
Chrysler Corporation engi-
neers worked feverishly with
tank designers from Rock Is-
land Arsenal to ensure all
production facilities were

Weapons Backdate. . .

One Brief Shining Moment:
TheGrantTank

compatible with the new de-
sign. That design, created in
March 1941, was in full pro-
duction by August.
Theversionof the M3 used
at Alam Halfa, dubbed the
“Grant I” by the British, was
a six-man tank with a power-
ful Wright gasoline engine
and thick armor of up to
56mm on its front slope. Un-
fortunately, the hull was of a
riveted manufacture which

weakened its ability to resist
enemy rounds.

But its greatest strengths
(and weaknesses) were in its
weapons. The Grant had a
75mmmain gun,a37mm sec-
ondary gun, and 3 Browning
machineguns. Thatbig 75 was
an outstanding weapon that
enabled the British tankers to
out-range all of the German
tanks Rommel then had in
his units. At the same time,

though, it was mounted in a
“sponson” located on the
right side of the hull, while
the smaller 37mm was in the
small turret above. It was the
sponson'’s side-hull location
thatseverelylimited thegun's
ability to traverse to the left
and soon relegated the Grant
to obsolescence.

A sponson was chosen
over a turret not through en-
gineering oversight, but be-
cause the still-aborning U.S.
tank assembly lines could not
yet handle turrets of the size
needed for a 75mm. The idea
was to get a workable tank
with a big gun to Allied units
— quickly. By May 1942, the
British had 167 Grants in the
Western Desert. Despite
heavy losses in the Gazala
fighting, constant resupply
still allowed 8th Army to field
over 150 Grants for the first
Alamein battle.

The sponson drawback
aside, the M3 proved well
enough suited for Mont-
gomery’s defensive tactics
there. Its high silhouette was
reduced by using dug-in,
“hull-down” positions, and
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the limited field of fire was
offset by preplanning, with
tanks arranged to cover all
possible avenues of enemy
approach. With those prepa-
rations made, the long range
and penetrating power of the
Grants” 75mm could be used
to maximum effect.

The M3 was soon over-
shadowed by the M4 Sher-
man (although the Grantsdid
continue to see service

throughout the war, particu-
larly in Burma). Nonetheless,
the Grant was an essential
ingredient to eventual Brit-
ish success in the Western
Desert. For despite its design
flaws, the Grant gave a much
needed morale boost to Brit-
ish tankers who in it finally
had an armored vehicle that
could compete with the Ger-
mans.

— Curtis S. King

Trendlines. ..

Womenin NATO Armies

In Panama City, on 20 De-
cember 1989, a woman sol-
dieroftheU.S. Armyengaged
hostile troops as part of her
normal mission. Capt. Linda
L. Bray commanded a pla-
toon of the 988th Military Po-
lice Company in a firefight
against Panamaniansoldiers.
After a three-hour battle, she
and her platoon had killed
three of the enemy and cap-
tured a large cache of weap-
ons.

Current U.S.law excludes
women from “combatassign-
ments.” That is, they cannot
be directly assigned to the
traditional combat arms: in-
fantry, armor, artillery. The
Bray episode, though, shows
how such distinctions be-
come largely irrelevant once
the shooting starts.

It's not only in the U.S.
armed forces the role of
women is being redefined
and expanded. At NATO's
founding, the number of
women serving in the mem-
ber nations” uniformed ser-
vices was so small as to be
insignificant — today, over
half a million women serve
full time in NATO armies. In
fact, the only member states
which don’t have women on
active servicearelceland and
[taly.Inathird, Portugal, their
presence is minimal (9 avia-
tion officers).

Thenations with the high-
est percentages of women in
serviceare those (not surpris-
ingly) with volunteer armies:
Canada and the U.S. No
NATOnation currently man-
dates any kind of mandatory
service for its female citizens.

Several member nations
havestricterassignment limi-
tations than are imposed in
America. For example, the
German constitution forbids
women all assignments in-
volvingeven theuse of weap-
ons. Effectively, that limits
German women to the medi-
cal corps. France, Spain and
Greecedecline to use themin
combat roles, much like the
U.S. policy. Denmark will al-
low them every job except
fighter pilot, while Canada
keeps them out of subma-
rines.

At the opposite policy ex-
treme, Belgium, Norway and
the Netherlands place no as-
signment limitations on their
women at all. Given the cur-
rent general decline in the
numbers of available service-
age males in most NATO
member states, we can ex-
pect those last three nations
represent the trend of things
to come for women —a con-
tinued erosion of artificial
barriers to full female partici-
pation in the rigors of war.

— Dario Beneditti

Historical Perspectives. . .

A Great Power Needs a
GreatArmy?

During the coming de-
cade, the U.S5. Army will no
doubt go through its largest
proportional reduction since
the general demobilization at
theend of World WarIl. Only
a few years before 1945,
though, that great army had
sprung fromabase farsmaller
than the one it will probably
be reduced to now.

On 2 February 1939, the
U.S.army had ninedivisions.
All were at peacetime man-
ninglevels, which wereabout
half of wartime authoriza-

Div. SmenGTH

| 8,800

2 10,000

3

4 4,400

5 3,800 6inf. bns.,
6 3,400 6inf. bns.,
7 3,500 7Zinf bns, ]
8 4,200 8inf. bns., |
¥ 25600

MissING UNiTs
1 inf. bn., 8 arty batteries, 12 spec. cos.
é arty batteries, 13 spec. cos.
8,500 1 inf. bn., 8 arty batteries, 14 spec. cos.
4 inf. bns., 5 arty batteries, 20 spec. cos.
16 arty batteries, 25 spec. cos.
6 arty batteries, 26 spec. cos.
5 arty batteries, 25 spec. cos.

5 arty batteries, 17 spec. cos.

7 inf. bns., 16 arty batteries, 23 spec. cos.

tions. But even at full peace-
time strength, each division
should havehad about 14,000
men; in reality, most fell far

short of even that figure.
Further, these divisions
were still organized on a
“square” pattern, with 12 in-
fantry battalions, 18 artillery
batteries, and 28 specialty
companies (signal, engineer,
ordnance, medical, etc.). As
the war in Europe began, all
butthreeof thedivisions were
actually atonly “cadre” level.
— John Mertens

Historical Perspectives. . .

Yet AnotherDisease: Tin Disease

Ever try running around
in the freezing cold and snow
with your button-fly jeans
undone or your jacket open?
Well, a contributing factor to
“General Winter’s” effect on
Napoleon'’s troops in Russia
was due to their buttons, or
rather, their lack thereotf.

Thatis, the buttons on the
uniforms of the Grand Army
were made of tin. When that
metal gets cold, somewhere
around freezing, it acquires
“tin disease” — it becomes
brittle and actually crumbles

to the touch. And Russian
winters are very cold.

As a result, the buttons on
the trousers, jacketsand over-
coats of the French in Russia
simply disappeared as the
campaign wore on. Without
buttons they couldn’t easily
keep their clothing shut
against the cold. Thus, many
of the troops who had sur-
vived disease in the summer
and autumn finally suc-
cumbed to freezing near the
end (pun intended).

— Peter Warnock
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Historical Perspectives. . .

EthiopiaRevisited

The ltalian Army at Adowa
| March 1, 1896
0.0 ,
Gen. Baratieri
531 officers
7,823 infalntr}f
1,520 artillerymen T ik
6,790 Askaris The Ethiopians at Adowa
March 1, 1896
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This rare photo

shows a group of
Ethiopian warriors
of the Denakli Tribe
dancing with joy
after hearing the
Negus” mobilization
decree (which was
presented here in
issue #10).
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Movers & Shakers. . .

Samuel Reid —
AmericanPrivateer

On land, the War of 1812
was fought out in several
largely inconclusive battles.
Despite much American
mythtothecontrary, thesame
was trueatsea. While victori-
ous ship fights like that of the
LLS.S. Constitution over the
H.M.S Javaand Guerriere were
Yankeemoraleboosters, they
really did nothing to alter the
overall naval balance be-
tween Great Britain and the
United States. So, then, if there
were no really decisive land
or sea battles, just what (or
who) did bring that war to its
end? War weariness in both
nations can be used as part of
the explanation, but more to
the point were the tremen-
dous losses suffered by Brit-
ish shipping concerns at the
hands of American priva-
teers.

The privateers’ favorite
ship type was the “Baltimore
Clipper,” a top sail schooner
design capable of (then) in-

credible speeds. These small
ships were “schooner--rig-
ged” with fore and aft sails
thatallowed them to sail into
the wind at a much closer
angle than a square-rigged
ship. Above those schooner
sails, though, there were also
two “top sails” of the square
rigged type. These worked to
allow the clippers to run be-
fore the wind like theirsquare
rigged kin. The hull design of
the clippers had been per-
fected in the relative calm of
the Chesapeake Bay area
(hence the nickname “Balti-
more Clipper”), and their
slim, graceful lines allowed
them to turn at speed. That
agility, combined with the
sailing rig, made it possible
for them to outrun anything
then available in the Royal
Navy.

The daring and outright °

arrogance of the some of the
privateers was nothing short
ofastounding. Oneseized the

weekly Dublin-London mail
packet boat every week for
three months — this in the
BritishNavy’s ownbackyard.
Another sailed up the Thames
River and personally deliv-
ered a letter to the offices of
Lloyd’s Insurance Company
in London, which stated, in
effect, thatall of England was
now under blockade from
that one schooner.

Probably the most amaz-
ing of those men was Capt.
Samuel Reid. In command of
the General Armstrong, a top-
sailschoonerarmed with nine
guns and crewed by 90 men,
he was anchored in the port
of Fayal, in the Spanish
Azores, whena British squad-
ron hove into view and en-
tered the neutral port. The
squadron was composed of
five ships: the Plantagenet, a
74-gun ship of the line; the
Rota,a38-gun frigate; the Car-
nation, an 18-gun brig, and
two transports, the Thais and
Calypso.

The transports were car-
rying artillery and 2,000 men
for use in the coming assault
on New Orleans. The British
plan was to land the troops
and take the city before the
Americans could even react

to their presence. While the
Americans were aware some
kind of assault was to take
place, they had only militia
immediately available for the
defense. Gen. Andrew Jack-
sonwasdispatched tothecity,
but it would take weeks for
him to arrive and set up his
defenses.

Despite the neutrality
laws which should have pro-
tected the General Armstrong,
the Britishcommander, Capt.
Lloyd, decided to board and
seize the privateer he had so
handily trapped in port. But
the Americans were no fools
and began making prepara-
tions for their defense as soon
as the British showed up on
the horizon. Reid had used
long oars, called “sweeps,”
tomove hisshipinto the shal-
lowest partof the harbor, thus
preventing the bigger enemy
ships from getting close
enough to use their guns. He
thenstrung up anti-boarding
nets to help repel attackers
and cleared his ship for ac-
tion. Finally, as four boats put
out from the British squad-
ron, Reid was ready.

The boats were accompa-
nied by the brig Carnation,
which was to prevent the pri-
vateer from getting under
way and perhaps sailing past
the approaching boarders.
Butas those boats full of Brit-
ish sailors tried to close on
the clipper, Reid kept them
back with shots from his
broadside guns.

Like most privateers, the
General Armstrong wasarmed
with “long guns.” These were
heavier than the standard
weapons of the day, but ac-
curate to a longer range. (It
was not the privateers’ prac-
tice to slug it out with their
intended victims; rather, they
stood off at long range and
damaged their enemies' sails
before closing to board once
theiropponentwas helpless.)
Reid’s ace in this contest was
the long range “24 pounder”
pivot gun mounted near the
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Pivot Mount

center of his ship’s deck. The
pivot mounting allowed the
gun to be brought to bear on
any quarter of the battle not
actually blocked by the struc-
ture of the General Armstrong.

Reacting to Reid’'s well-
placed fire, the British boats
pulled back out of range and
waited for nightfall. At mid-
nightthey tried tocloseagain,
but cool and disciplined fire
was once more brought to
bear as they came toward the
schooner. Wood splintered,
boats sank, men drowned,
and the English again beat a
hasty retreat away from the
feisty little ship.

Angered, Capt. Lloyd
mounted a much larger ef-
fort the next morning. The
population of Fayal lined the
roof tops around the harbor
as 12 barges, each armed with
a cannon, were lowered into
thewater. Then 400 men were
put aboard and the barges
were rowed toward the Gen-
eral Armstrong. They raised
red flagsas they closed on the
schooner, indicating they in-
tended to take no prisoners.

Reid and his crew again
made them pay as they sailed
into gun range. The 24-
pounder “Long Tom” open-
ed fire first, smashing some
of the barges as they tried to
close. Grape shot swept oth-
ers clean of men, and fierce
hand to hand fighting broke
out along the sides of the
schooner as the British began
to board. Cutting down the
anti-boardingnets, they man-
aged to take the bow of the
small ship, killing three of

Reid’s lieutenants. But Reid
then personally led a coun-
terattack, clearing the fore-
deck of his ship. Bodies be-
gan to fill the waters of the
harbor,and decksliterally ran
red withblood, mostof it Brit-
ish.

Some of the barges began
to drift away, while others
sank and still others limped
off with only four or five men
left alive to man them. When
the smoke finally cleared, the
American flag still flew from
the rear of the General Arm-
strong.

Lloyd became incoherent
with rage, actually jumping
on the deck of the Plantagenet
as he ordered the Carnation to
be dragged into range, from
whereitcould sink theschoo-
ner with cannon fire. But Reid
personally aimed his “Long
Tom” cannon for the return
fire, knocked down the Car-
nation’s main topmast,
smashed the bowsprit, and
repeatedly holed the hull of
thebrig, killing 15 of her crew.
After an hour the brig was
withdrawn, but she had hurt
her smaller opponent, dis-
mounting most of the Gen-
eral’s guns and wounding
many of the crew.

The British prepared for
yet another assault. But as
they began to lower more
bargesand fill them with sail-
ors, Reid set hisship afireand
rowed to shore with the sur-
vivors of his crew, over half
of them wounded. Lloyd de-
manded the Spaniards give
up the Americans or he
would burn Fayal to the

ground. The Americans re-
sponded by retreating to an
old convent, where they bar-
ricaded themselves in and
yelled for the British to,
“Comeand getusif youwant
us!”

Lloyd declined, finally
coming to his senses over the
diplomaticscene he was caus-
ing. The fighting had cost him
210menkilled, 140 wounded,
plus the damage to the Car-
nation, as well as the loss of

many of the crewmenneeded
to sail the two transports. It
took the British three weeks
to repair the damage and re-
inforce their crews. Those
were three weeks in which
the attack on New Orleans
could not go forward with-
out its artillery; three weeks
in which Andrew Jackson
was able to reach the city and
set up defenses. Reid had
changed the courseof thewar.

— Russ Jennings

Historical Perspectives. . .

Southern Soldiersinthe
Union Army

During the American Civil
War, the Confederacy raised
about 800,000 men from the
territory of the rebel states.
From that same territory the
Union recruited almost
160,000. While the bulk of
those southern recruits were
black, about 5 percent of the
South’s available white mili-
tary manpower also ended
up wearing blue jackets.
Southern loyalists, in fact,
eventually amounted to
about?7.5 percent of all Union
troops.

— John Mertens

Union Troops Recruited
in Southern States

State Blacks Whites
Alabama 4969 2576
Arkansas 5526 8,289
Florida 1,044 1,290
Georgia 3,486 i
Louisiana 24,052 5,224

Mississippi 17,869 545

N. Carolina 5,035 3,156
S.Carolina 5,462 -
Tennessee 20,133 31,092
Texas 47 1,965
Virginia 72D -
Assigned to North-

ern units 5,052 -
Totals 98,398 54,137
Grand Total: 152,535

[n issue nine we reported on the World War 11 test flights of American
and German helicopters. This is one of the American YR-4B models,
shown during its January 1944 tests. Had some high-powered Allied
ground commander latched onto these things, the what-ifs are as-
tounding. (Photo courtesy of the Imperial War Museum.)
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by Bruce W. Farcau
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[Ed’s Note: In this main article, all Bolivian units and leaders
are in italics; all Paraguayan are in plain text.]

Background

In the 1930s, the heads of state and people of Europe
and the United States were worried about important mat-
ters. The depression was ravaging the economies of the
industrialized world. Japan was encroaching on a virtu-
ally defenseless China. Hitlerand his party of fanatics first
gained influence, and then complete power, in Germany.
With all that, few noticed or cared that tens of thousands
of Latin Americans were dying in a bitter war in the heart
of South America.

As the sun rose on the morning of 14 June 1932, a
ragged column of soldiers emerged from a tree line and
began to wind their way across the grassy plain before it.
The column did not present a very martial image. The
troops trudged along, staring at the ground, carrying
their rifles by the barrel and balanced on one shoulder,
their large round caps tilted at every angle. Their once-
khaki uniforms, except for dark patches under their arms
and down the middle of their backs, had long since taken
on the color of the gray-brown dust that covered the
ground and coated the spiny bushes and grass through
which they marched.

These 28 officers and men, under Maj. Oscar Moscoso,
drawn from the Bolivian Lanza Cavalry Regiment, had
been wandering across the hot dry bush of the Chaco for
over two weeks in search of a large lake Moscoso had first
seen while on an aerial reconnaissance mission on 25
April 1932. The column was now headed toward a prom-
ising dark area on the horizon that had been spotted by
one of the men from the top of a tree. As they drew closer,
the men could see the dark vegetation ahead and an
occasional water fowl lazily circling overhead.

Like horses smelling water in a desert, the men
unconsciously quickened their pace, moving faster and
faster through the knee-high grass, until they were run-
ning and stumbling toward the lake. Frantically, they
crashed through the ring of thick brush along the shore
and drank gratefully of the muddy waters. Across the
lake, they could make out the few low buildings of the
Paraguayan “fort” Moscoso had seen from the air.

At midnight, the Bolivians quietly made their way
around the edge of the lake to the Paraguayan encamp-
ment on its eastern shore. With a shout they rushed
forward, firing wildly into the air. The few men of the

Chaco:

War for the
ell of It

Paraguayan garrison proved to be light sleepers; they
came off their cots running and disappeared into the
darkness. As Moscoso’s men explored the abandoned
bivouac, flushed with the ease of their victory, none
realized this opera bouffe episode would spark a tragic
conflict that would drain the lifeblood out of two of South
America’s poorest countries for three grueling years and
leave close to 100,000 dead.

One point on which all historians of the Chaco War
are in agreement is the fact the Chaco is one of the most
inhospitable places on earth. Not exactly a desert, and not
exactly a jungle, the Chaco manages to incorporate the
worst aspects of each. Comprising a perfectly flat area of
some 300,000 square kilometers, the Chaco is covered
with a tangle of spiny underbrush growing eight to ten
feet high, interspersed with stretches of grassy meadow.
The sandy soil drains the strength from a walker’s legs
and makes driving extremely difficult in the dry season,
and turns into a soupy, sucking slime during the rainy
season (December-February), which brings virtually all
movement to a halt. Temperatures range from well over
100°F, with oppressive humidity, in the summer, to near
freezing when cold “Surazo” winds blow from the Ant-
arctic in winter.

The Chaco is populated by a handful of primitive
tribes whose numbers had been sharply reduced by
continuous warfare among themselves and with their
Bolivian and Paraguayan neighbors, as well as by Euro-
pean diseases brought in by the earliest Conquistadores.
The rest of the Chaco’s inhabitants consist of an unsavory
assortment of poisonous snakes and spiders, long col-
umns of huge black ants, and clouds of aggressive flies
and mosquitoes.

Bolivian attention was called to this unappealing
land when she lost her sea coast to Chile in the War of the
Pacific, in 1879. Cut off from that ocean, Bolivia toyed with
the idea of establishing a port on the navigable portion of
the Paraguay River, which would allow barge traffic with
the River Plate estuary and from there to the Atlantic. The
planners ignored the problem of building a usable road
from this projected port across hundreds of miles of
trackless wilderness, which is subject to frequent inunda-
tion, to the city of Santa Cruz, and from there hundreds of
miles more into the Altiplano, where the bulk of Bolivia's
population and industry was located. According to the
Bolivians’ reading of the original Spanish grants, their
territory extended to the confluence of the Paraguay and
Pilcomayo rivers, which included all of the Chaco and
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placed the Bolivian frontier directly across the river from
the Paraguayan capital, Asuncion.

For their part, the Paraguayans were still recovering
from the brutal War of the Triple Alliance (1865-70), in
which tiny Paraguay took on her two gigantic neighbors,
Brazil and Argentina, with Uruguay thrown in for good
measure. The outcome was never in doubt. As a result of
that one-sided conflict, the male population of Paraguay
was virtually exterminated and Paraguay incurred crush-
ing reparations payments to the victors. To help offset
those payments, the Paraguayans had for some time been
selling huge tracts of land in the Chaco to foreign, mostly
Argentine, investors, and had been fostering the develop-
ment of railroads and agriculture in the eastern Chaco in
order to expand their country’s economic base.

The Paraguayans claimed the Chaco as far as the
foothills of the Andes along the Parapeti River. The War
of the Triple Alliance had given them a justifiable case of
paranoia. They flatly refused to consider a Bolivian port
onthe Paraguay River, fearing any encroachment on their
national patrimony would result in the end of Paraguay
as a sovereign state.

So the situation developed for some 50 years, with
border incidents giving way to fruitless negotiations,
followed by more border incidents. The key factors in
determining which incident finally triggered the war
were the arrival of arms from European manufacturers,
and a spectacularactof insubordination by some Bolivian
officers.

[In Moscoso’s report on the lake he had discovered
(Lake Pitiantuta), he outlined the importance of this rare
source of water as a site for a fort to connect the areas of
operation of the Bolivian 3rd and 4th Divisions. Moscoso
was also careful to note the presence of the Paraguayan
camp on the eastern shore, but Col. Enrique Pefiaranda,
commander of 4th Division, saw fit to omit that last fact
from the message forwarded to La Paz.

Consequently, President Daniel Salamanca and the
High Command ordered Pejiaranda to “take possession of
the lake.” Pefiaranda relayed that order to Moscoso, who—
assuming La Paz knew about the Paraguayans — inter-
preted it tomean he should attack the camp. Following his
seizure of the Paraguayan fort, Moscoso established a new
position to the north of the old one and began to dig in.

That was the opportunity the Paraguayan tield com-
mander, Lt. Col. Felix Estigarribia, had been waiting for.
He estimated he could increase the field army in the
Chaco from its peacetime complement of 4,200 to 16,000
in 36 days, by utilizing river transportand railroads on the
Paraguayan side of the unofficial border (demarcated by
strings of opposing forts). He also knew there were only
some 1,200 men of the Bolivian 4th Division immediately
available for operations in the Chaco, and with the hun-
dreds of miles of poor roads reinforcements from the
Altiplano would have to cross to reach the front, the
Paraguayans would enjoy an overwhelming superiority
in numbers for over a month.

Estigarribia hoped to deal the Bolivians a quick,
stunning blow and then dictate terms before that nation’s
larger population (three million, compared to Paraguay’s
onemillion) and superior economicresources could swing
the balance in their favor. The Paraguayans thus began to
mobilize, and the war was on in earnest.

CHACO

The First Moves — Boqueron

While Moscoso’s reinforced troops, now numbering
about 170, half of whom were raw recruits, beat back the
first Paraguayan probing attacks, Col. Pefiaranda contin-
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ued his policy of insubordination and misinformation.
Pefiaranda informed Salamanca that Moscoso had with-
drawn to the western shore of the lake to build his fort.
Thus, when news came of the Paraguayan attacks, La Paz
believed them to be unprovoked actions on the part of the
Paraguayans and, rather than try to open negotiations,
girded itself for war.

On 15 July, a force of 400 Paraguayans arrived at the
lake and began to encircle the Bolivian fort. Although the
first attacks were repulsed, the Paraguayans soon un-
leashed a terrible “secret” weapon, the Stokes-Brandt
mortar of World War I fame (and of which the Bolivian
army had none). The mortars were ideal for use in the

On the Diplomatic Front

Negotiations concerning the Chaco border dispute had been
going on intermittently for about half a century when the war broke
out; they continuied until the final peace treaty was signed on 21 Jul y
1938. Despite the efforts of literally hundreds of diplomats, these
negotiations counted for very little. The two countries only refrained
from war dueto theirunpreparedness, started the war as soon as they
wereready, fought for three bloody years until both were exhausted,
and only let hostilities end after one side had what it wanted and the
other was too weary to fight further.

The most interesting character to emerge from the Chaco’s
diplomatic arena was certainly Carlos Saavedra Lamas, Foreign
Minister of Argentina. He constantly pushed forward or claimed
credit for peace proposals that might work to bring him fame, and
sabotaged those initiated by others. He tried to exclude other diplo-
mats from negotiations thatappeared promising, and sou ghtto have
them drawninonly when failure was imminent. He also oversaw the
substantial clandestine aid Argentina gave to Paraguay during the
war — which was a critical factor in keeping the war going.

[t was only after Saavedra Lamas’ removal as foreign minister
that more serious-minded officials were finally able to draft an
acceptable peace treaty. For his efforts, though, in arranging the
armistice of 1936 Saavedra Lamas was awarded the Nobel Peace
Prize. That was certainly ironic, in that his machinations were in no
small way responsible for the war lasting as long as it did.

Despite a stated goal of “peace without victors or vanquished,”
Paraguay essentially dictated the peace terms because of her military
victory. Bolivia finally gave up all hope of achieving a port on the
RiverParaguay, and Paraguayans were left with control of almost the
entire Chaco.

One interesting lesson that might have been learned here was
the League of Nations was doomed. Certainly that was proved later,
but if the League could not prevent and then could not stop a war
between two landlocked and poverty stricken nations, in which no
great power had any interest, how could anyone hope that same
body might deny Japan or Italy or Germany the fruits of their
aggressions?

Theone concreteaction taken by the League—an arms embargo
against Paraguay in reprisal for rejecting a League peace offer —
proved ineffective when Argentina continued to carry out covert
resupply. It was quickly abandoned when others pointed out such
embargoes should be the punishment for aggression, and not for
refusal to accept a League proposal.

In any event, the world diplomatic community of the day
viewed the Chaco War as such an unimportant event, no one was
interested in trying to draw lessons from it.
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bush, and their high-explosive rounds terrified the Boliv-
1an recruits, who fled in panic, leaving Moscoso with only
14 loyal troopers. Moscoso wisely withdrew to Fort
Camacho, while the Paraguayans continued to shell his
old positions for several hours before realizing their en-
emy had fled.

Amid widespread patrioticdemonstrations through-
out Bolivia, the High Command ordered the seizure of the
Paraguayan forts Corrales, Toledo, and Boqueron “in
reprisal.” This had worked well for them in 1928, when
the Paraguayans had seized Fort Vanguardia. They failed
to realize, however, this time the Paraguayans were seri-
ous and Lake Pitiantuta was not just another border
incident.

On 27 July, a mixed force of about 400 Bolivians
under Periaranda took Corrales against only token resis-
tance, and on 28 July, Toledo fell to them as well.

On 31 July, three Bolivian battalions (from as many
different regiments) attacked Boqueron, supported by
several biplanes. After a two-hour battle, the Paraguay-
ans, part of Regiment Curupaity, feigned a rout and then
ambushed the Bolivians, inflicting heavy casualties, in-
cluding the detachment commander, Lt. Col. AQuirre, who
was mortally wounded as he raised the flag over the fort.

Meanwhile, the Paraguayans were fast building an
Imipressive force at their advance base of Isla Poi, only 60
kilometers from Boqueron. There Estigarribia received an
unsigned order calling for the capture of Boqueron, but
adding, “Itis important that the operation appear to have
been on the initiative of the (military) command.”
Estigarribia was told the order came from President
Eusebio Ayala. That was all the encouragement
Estigarribia needed.

By 7 September, some 5,000 troops, now grouped
into I Corps, had been assembled at Isla Poi. Facing them
at Boqueron were 448 men and officers with two aging
Krupp field pieces under Lt. Col. Manuel Marzana.

The Paraguayan troops advanced confidently, ex-
pecting an easy victory. Regiment Curupaity demanded
the honor of retaking the fort. They were supported by
Regiment Itoro and an artillery group, with another regi-
ment in reserve, while Cavalry Regiment Toledo moved
to cut off Bolivian reinforcement from Yuijra.

The attack began at 0530 hours on 9 September. The
Paraguayan left, advancing across an open field, was
badly mauled by Bolivian machinegun fire, while the
right chopped its way through the tangled bush. A battal-
ion of Bolivian reinforcements coming up from Yujra,
unaware the road was already cut, was ambushed and
destroyed by the Paraguayan cavalry. During the course
of the day, the Paraguayans launched eight bloody at-
tacks, getting to within 40 meters of the enemy trenches,
but each was repulsed.

Clearly, Estigarribia was still learning his trade at this
point. Although trained in France, he lost hundreds of
enthusiastic infantrymen relearning the lessons of defen-
sive firepower that had been taught in World War .

On 14 September, the Bolivians briefly reopened
the Yujra road and rushed in reinforcements and sup-
plies. Estigarribia, seeing his troops being cut to ribbons in
frontal assaults, decided to invest the fort and let hunger
and thirstdo his work for him. He again cut the Yujraroad
and ordered his artillery to reduce the fort by bombard-
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ment. Inside the fort, Marzana ordered ammunition ra-
tioned. Perniaranda had few reserves left to attempt to lift
thesiege, since the reservists who had been recently called
up were still in training far to the rear and the rest of the
available forces were tied down holding Toledo and
Corrales. While a column of about 50 men, under Capt.
Ustares, worked their way through the incomplete Para-
guayan lines to Boqueron, Peiiaranda, with the main body
of 550, ran into over 2,000 Paraguayans of the reinforced
Regiment Corrales, and was bloodily repulsed.

Periaranda then pleaded with La Paz for permission
to fall back and defend Arce, and hope for a diplomatic
breakthrough to save Bogeron’s defenders. But the Boliv-
ian High Command here first made a mistake they would
repeat again and again. They announced to the jingoistic
press the defense of Boqueron was vital to the Bolivian
war effort, and having thus compromised themselves,
they felt it politically impossible to abandon the fort.

Meanwhile, Estigarribia had reinforced the besieg-
ing troops with fresh units and sent replacements to the
depleted ones. The investing force now composed the 1st
and 2nd Divisions, plus a new Regiment Boqueron, made
up of cadets from the military academy and the upper
classes of Asunciéon. The new regiment even came
equipped with its own artillery section and mounted
squadron. (While some units in the Chaco were desig-
nated as “cavalry,” even those usually fought on foot, due
to the difficulty in supplying horses with water. Each
division generally kept a small mounted squadron for
reconnaissance duties.) This brought the Paraguayan
strength to about 7,500 men, 24 guns, 8 mortars and 6
aircraft.

By 17 September, the defenders of Boqueron were
reduced to stripping the Paraguayan dead in no man’s
land forammunition—a dangerous source of resupply at
best. Of the two wells that provided the fort’s water, one
had been destroyed by a Paraguayan shell, and the other
had come under Paraguayan fire, so its approaches soon
filled with piles of bodies as increasing thirst slowly drove
the defenders mad. Bolivian aircraft tried to drop supplies
— an occasional bag of bullets, bread, or medicines — but
as the Paraguayan ring drew tighter, these drops often fell
into enemy hands.

Late on the 17th, two Bolivian battalions, under Capt.
Montalvo, surprised a battalion of Regiment Bogeron,
scattering the cadets and briefly opening a corridor to
push supplies into the fort. But a counterattack by Regi-
ment [toro forced the relieving battalions themselves into
Boqueronafteranall-day fight. On20September, Marzana
ordered Montalvo and his remaining troops, the only
relatively fresh ones in the fort, to make a breakout
attemptand take word to Periaranda there was virtually no
ammunition or water left, and food would only last one
more day.

Thebreakoutwassuccessful, albeit with heavylosses
to the Bolivians,and the follow-on delivery by air of 50 1bs.
of beef jerky and some medical supplies encouraged I
Corps commander Gen. Carlos Quintanilla to order the
defenders to hold just a little longer.

On 26 September, the Paraguayans renewed their
assault with forces now growntoover9,000 men. Marzana
was forced to shift men from one point on his perimeter to
another to meet the Paraguayan threats. The one remain-
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A Paraguayan sentry somewhere in the Chaco.

ing Krupp gun in the fort blasted the attackers over open
sights, and the artillerymen shifted to incendiary rounds
to set the surrounding grass on fire. With all reserves
committed, the Paraguayan push was finally repelled by
a desperate Bolivian counterattack.

By 27 September, Estigarribia was thinking of calling
off the attack within a day or two, since water was
becoming a problem for his large force. However, the
Bolivian Army Chief of Staff, Filiberto Osorio, together
with Quintanilla, had decided to call on one last effort by
the trapped garrison, and sent a plane to drop a message
into the fort exhorting the detenders to hold out for ten
more days with the aid of more air-dropped supplies.
Within that time, the message promised, sufficient forces
for the relief of Boqueron would have arrived.

Marzana called a meeting of his few remaining offic-
ers to discuss the message. Nineteen days and nights of
near constant fighting told on the officers’ faces as they
concluded that, while the troops could possibly survive a

A new group of Paraguayan recruits arrives in the Chaco.
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few more days, ammunition hardly remained for ten
minutes’ sustained action, much less ten days. Another
consideration was the large number of wounded lying
unattended and covered with flies and maggots. The
officers thus decided to call for surrender terms.

On29September, the Bolivian parliamentarians were
escorted through the lines to meet Estigarribia. The sud-
den cessation of all firing from inside the fort convinced
one Paraguayan lieutenant the defenders must be surren-
dering; he rushed forward to have the honor of capturing
their commander. The lieutenant was followed by his
platoon, who were in turn followed by more and more
Paraguayans. The Bolivians had orders to hold their fire,
so the Paraguayans were swarming over the trenches
before any action could be taken.

Alltold, the Paraguayans rounded up 20 officers and
446 Bolivians inside the fort. Lt. Col. Carlos Fernandez,
commander of the Paraguayan 1st Division, watched the
ragged prisoners filing pastand asked, “But whereare the
rest?”

The fall of Boqueron shattered the already fragile
Bolivian morale. Beside having lost a substantial portion
of their forces in the field, the Bolivians had lost virtually
all of their troops who were acclimated to the Chaco. The
fresh ones arriving daily were ill-trained reservists, com-
ing straight from the cool, dry air of the Altiplanoat 13,000
feetabove sea level, after a trip by train, truck and on foot,
that generally took over a month. Their heavy woolen
uniforms were not suited to the sweltering heat of the
Chaco, and the change in climate caused them to sweat
away precious moisture their inadequate water rations
could not replace. Lack of training, poor equipment, and
mistrust of their white officers, caused the troops, most of
whom were Indian campesinos, to flee in droves before
the Paraguayan attacks.

Esitgarribia’s advance from Bogeron was slow and
cautious; he expected the same degree of resistance from
every Bolivian fort. The Bolivian troops, though, were in
full flight and abandoned Yujra, Castillo and Arce in
quick succession. At Alihuata, Periaranda gave a stirring
speech to about 4,000 troops present. But of those, only
about 700 men of the veteran Loa, Lanza, and Campero
Regiments were moved enough to stay and fight.
Periaranda’s further call for volunteers brought in about
300 more, but 3,000 or so others continued to retreat.

Fortune now made arare appearance on the Bolivian
side. Mistakenly believing over 1,000 Bolivians to be
stationed at Fernandez, Estigarribia diverted his 1st and
4th Divisions from the main pursuit to deal with this non-
existent threat. That allowed the Bolivians time to consoli-
date their forces at “Kilometer 7,” north of Saavedra,
along a grassy field which ran perpendicular to the road.

At this point Perniaranda was evacuated for medical
reasons, and command fell to Lt. Col. Bernardino Bilbao
Rioja. He proved to be one of Bolivia’s few competent and
brave officers, and he quickly put the defense in order.
Long lines of trenches were dug, observation posts set up
in the few trees, wire strung, and machineguns and
artillery dug in. Bilbao demonstrated that Bolivian troops,
even some of those who had mutinied at Alihuata, could
perform prodigious feats of labor and courage if properly
led. During this fortunate respite, fresh units arrived,
bringing Bolivian strength at Kilometer 7 to over 1,500.

CHACO

Enter Gen. Hans Kundt

The fall of Boqueron also presaged the fall of the
officers responsible for that disaster. Having convinced
the public a Bolivian victory at Boqueron would win the
war, the High Command now faced just the opposite
situation. Bolivian public opinion demanded the return of
Gen. Hans Kundt,a German officer, to command the army.

Kundt had served on the German military mission to
Bolivia from 1911 to 1914, when he was recalled for duty
on the Eastern Front. During World War [, he served as a
lieutenant colonel in the Landwehr in 9th Army. In 1915,
he was made chief of staff of the Xth Reserve Corps, and
eventually was given a regimental, and later a brigade,
command. Following the collapse of Germany in 1918,
Kundt returned to Bolivia as a private citizen, hoping to
become a gentleman farmer. In 1921, however, he was
called on to assume the post of chief of staff of the army,
a position he held off and on until 1930, when he was
unceremoniously booted out of the country after having
become too involved in politics. He the returned to Ger-
many, where he was when recalled by Salamanca.

Kundt remained a chief of staff at heart, and was
known for the time he devoted to the troops, observing
their training and personally checking on supply arrange-
ments. This, coupled with his Prussian sense of discipline,
won him the admiration of the common soldier, as well as
the resentment of the aristocratic, strutting Bolivian offi-
cer corps. That group was made up of men who were
generally the black sheep of upper class families, and who
were accustomed to having their own way. That resent-
ment, coupled with Kundt'slack of real strategic or tactical
talent, doomed his efforts from the start.

When the Bolivian High Command learned of
Salamanca’s intention to replace Gen. Osorio with Kundt,
there was an uproar. In a furious letter to Salamanca,
Quintanilla, pressured by his unscrupulous subordinate
Col. David Toro, denounced the President’s lack of faith in
the officer corps, blamed him (in his capacity as Captain-
General of the Army) for the recent defeats, and haughtily
announced the army would continue to recognize Osorio
as chief of staff.

Salamanca, tougher than his 65 years and emaciated
appearance might havesuggested, demanded Quintanilla
present himself in La ’az to answer charges of insubordi-
nationintheface of the enemy. Quintanilla quickly proved
to be all talk, and sent a telegram begging the President’s
forgiveness and explaining he had only wanted to protect
the honor of the army. But Salamanca stood firm and
relieved Quintanilla as well, and Kundt assumed the mul-
tiple roles of commander of the army in the field, com-
mander of I Corps, and chief of staff. Toro, who increas-
ingly takes on the characteristics of Iago in this piece,

quietly receded into the background to await the arrival
of his old friend, Gen. Kundt.

Kilometer 7 — Kilometer 12

On 7 November, the long-expected attack on Kilo-
meter 7 finally came, but the Paraguayans sent only
Regiment Corrales (900 men), assuming the Bolivian
defenders were still totally demoralized. The rest of the
Paraguayan 2nd Division was still at Alihuata, some 50
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kilometers away. By now, though, the Bolivian force at
Kilometer 7 had grown to over 3,500 —and they had little
trouble in mowing down the attacking lines of infantry as
the Paraguayans tried to cross the open ground in front of
the trenches.

Bilbao now saw the opportunity to take offensive
action, as much to restore his troops” morale as to try to
defeat the isolated Paraguayan regiment. He ordered
Regiment Murguia to envelope the Paraguayan right, sup-
ported by Compero and Campos, while three other regi-

ments pinned the enemy frontally.

Bilbao's attack kicked off at 0400 hours on 10 Novem-
ber, but was poorly coordinated. Murguia got around the

Politics by Other Means

Clausewitz is famous for his dictum war is politics carried on by
other means. In the Bolivian, or even the broader Latin American,
context, it could be claimed politics is war carried on by other means.
The constant involvement of the military in politics is something
alien to Anglo-Saxon tradition, but it is common in Latin American
life.

Throughout the war, the Bolivian officer corps resisted the
wishes of their nominal “Captain General,” Daniel Salamanca, to an
extent that would have prompted Abraham Lincoln to institute daily
firing squads in front of the White House. No more telling example
of this insubordination is possible than the “true” story of the
outbreak of the war.

When Maj. Moscoso first spotted Lake Pitiantuta while on aerial
reconnaissance, he recognized its strategic importance and prepared
a full report for La Paz, including the lake’s location, size, and the fact
there was a small Paraguayan fort on the eastern shore. The report
eventually read by Salamanca and High Command, however, con-
tained no mention of a Paraguayan presence, and they consequently
ordered Moscoso to “take possession of the lake.” Moscoso naturally
assumed this order included the eviction of the current residents,
which he accomplished with ease, thus provoking the Paraguayan
counterattack.

Who did this deed? The finger of history points at none other
than then-Lt. Col. Enrigue Periaranda, soon to be commander of the
army, and later president. As temporary commander of the 4th
Division, he received the first copy of Moscoso’s report and apparently
altered it to eliminate all mention of the Paraguayan presence.

That this was the case is supported by the fact that, when La Paz
learned Moscoso had evicted the Paraguayans, the government im-
mediately ordered him toevacuate the Paraguayan fortand setup his
ownencampment on the western (thatis, “Bolivian”) side of the lake,
to avoid further problems. But Pesiaranda intercepted that order, did
not pass it on, and then informed La Paz it had been relayed.
Therefore, when the Paraguayans did attack, the Bolivian govern-
ment saw the action as a blatant act of vengeance over a minor
original incident which had caused no casualties. Thus the emotional
decision was taken to retaliate by seizing Boqueron and the other
Paraguayan frontier posts.

Why would Pefiaranda or anyone else do such a thing? Well,
promotions were few and far between in the peacetime Bolivian
army (and even fewer and farther between for those without per-
sonal or family connections). It certainly can be seen from Periaranda’s
later performance — first overthrowing Salamanca and later install-
ing himself as president — he was not without ambition. But only he
could tell the full story.
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Paraguayan right, but was then repulsed by a spirited
counterattack. One Paraguayan battalion broke and ran,
but a Paraguayan regiment had fortuitously just arrived
to relieve Corrales, and the Paraguayan commander also
threw in the cooks and orderlies to plug his line. Finally,
at 1700 hours, Bilbao ordered the attack broken off, and the
Bolivians returned to their side of the grassy field.

Allin all, things had not gone well for the Bolivians.
They had lost about 400 casualties, and two regiments of
the pinning force had panicked and run toward Saavedra,
and were only stopped there by the threat of artillery fire
from their own guns. Bilbao had, though, shown both the
enemy and his own men the Bolivian army could attack
as well asretreat, and had given the Paraguayansabloody
nose (about 500 casualties).

Renewed attacks from the now reunited Paraguayan
2nd Division ended without results. The fighting at Kilo-
meter 7 settled into dreary trench warfare, with each side
heavily fortifying its side of the field while maneuvering
to try to turn the other’s flank. Losses mounted rapidly in
these attacks, with some Paraguayan regiments that had
begun the war with 1,200-1,600 men reduced to 300-400.

But now Kundt arrived at the front and had fleshed
out two more Bolivian divisions to reinforce the 4th and
/th already in the field: the 3rd at Robore, and the 8/, to
which he gave the task of seizing Platanillos. On 12-13
December, the 8th Division attacked that place under the
cover of six aircraft bombing and strafing ahead of them,
againstasingle Paraguayan regiment (the Valois Rivarola,
700strong). After a confused fight, the defenders escaped,
but Estigarribia was furious at the loss of the fort and
ordered the regimental commander court-martialled.
Estigarribia then let his forces pass over to the defensive
to rest and regroup, and he pulled back from Kilometer 7
under cover of a Christmas truce.

On 26 December 1932, the Bolivian 4th Division,
finding itself facing empty trenches at Kilometer 7, began
to advance. Periaranda, now back in command, received
reports from aerial reconnaissance of Paraguayan forces
at Kilometer 12, but believed this to be just a rear guard.
In a disjointed attack by 3,100 Bolivians (from ten regi-
ments), his planned turning movement failed to swing
wide enough, and all the units ended up attacking fron-
tally against 2,700 Paraguayans of the 1st Division. De-
spite forcing back the Paraguayan flanks, the Bolivians
failed to break the well-entrenched lines, and were forced
to retreat under a torrential rain storm on 28 December
after losing 700 casualties.

Nanawa: Verdun of the Chaco

After failing at Kilometer 12, Kundt shifted his gaze
eastward to the Paraguayan fort of Nanawa. On 29 De-
cember, the /th Division, supported by some troops drawn
from4th,advanced on that town and seized the outpost of
Duarte after a two-hour battle. Nanawa proper was de-
fended by the Paraguayan 5th Division, under Lt. Col.
Luis Irrazabal, with a total strength of 2,500, and a battery
of Krupp 75s. Over the coming months, Nanawa would
become the Verdun of the Chaco, grinding up the troops
of both armies at a terrifying rate.

The Bolivian forces were divided into detachments:
Detachment Frias, with elements of four regiments plus an
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artillery battery, Detachment Quiroga, with two regiments,
and Detachiment Reque Teran, with parts of five regiments
and supported by twelve 75mm guns. Col. Frias was to
swing to the right, and Col. Reque Teran to the left, in a
double envelopment, while Col. Quiroga pinned frontally
with his smaller unit. Kundt confidently predicted
Nanawa's fall by noon on 20 January 1933.

During the night of 19-20 January, the Bolivian forces
began to move into position, but their advance was slow
due to heavy rain and the tangled brush through which
the flanking columns had to cut a path. On 21 January,
Reque Teran’s detachment launched a furious attackon the
“IslaFortificada” (literally, “fortified island,” alarge clump
of woods separated from the main Nanawa defense lines
and surrounded by open ground), but without success.
Attacks all along the line continued through the 23rd,
when Reque Teran sent one squadron from the Abaroa
Cavalry Regiment to accomplish the deep flanking move-
ment his whole column was supposed to have carried out.
That squadron succeeded in cutting the Gondra road, but
soon found itselfina desperate fight with 1,000 Paraguay-
ans coming as reinforcements to Nanawa.

At 0600 hours on 23 January, on the right flank,
Regiment 41, unsupported, succeeded in cutting the Suhin
Road and penetrated deep into the Paraguayan left, even
taking some of the fort’s field kitchens. Had Regiment 41
been supported by the rest of Detachment Frias, the battle
might have ended right then in a stunning Bolivian vic-
tory, but a squadron from the Paraguayan Cavalry Regi-
ment Aca Vera cut them off, and Maj. Rene Pantoja was
forced tolead hisregiment out of the trap with a desperate
bayonet charge, which left most of his men dead behind
enemy lines. At that point, Irrazabel asked permission to
abandon the fort, but Estigarribia flatly refused.

On 24 January, the Bolivians unleashed a 3,000-
round barrage on the “Isla,” but the infantry failed to
follow-up, not knowing the defenders had actually fled.
The next day, Regiment Azurduy finally moved forward,
butwasimmediately pinned by Paraguayan machinegun
fire from the reoccupied “Isla.” The Bolivian artillery,
having wasted all its ammunition the previous day, sat
helpless while the infantrymen lay in the open grass for
hours without water, until they were finally able to slip
back to their lines after dark.

Meanwhile, to the north, the Bolivian 3rd Division
advanced on Corrales, which the Paraguayans had re-
taken. The initial Bolivian attack proved a total failure, as
the Regiment Warnes ran into an ambush in which its
commander was killed and the troops then fled the field,
taking the men of Battery Sossa with them. The 3rd Division
finally regrouped and pushed the Paraguayan Regiment
San Martin out of Corrales and into an ambush set up by
a Bolivian company infiltrated into their rear. Crossing an
open field (later dubbed “Campo de los Muertos,” or
“Field of the Dead”), the Paraguayan column ran into a
crossfire from Bolivian automatic weapons which dis-
abled six trucks and the regimental command car. The
Bolivian company then withdrew, and a renewed Para-
guayan attack ran into a column of their own troops
coming to reinforce them.

The Bolivians also attempted to recapture Fernandez
with Regiment 47 and the Colorados, believing the place to
be only lightly held, but the attack on 21 January encoun-
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Paraguayan gun crews manhandle their pieces into position.

tered murderous fire which cost some 800 casualties and
virtually annihilated both units.

Kundt then stripped the 8th Division of troops to
reinforce the 3rd (now 3,000 strong) for an advance on
Toledo. The terrible roads and lack of transport slowed
the Bolivian advance to 30 kilometers in 15 days. Despite
the support of ten airplanes, the Bolivian attack on 25
February was beaten back in vicious hand-to-hand fight-
ing with Paraguayan machetes wielded against Bolivian
bayonets.

By a stroke of luck, a Paraguayan patrol penetrated
the Bolivian lines and ambushed a staff car carrying the
plans for the deployment of 3rd Division. Lt. Col. Juan B.
Ayala, commander of the Paraguayan II Corps, quickly
realized the importance of the documents, which clearly
showed Bolivian weaknesses and their lack of reserves.
Ayala ordered an advance by three regiments around the
Bolivian left, and on 11 March they cut the Corrales road.
The Bolivians were forced to retreat to a new line in front
of Corrales, but, again, several regiments refused to stop

A group of Bolivian POWSs under guard.
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and retreated on toward Camacho. Only the threat of air
strikes finally brought the mutineers under control, but
the units were disbanded and the regimental numbers

permanently removed from the army rolls.

Bolivia: Dramatis Personae

Hans Kundt. A German officer who served on that nation’s military
mission to Bolivia before World War I, and who returned to serve as
Bolivian Chief of Staff after fighting on the eastern front. He was
expelled from Bolivia in 1930 for interfering in national politics, but
was recalled to service after the fall of Boqueron.

His experience as a staff officer enabled him to organize the
chaotic Bolivian supply and support system, but his lack of imagina-
tion led him from one frontal attack to another. His demands for
unquestioning obedience and his attention to detail earned him the
respect of the common soldier and the hatred and resentment of the
proud and aristocratic officer corps.

Oddly, one of the few Bolivian officers he trusted was Toro, a key
conspiratorin his final ouster. Kundtbarely escaped an investigation
by the government into his conduct of the war, and returned to
Germany where he died a short time later.

Enrique Penaranda. A Bolivian officer with extensive experience in
the Chaco, he rose to command the army after Campo Via, largely
through the machinations of Toro. Possessed of considerable per-
sonal courage, he lacked the strength of will to exact obedience from
the rebellious officer corps. Following the war he served a term as
president.

German Busch. At the start of the war, he headed a scouting unit in
the largely unexplored Chaco. A brave and talented young officer he
rapidly became a national hero in a country where heroes were in
short supply. After the war, he overthrew Toro and was president at
the time of the signing of the final peace treaty. He became depressed
by the enormity of his job and committed suicide in 1939.

Bernardino Bilbao Rioja. Certainly the best commander on the
Bolivian side, he was repeatedly called on to save hopeless situations
and invariably did so. His lack of political ambition allowed others to
keep him from obtaining any key position in the army. He is the only
one of the principal officers of the war still living, and a movement is
under way to have him given the honorary rank of Marshal.

David Toro. A veritable caricature of the pompous, undisciplined
Latin American army officer. Spending much of the war screaming
like a spoiled child for more power and resources, he is found not far
behind almost every act of insubordination committed by the officer
corps. He was also directly or indirectly responsible for many of the
worst disasters suffered by the Bolivian army. He overthrew Presi-
dent Tajada Sorzano in 1936, using the guise of an enraged “Young
Turk” officer returned from the fighting line. He, in turn, was
overthrown by Busch.

Jose L. Lanza. The enigma of the Chaco War. He was treated like a
leper by most of the officer corps, due to his close association with
Salamanca. In fact, Salamanca fueled this suspicion by putting
forward Lanza’s name whenever a rebellious or incompetent officer
needed to be replaced. Lanza was arrested along with Salamanca in
1934, and eventually was forced to retire.

One of the great “what-ifs” of this war is what difference Lanza
could have made on its outcome had he been in command. Since he
would have been opposed at every turn by the resentful officer corps,
itis doubtful he could have done much real good. On the other hand,
he could not have done much worse.
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On to Alihuata

After failing in his first major offensive, Kundt’'s new
plan called for the 4th Division and the newly formed 9th
to seize Alihuata. The 4th, at Kilometer 7, would pin the
Paraguayans, while the 9t/ would swing wide, around
the Paraguayan right, and fall on them from the rear. To
that end, Bolivian sappers had been laboring for weeks to
cut access trails along the left of the Bolivian line, behind
a screen of infantry meant to keep away Paraguayan
patrols.

By 1 March, the 9th Division had advanced some 42
kilometers, but on 10 March they were spotted by a
mounted Paraguayan patrol which raced to warn the
commander of Alihuata, Capt. Chirkoff (one of several
White Russian emigrés serving with the Paraguayans.)
Bolivian troops then quickly cut the roads to both Arce
and Kilometer 12. Bolivian Regiment Chaca ltaya rushed
forward in an unsupported frontal attack and lost an
entire company before withdrawing. After this rude beat-
ing, the Bolivians satisfied themselves with occupying the
roads, and on 13 March discovered Chirkoff had quietly
evacuated Alihuata, after having caused 150 Bolivian
casualties.

Estigarribia threw together a scratch force of 1,300
men at Arce— made up of cooks, orderlies, raw recruits,
and a few veterans from Nanawa — to try to reopen
communications with the 1st Division, which was now
isolated at Kilometer 12. On the Bolivian side, Bilbao Rioja
was named the new commander ot 9th Division, and he
immediately sent two regiments to hold off the enemy
from Arce while he pushed a third onto the Paraguayan
1st Division’s rear.

Meanwhile, the Bolivian 4th Division was conducting
a leisurely advance from Kilometer 7, despite Kundt's
urgings for more haste. Col. Fernandez, commander of
the Paraguayan 1st Division, had been aware of the 9th’s
trail-cutting to his rear for some time and had been busy
cutting one of his own eastward to Gondra. Periaranda was
aware of this trail as well, and had begged Kundt for
troops to cutit. Regiment Chichas was finally sent from the
meatgrinder of Nanawa, but too late. On the night of 17
March, the 3,000 Paraguayans of the 1st Division quietly
slipped out of their Kilometer 12 trenches and escaped to
Gondra.

The loss of Alihuata caused widespread dissension
in Paraguay, with the political opponents of President
Avyala attacking his and Estigarribia’s conduct of the war.
But in sharp contrast to the permanently strained rela-
tions between Salamanca and the Bolivian High Com-
mand, Ayala wrote to Estigaribbia, “You can restassured
that my authority, both personal and political, will be on
your side in good times and, above all, in bad.”

On 10 May 1933, after nearly a year of savage fight-
ing, Paraguay officially declared war on Bolivia. For a
short time the Chileans threatened to cut off the passage
of arms to Bolivia, while Argentina secretly continued to
support Paraguay. Peru and Brazil, however, announced
the passage of arms would continue to Bolivia. Chile
eventually honored the Treaty of 1904, which allowed
tree transit of goods to Bolivia in return for Bolivian
recognition of the loss of her coastal territory to Chile.

Bilbao Rioja was soon returned to his staff slot, and
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Col. Jacinto Reque Teran was named commander of 9t/
Division. Reque Teran ordered Arce taken and sent two
regiments to do the job. In the five days of heavy fighting
that followed the initial assault on 10 May, many of the
recruits who had recently arrived to reinforce those regi-
ments died, and were buried in unmarked graves, never
having been introduced to their sergeants by name. Simi-
lar attacks by three regiments under Col. Felipe Arrieta also
failed to accomplish anything except further enlargement
of the casualty lists.

After having already lost 25 percent of its strength,
Detachment Arrieta was ordered to cutits way through the
bush to the northwest to aid 8th Division in its attack on
Fernandez. After two days of bitter fighting, Detachment
Arrieta returned to Alihuata on 1 June, carrying its
wounded through a torrential rain, while 8th Division
wentback to Platanillos, having been reduced to 8 officers
and 531 troops, down from an original strength of 2,000.

In one of the great blunders of the war, Kundt aban-
doned theimpregnable trench line at Kilometer 7, leaving
9th Division at Alihuata and sending the 1,200 men of the
4th in pursuit of the Paraguayan 1st Division at Gondra.
The 4th was supposed to cover over 8 kilometers of
frontage and also concentrate forces strong enough to
take Gondra from 3,000 Paraguayans. Of course, the unit
proved incapable of doing either.

Second Nanawa

After thus failing again, Kundt shifted his attention to
Nanawa once more and planned a major offensive to
coincide with the opening session of the League of Na-
tions. Estigarribia, however, was well aware of Kundt's
preparations and had concentrated 9,000 troops at
Nanawa. He also emplaced 75mm guns in the forward
trenches to deal with the tanks the Bolivians were known
to be bringing up. The Paraguayan forces were grouped
in a rough semi-circle, with its open side facing east. A
cavalry brigade held the southeast portion, with the Sth
Division in the center and the 4th Division in the north, in
contact with the 1st Division at Gondra.

Kundt planned for his attack to start on 4 July. His
order to the troops went into considerable detail, such as
specifying the “bandolier should be worn from the lett
shoulder to therightbelt,” and advising that tea or “mate”
(atea-like beverage) should be carried in the canteens. His
attention to petty detail and his obsession with seizing
Nanawa blinded him to any concept of overall strategy or
anticipation of possible enemy reaction.

Kundt deployed Detachment Frias in the south with
four regiments, supported by six flamethrowers and two
tanks, while Detachment Quiroga covered the northern
curve of Nanawa with four regiments, two flamethrow-
ersand two tanks. The attack was to be supported by three
batteries (of four guns each) of 75mm guns and two of
105mm. The Bolivian air force was to concentrate on
knocking out the Paraguayan artillery. The signal for the
assault would be the blowing of a mine that had been dug
under the troublesome “Isla.” The odds of success for a
force of 9,000 Bolivians (of whom only 2,000 were desig-
nated for the initial assault) attacking frontally against an
equal number of Paraguayans sitting in trenches under
construction for six months were not good.
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The Sinews of War

It has often been said, “Amateurs talk of strategy, but profes-
sionals talk of logistics.” The mundane business of providing armies
with “beans and bullets” has always been the single most vital factor
in warfare, but there are few examples clearer than the Chaco War in
which the tempo and course of the campaign rested squarely on the
logistical networks supporting each army.

At the outset of the war, the Bolivians were laboring under a
severe handicap. Every man, bullet, sack of flour, bandage and gun
used in the fighting had to make its tortuous way from the Bolivian
population centers in the Altiplano, over hundreds of miles of bad
road, to the front. The distance from La Paz to Asuncion is approxi-
mately the same as that from Berlin to Moscow, but here the two
capitals were separated by an inhospitable desert, which was only
being explored prior to the start of the war.

Bolivian reinforcements began their journey with a train trip,
usually lasting a week, from La Paz to the railhead at Villazon. Then
they would spend several days riding in open trucks (if they were
lucky) over dirt roads to Villa Montes, the gateway to the Chaco.
From there, most men had to march, across hundreds of kilometers
of dusty or muddy roads and tracks, still wearing their heavy woolen
uniforms in the burning sun, perhaps arriving at the front less than
a month after their starting date.

Supplies moved even more slowly, and it was the difficulty of
supply, as much as the financial constraints of the two belligerents,
which prevented the wider use of artillery or armor in the war. To
give an example of the weakness of the Bolivian supply system, there
existed no bridge over the River Pilcomayonear VillaMontes, and all
supplies and reinforcements had to be ferried across on rafts, a
dangerous undertaking which cost dozens of lives. It was not until
late 1934 a bridge was finally constructed by the Bolivian logistical
command.

Conversely, the Paraguayans enjoyed early advantages in this
respect. From their capital, Asuncién, Paraguayan reinforcements
could travel in one day or less by boat, up the Paraguay River and
then by rail to within 40 kilometers of Isla Poi. While this supply route
was short, it had limited capacity and was stretched to its limits
throughout the war. Paraguay’s smaller economic base was also
strained to provide enough trucks, or even ox carts, to haul supplies
over those 40 kilometers to the front.

As the Paraguayans advanced, however, the advantage gradu-
ally shifted to the Bolivians, whose supply lines became progres-
sively shorter. The final Bolivian offensive at Villa Montes was made
possible, despite the disasters of the preceding years, largely because
they had supplies in abundance, and the Paraguayans were by that
point short of everything.

Water became the critical commodity for both sides during the
long dry season in that arid region. Much of the scant vehicular
resources of both armies had to be committed to hauling water to the
troops every day. Only the Paraguayans made an intelligent effort to
confront this problem, creating a special engineering unit trained and
equipped to locate and dig new wells as the front advanced. It was
this capability, more than almost any other, which gave them the
tactical flexibility to outmaneuver the Bolivians through the bush
country.

It would be safe to speculate that, had the far larger Bolivian
army been able to mobilize and concentrate with the speed of the
Paraguayans, all of the tactical and strategic ability of Estigarribia, ef
al., would not have been enough to prevent a rapid and complete
Bolivian victory.
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At 0830 hours on 4 July, the Bolivian barrage and air
attack commenced, but little damage was done to the
defenders hiddenindeepbunkers madeoflogsand earth.
In the south, Bolivian troops, moving up after the barrage
lifted, were quickly pinned down by murderous ma-
chinegun fire. The flamethrower teams were picked off
by Paraguayan snipers. The tanks, finding themselves
without infantry support, retreated to their starting point.

Airpower in the Chaco

The air forces involved in the Chaco War were tiny by any
standard, but they still managed to perform vital support functions.
Both sides were equipped with a variety of flimsy biplanes, some of
them dating from the First World War. Potez (French), Curtis (U.S.),
and Vickers (British) aircraft were the most common. Both sides also
possessed a limited number of tri-motor cargo planes.

Reconnaissance: Perhaps the most valuable function performed
by the air forces was aerial observation. In the flat bush country of the
Chaco, mere trees became vital observation posts, and virtually
nothing else was available. Aircraft could keep tabs on enemy troop
movements and the progress of trail cutting in the bush. They also
served to guide friendly forces through the featureless country to
their objectives.

Ground Support: One of the few bright spots of the war for
Bolivia was the performance of her air force, which essentially ruled
the skies. The bombing and strafing of enemy troops was done more
for its moral than its physical effect, as the aircraft involved were too
weak and too few in number to make much of an impact. As both
sides developed rudimentary anti-aircraft defenses, this activity was
largely abandoned in favor of pure reconnaissance.

Supply: Both armies made use of aerial resupply to sustain
isolated forces, but the small number of planes involved, and the still
primitive state of the world military community’s perception of
aerial resupply, prevented this having much effect. Where forces
were closely engaged, as in Boqueron, the effect was nil.

Where landings could not be made, resupply involved simply
throwing out bags of bullets, medicine, food, etc., often with disas-
trous results for the cargo. Supply planes often did, however, save
many lives by ferrying seriously wounded soldiers from forward
airstrips to base hospitals — a technique armies of more modern
nations would not develop for another decade.

Interdiction: David Zook, in The Conduct of the Chaco War,
criticized the Bolivians for failing to take advantage of their air
superiority by interdicting Paraguay’s vulnerable supply lines. Zook,
an American Air Force officer, seems to be blaming the Bolivians of
1932-5 for not applying the lessons learned by the U.S. Air Force in
World War II. In fact, the Bolivians did make efforts to attack
Paraguayan truck convoys, but their aircraft were simply too few in
number to turn such raids into major successes. Also, Bolivian air
attacks on the Paraguayan supply base of Puerto Casado provoked
protests from the Argentines, many of whose citizens were busy
trading with the Paraguayans there, and the threat of Argentinian
retaliation was more than enough to shelve this tactic.

The air war was conducted with chivalry in an otherwise brutal
and bloody war, not unlike that of World War I. On one occasion, the
funeral of a Bolivian flier at the front was interrupted by the appear-
ance of a low-flying Paraguayan aircraft. The Bolivian mourners
scattered, fearing a strafing run, but the Paraguayan merely jetti-
soned a large wreath, woven of Chaco thorn bushes, onto the grave
of his former foe.
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In the north the mine finally exploded with a terrific
roar, hurling tons of earth in all directions, but it seems to
have been about 30 meters short, and the “Isla” remained
untouched. The Bolivians charged anyway, quickly cov-
ering the open ground and overrunning much of the
“Isla.” One Bolivian tank was knocked out by direct
artillery fire, and the other then retreated. The Bolivian
flamethrowers worked with hellish effect here, driving
the Paraguayan machinegun crews from their dugouts.

Lt. Col. Brizuela, of 5th Division, seeing the rapid
Bolivian advance, began to burn his files. But Irrazabal
ordered Regiment Boqueron, and any scattered reserves
that could be found, to move up and support the 5th. A
lone company of the Regiment 24 de Mayo still held out
in the “Isla,” and a counterattack by the Paraguayan
reserves caught the forward Bolivian forces in a crossfire.
Finally, the Bolivians abandoned all they had gained.
Continued attacks over the next three days also came to
nothing.

Bolivian losses in this abortive offensive were over
2,000, while the Paraguayan forces lost only 159 dead and
400 wounded. Estigarribia later described the carnage of
the “Isla” as being like a butcher shop, with severed limbs
and corpses dangling from the trees and the stench of
death everywhere.

With the Bolivians clearly stalled, Estigarribia turned
his thoughts to taking the initiative again. Maj. Rafael
Franco, commander of 1st Division, suggested a double
envelopment of the Bolivians at Gondra. The Bolivian 4t
Division had been weakened by the transfer of troops to
Nanawa and was badly over-extended. Using infiltration
tactics, Franco succeeded in cutting a number of roads
behind the4th Division on11 June, but the timely interven-
tion of Maj. German Busch, with a mixed force of cavalry
troopers and cooks, managed to keep communications
open and allowed the 4th to escape the trap. The Bolivians
then set up a new line at Campo Via.

Without missing a step, Estigarribia quickly shifted
his attack to Alihuata. The Bolivian 9th Division had also
been stripped to support the attack on Nanawa, and was
chopped into several isolated groups. On 12 September,
the Paraguayan 7th Division surrounded Regiments Loa
and Ballivian at Campo Grande. Piecemeal Bolivian relief
efforts from Alihuata were easily defeated, and no re-
serves were available to cut through the Paraguayan ring.
By 15 September, the trapped soldiers were dying of
thirst. Four water trucks had arrived just before the Para-
guayan attack, but that was now gone, and the Bolivian
commander, Col. Capriles, finally surrendered along with
his 13 officers and 520 men. A few hours earlier, at Pozo
Favorito, a smaller Bolivian force was also surrounded
and captured.

Kundt was called back to La Paz for what he assumed
would be his dismissal. Instead, he was cheered through
the streets by crowds fed on government propaganda. It
turned out the cabinet only wanted a briefing on the war
situation. Kundt breathed a sigh of relief and painted a
rosy picture for the politicians.

During Kundt’s absence from the front, a group of
officers led by Col. Toro declared their refusal to follow the
German any longer, but Kundt was riding high on a wave
of popularity, and he was able to have Toro temporarily
relieved.
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Beginning on 12 November, the Paraguayans began
a series of diversionary attacks on the Nanawa front. One
attack surrounded an entire regiment and netted over 400
Bolivian prisoners, but the main purpose of these activi-
ties was to hide preparations for a renewed offensive in
the Alihuata-Gondra area.

Campo Via

The 9th Division’s left was hanging in the air, and
Kundt made efforts to strengthen it by drawing troops
from the 4th and 7th Divisions at Nanawa. This was
characteristic of Bolivian operations throughout the war,
as commanders found it easier to shift troops from one
point of the front to another, rather than collect and
maintain reserves to deal with problem areas. On 3 De-
cember, however, the Paraguayans came storming across
Campo 31, over-running the Regiment Colorados and
quickly cutting all of the 9th Division’s escape routes.
Kundt instructed Col. Banzer of the 9th to “proceed accord-
ing to the situation,” and Banzer accordingly tried swing-
ing to his right, in the hope of escaping via 4th Division'’s
area (and not knowing the Paraguayans had already
arrived there).

On 6 December, Maj. Franco, of the Paraguayan 1st
Division, heard of the fall of Alihuata and proceeded,
without orders, to hurl 6,000 troops against the 1,300 men
of the Bolivian 4th Diwvision. In a surprise attack at 0430
hours, 7 December, Franco overran Regiment Campero,
after a short barrage and fierce hand-to-hand fight. Kundt,
totally unaware of the scope of this threat, sent only 140
reservists to stop the Paraguayan advance.

On 8 December, the 9th Division continued to blun-
der deeper into the Paraguayan trap. A force of sappers,
under the protection of Reginent Lanza, was ordered to cut
an escape trail toward Kilometer 22, but heavy sniper fire
forced suspension of the work until nightfall. While the
sappers worked in relays in the oppressive heat, Kundt
ordered thedestruction of all heavy equipmentthatwould
slow a breakout attempt.

Regiments Lanza, 20, and 50 were designated to spear-
head the breakout. Lanza succeeded in piercing the Para-
guayan line, due to a coincidental bombing run by planes
from Saavdera just at the point of attack. But Regiments 20
and 50 were held up. Lanza’s commander then sent 160
men ahead to Saavedra and attempted to hold a corridor
open with the rest, but none of the trapped forces showed
up at the breach, and Lanza was soon overrun by a
Paraguayan counterattack.

By 1l December, Banzer and Col. Quint, the new
commander of 4th Division, radioed Kundt the water was
gone and ammunition was running low. Kundt merely
repeated, “Obey orders . . . destroy equipment . . . break
out.” Franco then communicated to Banzer that the Boliv-
ians’ trucks must not be destroyed if the trapped forces
wanted any water upon their surrender. Paraguayan
trucks would not be used to supply prisoners. Banzer
agreed, and at 1430 hours he surrendered both divisions,
yielding a total of 7,500 prisoners.

Kundt then headed for Munoz. Passing through
Saavedra, he returned responsibility to Peraranda (now
commander of I Corps ) for 9th Division and departed.
Penaranda scraped together the survivors of the disaster,
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Typical Chaco War entrenchments.

some 3,000 inall, including a few troops who had escaped
the pocket, but mainly reserves who had been left outside
the pincers. Kundt’'s subsequent cables to La Paz gave the
impression Periaranda had fought his way out of the trap
withalarge force, thus mitigating the tragedy and making
Periaranda an overnight hero. Periaranda was promoted to
Brigadier by acclamation.

Truce

Estigarribia was slow to exploit his success, and let
Periaranda’s 3,000, plus the 3,000 of the 7th Division facing
Nanawa, escape unmolested. The Bolivians evacuated
Saavedra, burning or carrying off all the supplies so
laboriously accumulated there over the past months, and
prepared to abandon Munoz as well. On 18 December,
President Ayala proposed a ten-day truce to the League of
Nations, which the Bolivians readily accepted. Belatedly,
the Bolivian High Command rescinded the order to aban-
don Munoz, but the Parguayans stormed the place, alleg-
edly after the truce had taken effect.

This time Kundt was in hot water with the govern-
ment, which was more upset over the loss of so much
territory than with the loss of half its army. Toro was
actively maneuvering behind Kundt’s back to arrange his
ouster and to have the pliable Periaranda named in his
place. In effect, he presented the government with a fait
accompli, and Periaranda’s sudden popularity prevented
them from naming another candidate. Toro was named
the new commander of I Corps.

The truce was extended to 6 January 1934, and only
too late did the Paraguayans realize they had given the
Bolivians valuable time to rebuild their shattered army.
By December 1933, Bolivia had mobilized 77,000 men, of
whom only 7,000 were now in the field. 16,000 were dead,
32,000 sick or wounded, 10,000 captured, 6,000 deserted,
and 6,000 more scattered in garrisons across the country.

By 7 January, Bolivian strength had rebounded to
almost 11,000, compared to 28,000 Paraguayans. Toro’s |
Corps, along the Pilcomayo, included the 4th and 7th

Divisions, and Bilbao's IT Corps, with the 3rd and 8th Divi-
(Continued on page 42)
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Stand & Die
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he Chaco War

which give you trouble.

If this is your first wargame, read this box first.

Do not try to memorize these rules! No one does that. Wargame rules are written
tocreatea game system that simulates military realities as far as possible. Asyou play
the game, you'll find that things flow along according to a certain real-world kind of
rhythm. After a few game turns, that rhythm will become second nature to you and
you won't need to refer to the rules as often. Read the rules through in their entirety
once before you punch out the playing pieces. Look up specific rules when you need
to, and use a pen or highlighter to make notes and reminders to yourself on rules

This is a wargame of intermediate complexity. That means if you're new to the

hobby you can learn to play it on your own, though you’ll no doubt find it easier to |

get into if you find a more experienced gamer to teach you. |
We have omitted our usual set of Beginner’s Rules with this game. We recom- ‘

mend that on your first play-through you use only the rules in those sections marked

with the § symbol and play the Boqueron scenario (section 17.2). |
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§ 1.0 INTRODUCTION

The Chaco War (1932-1935) is a simu-
lation of the struggle between Bolivia and
Paraguay for the desolate Chacoregionin
Central South America. The war which
beganasaseries of borderincidents ended
as one of the most sanguinary conflicts
ever fought in the western hemisphere.

Game Scale. Each hex represents 15
Kilometers from side to opposite side.
Each game turn represents one month
of real time. |

§ 2.0 COMPONENTS

2.1 In General. The components of the
game are the rules, the map, and 190
counters. The other 10 counters are re-
placement and/or variant counters for
other games — their use is explained in
the Errata/Variant sections of the maga-
zine. Several charts and other player aids
are provided to ease play. You will need
to provide one standard six-sided die.

2.2 The Rules. Read the rules through
once before beginning play. The rules are
organized by topic to assist the players in
locating a rule about which they have
questions. Familiarize yourself with the
organization of the rules.

2.3 The Map. The map represents the
militarily significant terrain in the Chaco
region. The hexagonal grid is printed on
the map to regulate the placement and

movement of units. A unit is considered
to be in only one hex at a time. Each hex
contains terrain features which may af-
fect the movement of units and combat
between units. Terrain on the map has
beenaltered slightly from their real-world
configurations to fit within the hex grid,
but the relationships between the terrairn
from hex to hex are accurate to the degree
necessary for presenting players with
those same space-time dilemmas faced
by their historical counterparts in the ac-
tual campaign.

2.4 The Counters. The are 190 counters in
this game. Carefully punch out the
counters. Trimming the dog-ears off their
corners with a fingernail clipper will
greatly facilitate handling and stacking
during play.

Thereare three types of counters: com-
batunits (2.4-2.12), non-combatunits (2.13
— 2.20) and markers (2.22).

2.5 Combat Units. Each combat contains
the following information: Nationality,
Unit Identification, Unit Type, Attack,
Defense and Movement Factors.

There is nothing on the counters to
indicate the size of the unit. Most infan-
try/cavalry units in the game are regi-
ments, but as the war progressed the
words “regiment” and “battalion” ceased
to have much meaning because they rarel y
gave a accurate indication of actual unit
sizes. We have dispensed with the usual
unit size symbols for this reason. Typi-
cally, each infantry/cavalry unit repre-
sents from 400 to 1,200 men. An artillery
unitrepresentsabattery of 12 heavy guns.

Front Back
Unit Name
¥
ITOR ITOR
Unit 1D 2] < Unit Type | 2]
Attack-—>r 5=4=6 1« Movement | 2-6
Factor A Factor ‘

Defense Factor Attack & Defense Factor

Thisunitinthe Paraguayan 2nd (Itoro)
Infantry. Onits full strength side it has an
attack factor of 5, defense factor of 4, and
a movement factor of 6. On its reduced
side its attack and defense factors are ?
and its movement factor is 6.
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2.6 Nationality. The nationality of each
unit is determined by the background
color on the counter. Note the colors in-
side the unit type boxes have no effect on
play. The color schemes are as follows:
Bolivian: Green
Paraguayan: Lt. Brown

2.7 Unit L.D. Most units are identified by
either anumber or name, some have both.
Unit L.D. has no effect on play except for
the initial set-up in some scenarios. The
following names have been abbreviated:
Bolivia

ABAR - Abaroa

AZU - Azurduy

BALLI - Ballivian

CAMA - Camacho

CAMPE - Campero

CAST - Castillo

CCB - Cochabamba

CHAC - Chacaltaya

CHIC - Chichas

CHOROL - Chorolque

CHUQ - Chuquisaca

COLOR - Colorados

MURG - Murguia

PARA - Parapeti

SOCA - Socabaya

VANG - Vanguardia

WARN - Warnes

Paraguay
AC - Aca Caray
AV - Aca Vera
BN 40 - Battalion 40
BOQ - Boqueron
COR - Corrales
CURU - Curupayty
ITA'Y - Ita Yutuyi
ITOR - Itoro
R NU - Rubio Nu
SAUC - Sauces
SM - San Martin
TOLE - Toledo
TUYUT - Tuyuti
2 MAY -2 de Mayo
VR - Valois Rivarola
YAC - Yacuyubas

2.8 Combat Unit Types.
Unit Types

X A [«

Infantry ~ Cavalry ~ Afillery

A S

Engineers  Armor
(Bolivian only)

Most of the combat units are infantry
or cavalry. There is no functional differ-
ence between cavalry and infantry. His-
torically, cavalry units rapidly became
dismounted units because of the paucity
of forage and water for the horses. Other
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combat units include Artillery, Engineers
and Armor (Bolivia only).

2.9 Attack Factor. The measure of a unit’s
ability to participate in offensive combat.

2.10 Defense Factor. The measure of the
unit’s ability to participate in defensive
combat.

The Defense Factors of artillery units
are enclosed in parentheses. This number
is used only when artillery is defending
and there are no other combat unit types
(infantry, cavalry, engineer or armor)
stacked with it.

[ta combat unithas no middle number
then the left number on its counter is both
its Attack and Defense Factor.

2.11 Movement Factor. The measure of a
unit’s ability to move across the map. The
movement factor is made of movement
points (MPs).

2.12 Steps. The number of “Steps” a unit
contains is the measure of its ability to
absorb combat losses before being elimi-
nated. Elimination in game turns does
not mean thatevery manisdead, butonly
that the unit has ceased to function effec-
tively. All infantry/cavalry and artillery
units have two steps. The front or stron-
ger side of the unit is what shows when-
ever the unit is first placed on the map. A
unitonits frontsideis forced to take a loss
due to combat or attrition the unit is
flipped to its reduced side.

Engineer and armor units have only
one step and are eliminated when forced
to take losses.

2.13 Non-Combat Units. There are four
types of non-combat units: leaders, gen-
eral headquarters, trucks and supply
units.

2.14 Leaders. Each leader counter con-
tains the following information: Nation-
ality, Name, Political Rating, Command
Rating, and Movement Factor. Flipping
the leader to his reverse side indicates he
1s out of General Supply (see 8.0). Leaders
with a letter in place of a name are un-
named junior commanders.

Leader's Name
v

Esti
Political Iﬂ L Movement

Euting_""a "'f 121 Fuctor

Command Rating

This counter represents the Para-
guayan leader General Estigarribia. He
has a political rating of 3, a command
rating of +2 and a movement factor of 12.

2.15 Political Rating. The measure a
leader’s power and influence within the
political /military structure of his coun-
try. The greater the number, the more
“pull” he has.

2.16 Command Rating. The measure of
the leader’s military acumen, not only as
a tactical/operational commander but as
an administrator and “inspirational” fig-
ure. Command ratings affect combat sup-
ply point generation, combat resolution
and retreat/rout dierolls. This number
can be positive, negative or zero.

2.17 Leader Abbreviations. The follow-
ing leaders” names have been abbrevi-
ated:
Bolivia
Marz - Marzana
Penar - Penaranda

Paraguay
Estig - Estigarribia
Ferna - Fernandez
Irraz - Irrazabal

2.18 General Headquarters. These units
represent the logistical and control center
of the two armies. Their use is explained
in Rules Section 8.5. They have
only a movement factor. The
OOS on the reverse side indi- 10
cates the GHQ is out of Gen-
eral Supply.

2.19 Trucks. All truck units have a move-
ment factor of 8. The front side (with the
MF showing) indicates that the truck may
be used to transport combat units and
combat supply points. The back side indi-
cates that the unit is “attached” or dedi-
cated to its army’s supply network.

Front Back

v |0

Beginners Note. [gnore all references |
to supply units and combat supply
points until you're comfortable willall |
the other facets of the game system.

2.20 Supply Units. A supply unit is used
torepresent combat supply points (CSPs).
All supply units have a movement factor
of 4. The front side represents 1 CSP and
the back side represents 2, 3, or 5 CSPs.

Front Back
1(02 O
4 4
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2.21 Mechanized and Non-mechanized
Units. Armor and truck units are mecha-
nized (mech); all other units are non-
mechanized (non-mech). The distinction
is important for movement purposes.

2.22 Informational Markers. The func-
tions of these counters are explained in
later sections of these rules.

Informational Markers

DEPOT
Depot Aircraft Well
Trail Entrenchment  Fortification

2.23 Charts and Player Aids. The follow-
ing charts and tables are needed to play:
Combat Results Table (CRT), Terrain Ef-
fects Chart (TEC), Artillery Barrage Table
(optional), Supply Table, Retreat/Rout
Table, Attrition Table and Loss Reference
Chart. Theboxeson themapare the Leader
boxes, Available and Replaced Leader
boxes, Reinforcement box, Deadpile box,
Available Truck box, Air Marker box, and
the Supply Radius box. The tracks on the
map are the Turn Record Tracks (month
and year), Replacement Points and Vic-
tory Point tracks.

§ 3.0 SET UP & HEX
CONTROL

3.1 Set Up. Select the scenario to play and
follow the instructions for unit placement
on the map (see 17.0). All unused combat
units are placed in the owning side’s Re-
inforcement Box. All remaining truck
units are placed in the Available Truck
box. All unused leaders are placed in the
Available Leader Box. Air markers are
placed in their boxes. Replacement mark-
ers are placed in the zero boxes of their
tracks. Victory Point markers are placed
in the boxes designated by the scenario
being played. Place the Month/Year
markers on the correct boxes of the Game
Turn Record Tracks.

3.2 Hex Control. Each hexis controlled by
only one player at a time. The control of a
hex switches instantly from one side to
the other as soon as a combat unit from
the enemy side enters it. Each scenario
describes the beginning areas of hex con-
trol. Control is important for adjudicat-
Ing victory.

Chaco

4.0 THE TURN SEQUENCE

4.1 In General. Each game turnisdivided
into two player turns. Each player turnis
subdivided into several phases. Each ac-
tion taken by a player mustbe takenin the
appropriate phase. Once a player finishes
a phase, he may not go back to perform
some forgotten action unless his oppo-
nent graciously permits it.

4.2 Outline Sequence. The complete T'urn
Sequence is given below in outline form.
The rest of the rules are organized so as to
explain things in the order they are en-
countered as you progress through the
Turn Sequence.

I. Weather & Truce Check

II. Paraguayan Player Turn
A. Supply Phase
B. New Unit Phase
C. Movement Phase
D. Bolivian Reaction Movement
E. First Combat Phase
F. Bolivian Reaction Combat
G. Second Combat Phase
H. Construction Phase
I. Political Phase

I11. Bolivian Player Turn
A. Supply Phase
B. New Unit Phase
C. Movement PPhase
D. Paraguayan Reaction Movement
E. First Combat PPhase
F. Paraguayan Reaction Combat
G. Second Combat Phase
H. Construction Phase
[. Political Phase

IV. Victory Check

Beginners Note. Ignore all references
" to Weather (Rainy Season), Truces,
Leaders, Supply and Combat Supply,

Armor, Aircraft, Artillery, Engineers

and the Political Phase.

5.0 WEATHER

The January and February game turns
are Rainy Season turns. December turns
are possible Rainy Season turns. All other
turns are considered to be dry weather.
At the beginning of each December turn
either player rolls one die and on a result
of ‘1’, 2" or ‘3’ that turn is a Rainy Season
turn. Flip the Month /Game Turn marker
to its ‘Rainy Season’ side as a reminder.
Rainy Season turns increase terrain costs
for unit movement and for tracing Lines
of Communication.

6.0 TRUCES

6.1 In General. At the beginning of each
game turn either player rolls one die to
see if the diplomatic community has ar-
ranged a truce. Onaroll ofa ‘1" thereis the
possibility of a truce and a second die is
rolled. Ona ‘1’ or ‘2" a truce is in effect for
this game turn.

6.2 Refusing the Truce. If a truce comes
into effect, either player may refuse the
truce by reducing his Victory Point total
by 10 VPs and the turn is played nor-
mally. The player with the most VPs gets
first opportunity to decline the truce. If
both VP totals are equal, roll a die for right
of first refusal.

6.3 Effects of a Truce. During a truce turn
all game functions are performed nor-
mally except for the following:

1) neither side may initiate any com-
bat;

2) units may not move into enemy
zones of control (EZOCs, see 7.0) unless
thathexisalready friendly occupied (units
already in EZOCs may move out of them);

3) units may not enter enemy-con-
trolled settlement hexes; and

4) EZOCs have no supply effects (but
the presence of enemy combat units still
blocks supply).

6.4 Duration of Truce. In the Weather &
Truce Check of subsequent turns either
player rolls one die to see if the truce
continues into that turn. Ona 1" or 2" the
truce continues unless one of the players
refuses it (and pays the 10 VP cost). A
truce can go onindefinitely aslongasa 1’
or 2’ isrolled each turn and neither player
refuses it.

Design Note. As both sides were to-
tally dependent upon arms and finan-
cial support from the outside, any se-
rious effort by the League of Nations
or by neighboring American nations

to end the conflict would likely have
succeeded. The League was relatively
unconcerned and the neighboring
countries had no strong motive to stop
the war. The truces that were arranged
never developed into an end to the
war largely due to the fear of both

' people with a defeat after their exten-

governments of presenting their own

sive propaganda campaigns had
whipped the people to a frenzy. How-
ever, when one side had essentially
what it wanted, and the other had lost

too much to continue the fight, a peace

COMMAND MAGAZINE 27




Page 4

THE CHACO WAR

was possible. This is reflected in game
terms with the possibility of a “truce”
becoming a permanent ceasefire.

§ 7.0 ZONES OF CONTROL

7.1In General. Most units exert “Zones of
Control” (ZOCs) into the six surrounding
hexes. There is no qualitative difference
between a hex containing a ZOC exerted
by one unit and a hex containing ZOCs
exerted by more than one unit. The ZOCs
of both sides may be exerted simulta-
neously into the same hex. Only infan-
try /cavalry units exert a ZOC. NO other
unit type exerts a ZOC. ZOC-exerting
units stacked with them would continue
to do so.

7.2 Limits. ZOCsdonotextend into Moun-
tain hexes, or across river hexsides or
international borders.

7.3 Movement Effects. During the Move-
ment Phase, a unit may not enter an en-
emy ZOC (EZOC) unless a friendly leader
is moving with the unit or a friendly
leader is already in the EZOC hex. The
unit must stop in the first hex entered
which contains an EZOC.

Units in EZOCs may not perform Re-
action Movement (10.10). A unit begin-
ning its Movement Phase in an EZOC
may move out of the EZOC, provided the
first hex it enters contains no EZOC. A
leader is not required for a unit to exit an
EZOC. A unit that exits an EZOC could
enter another EZOC in the same Move-
ment Phase, provided a leader is present,
but would have to stop there.

Design Note. The importance of lead-
ership in getting troops into contact
cannot be overstated. Move your lead-
ers first!

7.4 Combat Effects. ZOCs have no effect
on combat — units are not required to
attack adjacent enemy units.

7.5 Retreat/Rout Effects. Retreating / rout-
ing combat units may not enter EZOCs. If
a combat unit is unable to complete its
retreat/rout due to EZOCs it ends its
retreat/rout movement in the last avail-
able hex and takes a step loss or, if it only
has one step, is eliminated.

Non-combat units forced to retreat
through EZOCs are treated as follows:
truck and supply units are eliminated;
leaders are placed with nearest friendly
unit, and GHQ'’s are removed from the
map for 1 game turn.
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7.6 Advance After Combat Effects. Ad-
vancing units ignore EZOCs when they
enter the vacated enemy hex.

7.7 Supply Effects. Unnegated EZOCs
block the following:

— the Line of Communication (LOC)
between the GHQ and a supply source;

— the supply radius between a sup-
plied leader/GHQ unit, depot or supply
source hex and a unit receiving supply;
and/or

— the path between a GHQ and a
potentially “isolated” combat unit.

7.8 Negating ZOCs. For the purposes of
supply and retreat effects, the presence of
a friendly combat unit in a hex where an
EZOC is being projected “negates” that
EZOC even if that friendly combat unit
type does not exert a ZOC itself (i.e. artil-
lerv, armor and engineers). EZOCs are
never negated for movement.

8.0 SUPPLY

8.1 In General. There are two types of
supply, General and Combat. General
Supply represents the basic needs for sur-
vival and decent morale (food, water,
clothing, mail, etc.). General Supply is not
represented by any counters, but is mea-
sured abstractly by tracing lines of sup-
ply. General Supply is determined for
each combat unit at the beginning of each
player turn and is explained in sections
8.3-8.13. CombatSupply represents what
is required over and above General Sup-
ply to carry out effective combat opera-
tions (ammunition, weapons, equipment,
etc.). Combat Supply is represented by
supply units on the map and is deter-
mined at the instant of combat (see sec-
tions 8.14-8.15 and 12.12).

Design Note. A detailed logistical
simulation of the Chaco War would
warrant a game all its own. On the
other hand, the total abstraction of
supply would leave the players with-
out an inadequate simulation of the
difficulties faced by their reallife coun-
terparts. The supply mechanics pre- |
sented here are accurate in their ef- |
fects, appropriate for the game’s scale
and (we hope) intuitive enough that
the player’s will not have to constantly

refer to the rules after learning them. |

8.2 The Supply Table. Each player con-
sults this table during his supply phase to
determine the availability of new combat
supply, replacements and new trucks he

will receive that turn. The roll is modified
by the length of his army’s primary LOC
(8.6), and by the quality and location of
his Army Commander (15.1).

Roll one die and adjust the result ac-
cording to the Supply Table modifiers.
Cross-reference the modified result with
the appropriate Line of Communications
length column. The left number is the
number of new Combat Supply Points
(see 8.14). The right number is the num-
ber of new replacement points received
(see9.1). A ‘T, if present, indicates a new
truck unit is received (see 9.6).

8.3 General Supply. Every combat unit
must receive General Supply during the
owning player’'s supply phase or it is
subject to attrition (8.12). General Supply
originates at a friendly Supply Source
(8.4). The primary method ot delivering it
to combat units is along the Line Of Com-
munications (8.6) the army’s General
Headquarters (8.5). The length of the Line
of Communications determines the
army’s supply radius (8.7) tor that turn.
Combat units can draw General Supply
from the GHQ, depots (8.8), a supply
source,and/orany leader (8.9) within the
supply radius of the GHQ, a depot, a
supply source, or another leader already
in supply.

A player checks his units for General
Supply once in each of his player turns.
Only combat units need General Supply.
An attrition check is the only effect on
combatunits notin General Supply. Truck
and supply units do not check for General
Supply.
| Design Note. Each army has only one |
- LOC, which is the primary supply

route for that army. The length of the
LOC determines the supply radius for
the entire army. Think of the LOC as
the trunk of a tree and the GHQ, lead-
ers, and depots as branches.

8.4 Supply Sources. Supply source hexes
are printed on the map with a (J) symbol.
All supply sources are on the map’s edges
except for two: the Paraguayan railhead
(3447) and Villa Montes (2807). The rail-
head and all supply sources on the south
map edge are Paraguayan; Villa Montes
and all the sources on the north map edge
are Bolivian. Only friendly-controlled
supply source hexes thatare notinenemy
Z0Cs may be used as supply sources.
Supply source hexes are always in Gen-
eral Supply.

Therailhead servesas a supply source
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(and is in General Supply) only if the
terminal hex and all the other railroad
hexes are free of Bolivian combat units
and their unnegated Zones of Control
(ZOCs). Villa Montes serves as a supply
source (and is in General Supply) only if

its hex and all the hexes adjacent to the
river (Rio Cuevo) between Villa Montes
and the north map edge are free of Para-
guayan units and their unnegated ZOCs.

8.5 General Headquarters (GHQ). This

counter represents each army’s adminis-
trative and logistics center. Its location on
the map determines the Line of Commu-
nication for General Supply and for gen-
erating new Combat Supply Points, Re-
placements and truck units.
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Bolivian Supply Phase (all hexes are BUSH hexes)

General Supply LOC Determination, Depot Placement and Supply Radiu
source hex (S1) to his GHQ unit. He places two depots on sefflements in
is 20. The Supply Table shows that the su
in his Supply Radius Box.

Check Combat Units & Leaders. Since there is an LOC between the GHQ
side and it has a supply radius of 8 movement points. Combat unit 5 (U5
in turn has an 8 MP radius for being in General supply.
radii of L2 and L4. U8 and U9 are not in supply
radius to them would have fo combine Mech an
he extends supply to U11 and U12.

New Combat Supply Points. The Bolivian
happens to be Pefia who is stacked with the
side of the Supply Table, a 5 results in 4 CSPs,
Track for distribution in the New Units Phase.
be distributed among any of the leaders and

(Had this been a rainy season turn the LOC length would be
7,4, and 5, and leader 4 would be out of general supply.

Chaco
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SUPPLY EXAMPLE

pply radius for an LOC of that length is 8. He place the

This puts U2, U§,
even though there is a leader
d Non-Mech movement rate w

Atirition Check. U8 and U9 must make atirition dierolls. Neither unit has water nor is isolated so the die roll for each
player rolls one die and subtracts 1 from it for his army commander’s comm

GHQunit). The resultis a 6, reduced to a 5. On the 0-20 column (the LOC len

4 replacements, and 1 new truck. The replacements are added to the Bo
The truck is taken from the Available Truck Box and will
the GHQ since all are in General supply

40 and the supply radius 4 MPs. This would mean that units 1 ;8.9 10,
L4 would be flipped fo its OOS side and would have no supply radius.)

o
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s Determination. The Bolivian player traces an LOC froma supply
hexes D1 and D2. It is not a rainy season turn so the LOC length
supply radius marker with the 8 side showing

and the supply source, the GHQ counter is not flipped to its OOS
) is within this radius via the road as is U1 and leader 1 (LT) who

U7, L4 and L2 in supply. U10, U3 and U4 are within the supply
3) with an attached truck at D2. This is because the supply
nich is not allowed. L5 is within the supply radius of $2 and

is modified by -1.

and rating (which
gth) on the Bolivian
livian Replacement

be placed on S1. The 4 CSPs could

g
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The GHQ has two sides: a General
Supply sideand an Out Of Supply side. If,
inits Supply Phase, the GHQ cannot trace
a valid LOC, the GHQ counter is flipped
to its Out Of Supply side. If a player’s
GHQ is off the map or not able to trace an
LOC he does not make a supply die roll
and receives no new CSPs, trucks or re-
placements for that turn.

The GHQ does not count for stacking
and has no combat strength or ZOC. If an
enemy unit enters the hex occupied by
the GHQ, the GHQ is removed from the
map and is returned to the map on the
following turn during the owning player’s
New Unit Phase (see9.0). It may be placed
onany hexnotinanenemy ZOC to which
a valid LOC can be traced. If, in his Sup-
ply Phase, a player cannot tracea LOC for
his GHQ because of the presence of ter-
rain, enemy units and their ZOCs, he may
voluntarily remove the GHQ from the
map and return it to play on the next turn
as described above.

8.6 Line Of Communication (LOC). An
army’s LOC is a path of contiguous hexes
traced from a supply source to the GHQ.
Any one supply source can be used, and
it need not be the same source every turn.
The length of the LOC is measured using
the LOC cost column on the TEC. The
path may NOT include hexes occupied
by enemy combat units or their unne-
gated ZOCs, swamp hexes (unless tra-
versed by a road), or enemy-controlled
settlement hexes. Enemy non-combat
units and markers do not block an LOC.
LOCs may be of any number of hexes in
length — the only effects of a longer LOC
is a shorter supply radius and fewer ben-
efits from the supply table.

8.7 The Supply Radius. The length of the
LOC determines that army’s supply ra-
dius for that turn. Consult the Supply
Table.Ifthe turnisa Rainy Season, use the
Rainy Season movement costs. A box la-
beled Maximum Supply Radiusislocated
on the map, and each player has a supply
radius counter with 8 on onesideand 4 on
the other. If the supply radius is 8, place
the counter in the box with the “8” side
showing. If the supply radius is 4, place
the counter in the box with the “4” side
showing. If thesupply radiusis 6, remove
the marker from the box. Once deter-
mined, the supply radius remains the
same until the player’s next supply phase.

Thesupply radiusis measured in Non-
mech movement points (see 2.21 and 10.4).
Any combat unit within the radius is in
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General Supply and is eligible to receive
combat supply. When measuring the ra-
dius, docount the hex theunitisin, donot
count the hex providing supply.

The radius cannot extend into a hex
containing impassable terrain, enemy
combat units or their unnegated ZOCs, or
enemy-controlled settlements. Non-com-
bat units DO NOT block supply radii.

If an LOC does not exist (either be-
cause the GHQ s off themap oris blocked
from all supply sources) the Supply Ra-
dius is set to 4.

8.8 Depots. A depot represents a supply
terminus along the LOC. Depots project a
supply radius. A depot may be placed on
any settlement along the LOC. There are
four depots that are used by both sides.
Any number of the depot markers can be
used (from zero to four) and different
settlements can be used for depot place-
ment each turn so long as each settlement
is on the LOC. After each player’s supply
phase, remove the depots from the map.

8.9 Leaders. Each leader who is in Gen-
eral Supply projects a supply radius. A
leader is in General Supply if he is within
the supply radius of the GHQ, a supply
source, a depot, or another leader who is
in turn in General Supply. A leader in
General Supply may deliver General Sup-
ply to combat units or to other leaders
within the supply radius of the providing
leader. Note that it is possible to make a
chain of leaders from the GHQ, a supply
source or adepot. Eachleaderin the chain
can provide General Supply to all combat
unitsin hisradiusand to the nextleader(s)
in the chain.

8.10 Drawing General Supply. All
friendly supply sources, a GHQ with a
valid LOC, depots and leaders in General
Supply may provide General Supply to
any combat unit within its supply radius.
Any combat units within the supply ra-
dius of any of these sources is in General
Supply. All other combat units are out of
general supply and must roll for attrition.

8.11 Attached Trucks. A player may at-
tach a truck unit to any hex from which a
supply radius is being projected. The at-
tached truck allows the radius distance to
be measured at either the Mech or non-
Mech movement rates. When tracing a
supply radius to a particular hex, Mech
and non-Mech movement rates may not
be mixed.

The truck unit may be attached at any-
time during the player’s Supply Phase
and is indicated by flipping the truck unit

toits “attached” side. Attached truck units
may not move, even if the leader/GHQ
unit to which they were attached moves.
They must remain in that hex until the
next friendly Supply Phase, at which point
any attached truck not stacked with a
leader, GHQ or supply source hex must
be flipped back to its normal truck side.
Those still stacked with a leader, GHQ or
supply source may remain attached if the
player wishes. Trucks may notbe attached
to a depot marker that is not stacked with
a friendly leader.

Attached trucks are destroyed (placed
in the Available Truck Box) if forced to
retreat/rout or if enemy units enter their
hex.

8.12 Attrition. If a combat unit fails to
receive General Supply it must check for
attrition. Only combat units are subject to
attrition. Roll one die for each unsupplied
unit. Modify the die roll if any of the
conditions listed in 8.13 applies.

If the modified die result is greater
than “1”, there is no effect on the unit. On
aresultof ‘0" or "1’ the unit losses one step
(a unit with only one step remaining is
eliminated). If the result is less than 0/
(1.e. negative) the unit is eliminated re-
gardless of the number of steps it has — it
has surrendered and is worth extra vic-
tory points (see 16.2). It is possible for
some units in a stack to surrender while
others are simply reduced and /or unaf-
fected.

If all the units in a hex are eliminated
by attrition and aleader is left alone in the
hex, displace him to the nearest friendly
combatunitand roll for theloss of Victory
Points (see 10.3 and 16.2)

There are no cumulative effects for
being unsupplied on consecutive game
turns. If a unit survives the attrition die-
roll, evenif it takes a step loss, it functions
normally for the remainder of the turn.

8.13 Attrition Modifiers. The following
three conditions modify the attrition die
roll. The conditions are cumulative and
may cancel each other out.

Water. If a unit has no water subtract 1
from the die roll. A unit has water if: 1) it
is on a “wet” settlement or “well” hex; 2)
it is adjacent to a river hexside; or; 3) the
turn is a rainy season game turn.

Isolation. If a unit cannot trace a sup-
ply path of any length through hexes free
of enemy units or unnegated EZOCs it is
“isolated.” Subtract 2 from the die roll.

Air Supply. The Bolivian player may
expend 1 unused air marker to “drop”
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supplies to one combat unit (not stack)
rolling for attrition. The air marker is
flipped to its “USED” side. The unit re-
ceiving air supply may be anywhere on
the map. Add 1 to the die roll. Air supply
does not put a unit in General supply.
Only one air supply drop may be made
per turn. There is no combat air supply
and no Paraguayan air supply at all.

8.14 Allocating Combat Supply Points
(CSP). CSPs received from the Supply
Table die roll may be placed on any sup-
ply source, the GHQ or any leader. The
hex of placement must be in General Sup-
ply at the moment of placement. CSPs are
expended during the Combat Phases al-
lowing combat units to fight at their full
effectiveness (see 12.12). A playerreceives
new CSPs once in his player turn, during
his Supply Phase. CSPs may not be with-
held from the map — any new C(5Ps
which are not allocated are lost. CSPs
may be allocated to depots only if a
friendly leader is stacked there also.

8.15 Supply Units. CSPs are represented
on the game map by Supply Units. The
back of each supply unit represents 1
Combat Supply Pointand the frontsshow
multiples of x2, x3, and x5 CSPs. The
units/points may be combined or broken
down as needed. When stacked with a
leader they may placed on that leader’s
Leader box to help reduce large stacks.
There is no counter limitation for supply
units and extras may be constructed as
needed.

Supply units move at the non-Mech
movement rates and may be carried by
trucks (see 10.11). Supply units have no
combatstrengthand donot projecta ZOC.
Supply units may be captured and used
by the enemy (see 10.3 and 12.9).

§ 9.0 NEW UNITS

9.1 Replacements. Replacement points
represent troops and equipment used to
replenish combat units already in play.
There are no counters representing the
replacements themselves —keep track of
the number of unused replacement points
available using the Replacement Point
Track on the map.

Replacement points are received from
the Supply Table roll during each supply
phase (see 8.2). Adjust the track marker to
record the new replacement points. Un-
used replacement points may be accumu-
lated from turn to turn but no more than
9 may be saved. Any points saved above
that limit are lost.

Chaco

9.2 Eligible Units. Only infantry and cav-
alry type units on their reduced sides
may receive replacements. Units receiv-
ing replacements must be in General Sup-
ply at the instant of receipt. No unit in the
dead pile may receive replacements.

9.3 Effect of Replacements. A unit re-
ceiving a replacement point is flipped
from its reduced side to its full strength
side and that player’s replacement point
totalis reduced by one. Thereisnolimitto
the number of times a reduced unit may
be returned to full strength.

9.4 Reinforcements. Reinforcements are
new combat units which enter play dur-
ing the course of the game. The number of
new units each side receivesis dependent
on its reinforcement schedule. The par-
ticular counter(s) that are used are drawn
randomly from the player’s Reinforce-
ment Pile. If the Reinforcement Pile is
exhausted the player’s Dead Pile becomes
his Reinforcement Pile and a new Dead
Pile is started. If both piles are empty the
player receives no reinforcements that
turn; they may not be accumulated. Rein-
forcements arrive at full strength and are
placed on the map on any friendly-con-
trolled supply source hex(es) within stack-
ing limits.

Reinforcement Schedule
Bolivia
September 1932: 2 units
All other turns: 3 units
Paraguay
Sept. 1932 to Jan. 1933: 3 units
All other turns: 2 units

9.5 Call-Ups. At the beginning of his Re-
inforcement Phase, a player may declare
a “call-up” of reservists and pay an 1m-
mediate VP cost. For each call-up, the
player rolls one die and draws that many
combat units from his reinforcement pile.
These units are taken in addition to the
units he would normally draw for that
turn. The Bolivian player may make as
many call-ups as he wishes during the
game. The Paraguayan player may only
make two. Each call-up costs that player
5 VP’s.

9.6 Trucks. New truck unitsreceived from
the Supply Table dieroll are placed onthe
map like combatunitreinforcements. The
number of truck unit counters available
to each side is a design limitation. Addi-
tional truck counters may notbe added to
the counter mix if all a player’s truck
counters are in play. If all are in play and
more are called for on the Supply Table,
the new ones are ignored. Any time a

truck unit is destroyed, put it back in the
Available Trucks box on the map.

§ 10.0 MOVEMENT

10.1 In General. A unit’s movement fac-
tor (MF) represents its relative ability to
move across the map. The MF is made up
of movement points (MPs). A unit’s MPs
may not be saved from turn to turn, nor
may they ever be transferred or loaned
from one unit to another. Units that do
move need not expend all their available
MPs.

A unit moves from hex to hex in any
direction of combination of directions
during its move; no skipping of hexes is
allowed. Finish moving one unit before
starting the movement of another. Oncea
player has started moving another unit,
he may not go back to adjust previously-
moved units without his opponent’s per-
mission.

Each player moves his units during
the Movement Phase of his own player
turn and, under more restricted condi-
tions, in the Reaction Movement Phase ot
his opponent’s player turn (see 10.10).
During his Movement Phase he may move
all, some or none of his units.

See 11.4 for movement of stacks of
units.

10.2 Enemy Units. A moving unit may
notenter a hex containing an enemy com-
bat unit, and must cease movement on
entering a hex in an EZOC.

10.3 Non-Combat Units. Friendly non-
combat units may not enter hexes occu-
pied by enemy units. Friendly combat
units may move through hexes occupied
by enemy non-combat units. The effect
on the enemy unit varies by unit type as
follows:

Leader: move him to the nearest
friendly (to the leader) combat unit. If he
is a named leader, the moving player
adds VPs equal to the leader’s political
rating times one dieroll. This procedureis
also used for leader displacement per
sections 8.12 and 12.9.

GHQ: remove it from the map for one
turn per 8.5.

Truck:itiseliminated; removed it from
the map and place it in the Available
Trucks box.

Supply unit: roll one die for each sup-
ply point in the hex. Itis captured ona "1’
or 2, otherwise it is eliminated. Replace
the captured CSP(s) with a supply unit of
the correct color. Itis treated as a friendly
CSP from then on.
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SUPPLY TABLE

Paraguay Bolivia
lOClength | 020 | 21-40 41+ 020 | 21-40 | 41+
Supply Radius 8 6 4 8 6 4
-3 1/0 | 0/0 0/0 21 | 1/1 | 0/0 DIEROLL MODIFIERS:
2 1/0 | 1/0 0/0 2/2 1/1 0/0 +/- Army _Cnmmunder’ 2
1} L _ Command Rating
-1 2/0 1/0 | 0/0 2/2 1/1 1/0 -1if the Army Commander
| : | | is not stacked with his GHQ
0 21| _”0 | 9 %3 | 44 i ”0_ | -3 if the Army Commander
e . L 1/0 3/3 | 2/2 | 11 | iscutofffromhisGHQ, iie. if
o 9 : a path of hexes of any length
P~ 3/ 2/1 i 1/0 N 3/3 | e | /1 cannot be traced from the
w3 3/1 2/1 ‘ 2/1 4/3 3/3 | 2/2 Army Commander’s hex to
= P | . | his GHQ without entering en-
. 4/1 3N | 211 4/3/T | 331 ‘ il tering unnegated EZOCs.
5
6
7
8

Results: Combat Supply Points/ Replacement Points/T (New Truck)

TERRAIN EFFECTS CHART

Terrain Movement Cost LOC Combat
Type Non-Mech Mech = Cost | Effect

: sl - L _
CLEAR 1 2) | 2 P 2 (4) F-r'l from _diernll if 50% or more of attacker strength attacking

om or info.
BUSH 23 l P (P) 3(6) | -1from dieroll if at least 1 defender is in this terrain.
MARSH 3 (P) ’ P (P) P -1 from dieroll if at least 1 defender is in this terrain.
ROAD '/, (2) L 1] 1(2) ' NO EFFECT
HILL 2 (2) 3(P) 3(6) | -1from dieroll if at least 1 defender is in this terrain.
MOUNTAIN 3 (3) P (P) | P -2 from dieroll if at least 1 defender is in this terrain.
] | | Strength of all units aﬂ_u;king;cr;s is halved (rounded u;).
RVER Fae ) e ol Prohibited on Rainy Season Turns
FERRY (2807 /2707) +1(+2) | +2 (+4) ~ Same as River Hexside
CLEARING HEXSIDE Same as Clear Same as clear
SETTLEMENT NO EFFECT ‘ :;(31 EEII:ECT except if overprinted with an Entrenchment or Fortification
 RAIIROAD NOEFFECT | NO EFFECT TR, .

* An engineer unit that is adjacent to the hexside allows units to cross at the FERRY movement rate. Also, engineers allow units
and LOC to cross rivers during a Rainy Season turn at the regular non-Rainy Season River hexside cost.

Non-Mechanized (Non-Mech) units are all infantry, cavalry, artillery, engineer, GHQ, leader and supply units. Mechanized
(Mech) units are trucks and armor unit types.
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COMBAT RESULTS TABLE
ODDS RATIO

|
1-1 21 | 31 4-1 5-1 6-1

B~ 50R/- | 25R/10  25R/25 25/25 | 25/25%

50R/- | 50R/10 @ 25R/25 25/25 25/ 25R | 25/50R

‘ 50R/- | 50R/10 ‘ 25R/10 | 25/25 | 25/25R 25/25R | 10/50R
= = . |

- 50R/10 | 25R/10 25R/10 = 25/25 25/25R 25/50R | 10/E

. | | |
25R/10 | 25R/10 | 25/25 | 25/25  25/50R 10/50R 1078

25R/25 | 25R/25 25/25 | 25/50R 10/50R 10/E

‘25R/25 25/25  25/25R 25/50R| IO/E ‘ 10/E

25/25 25/25  25/25R = 10/50R O/E -/E

Odds less than 1-2 are treated as 1-2 but all defender results are ’
Odds greater than 6-1 are treated as 6-1

Modlfled dierolls less than -1 are treated as -1

Moditfied dierolls greater than 6 are treated as 6.

Results:
ATTACKER/DEFENDER #: Minimum Percentage Loss of printed strength points

E: Elimination
R: Retreat/Rout Check
-: No Effect

RETREAT/ROUT TABLE

Dieroll ] 2 3-6
Bolivian ROUT ROUT RETREAT
Paraguayan ROUT RETREAT RETREAT

Dieroll Modifier: Command Rating of the leader in the stack
with the greatest Political Rating

BARRAGE TABLE (Optional)
Number of Artillery Units Barraging

Die 1 2 3 4 ATTRITION TABLE

Roll Attrition Dieroll Result:
2 2+ no effect
1 0 — 1: unit loses 1 step
] < 0: unit is eliminated or, if isolated,
g’ surrenders
0 Attrition Dieroll Modifiers (cumulative):

No Water: -1
Result: 0, 1 or 2 = number of steps from D Isolated: -2

Add 1 if the hex is entrenched or fortified. Air Supply: +1 (Bolivian only)

Chaco
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LOSS TABLE

F 10 25 50
' 1 1

C
]
2
3
4
5
é
7
8
9

N OONOIOG A WON—O

20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38

L OOV VOONNOCOOOOANWWNN —

Jr—

OO VOV VOVOWOOONNNNOCORONOOUOEADMLMDMWWWWNNRN N — — —

NOVOONNOCO OGO DM WLWWLWNON

ABARALABBAMLALMAALAMAMAMLAMREMRWWWWWWWWWNNNNNNONDNNDNDNDN
o
N
o

40 10 20
CF = Combat Factors

COMMAND MAGAZINE 33




Page 10

THE CHACO WAR

10.4 Terrain. A unit expends one or more
MPs to enter each hex. The terrain in each
hex will affect the number of MPs ex-
pended. To enter a hex, a unit must have
enough MPs remaining to pay the full MF
cost for it — a unit is not guaranteed the
ability to enter one hex per turn.

The MP cost and other movement ef-
fects of each terrain type are summarized
on the Terrain Effects Chart, and some of
the moreimportant distinctions are given
below.

10.5 Rivers. River hexsides costnon-Mech
+2 MPs and Mech units +4 to cross in
addition to the terrain cost of the hex
being entered. An engineer adjacent to a
river, on eitherits combat or building side
(see 14.2),allowsall friendly units to cross
adjacent river hexsides at the Ferry cross-
ing rate of +1 non-Mech and +2 Mech MP
cost instead. The engineer may have
moved and/or move later in the phase
and still provide this river crossing ben-
efit.

During a Rainy Season turnrivers may
be crossed only with the assistance on an
engineer but at the regular (+2/+4) MP
costs. Exception: the Pilcomayo River may
be crossed in the Rainy Season withoutan

engineer, but only at the ferry through
hexside 2807 /2707.

10.6 Clearings. Clearings exist along hex-
sides rather than inside hexes. Units may
movealong clearings as though they were
clear hexes. Each clearing hexside costs 1
MP. The clearing hexside may not be in a
EZOC. A clearing hexside is in an EZOC
when either of the two adjacent hexes is
covered by an EZOC. A unit may not end
its movement on a clearing hexside; it
must end its movement in a hex. This
means thata unit moving alonga clearing
hexside must have enough MPs remain-
ing to enter one of the adjacent hexes
before it can cease movement. Clearing
hexsides can be treated as clear hexes for
LOC paths, supply radii, isolation deter-
mination, and movement. Units may not
use clearing hexsides for retreat/rout
movement or advances after combat.

10.7 Roads allow units to ignore the MP
costs of other terrain in the hex. Non-
Mech units pay 1/2 (one half) MP per
road hex entered. Mech units pay 1/3
(one third) MP per road hex entered. To
use a road, a unit must move across the
hexside crossed by the road; that is, it
must travel along the road. Entering a
road hex through a hexside not crossed
by the road does not generate any move-
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ment benefits - in such cases the unit pays
regular terrain costs. A unit may combine
road and off-road movement in any way
during a Movement Phase.

10.8 Rainy Season turns increase the
movement costs of some terrain and pro-
hibits movement into some terrain. Rainy
season terrain costs are shown in paren-
theses next to the regular terrain costs on
the Terrain Effects Chart. If the rainy sea-
son cost is a “(P)” that terrain is prohib-
ited during rainy season turns.

10.9 Other Prohibitions. Except when on
roads Mechanized units may not enter
Marsh or Mountain hexes nor may Artil-
lery units enter Marsh hexes.

10.10 Reaction Movement. During the
Reaction Movement Phase of the oppo-
nent’s player turn, a player may move
some, none or all of his units which meet
the following conditions and restrictions
(all other movement rules apply nor-
mally):

1) the unit may not begin its Reaction
Movement Phase in an EZOC;

2) the unit must begin the Reaction
Movement Phase stacked with a leader
and must remain with that leader for the
entire move (the leader may not move off
after the unit stops);

3) the unit may move only 1/2 half its
MF (round up)

4) a unit may not be picked up by a
moving stack; and

5) a unit dropped off a moving stack
must end its movement when dropped.

10.11 Truck Transport. Unattached truck
units may be used during the Movement
and Reaction Movement Phases to carry
combat and supply units. Each truck may
carry one combat unit, whether full
strength or reduced, or two CSPs. Artil-
lery can be transported by truck and
counts as one combat unit. Bolivian ar-
mor units cannot be transported by truck.
Any number of leaders and GHQ units
may be transported by one truck in addi-
tion to any other cargo.

To carry a unit, the truck moves to the
unit’s hex and expends 2 MPs to pick up
the unit. The truck and its cargo is then
moved as one unit with the normal move-
mentrestrictions. The carried unit may be
dropped offatany point during the truck’s
movement. Transported units are auto-
matically dropped off when the truck
unit ceases its movement. A truck unit
may transportany number of units /points
in one Movement Phase provided it does
not exceed its MF. Transported units can-

not expend their own MPs in that Move-
ment Phase.

Trucks used for transport in the Reac-
tion Movement Phase may only carry
units which meet the conditions listed in

10.10.

10.12 Off-Map Movement. Both sides
may move units between certain hexes on
their friendly map edges by using off-
map movement via the off-map move-
ment boxes printed along the edge of the
map. Units move from the entrance /exit
hexes onto the connected off-movement
boxes and reenter the map at the en-
trance/exit hex at the other end. Enemy
occupied entrance/exit hexes may not be
used to reenter the map. Combat is not
permitted between units in an entrance/
exit hex and an adjacent off-map box.
Friendly units may not use enemy off-
map movement boxes. Units may end
their movement on off-map boxes and
may change their direction, if desired.
Units that begin the Supply Phase on an
off-map box are always considered to be
in General Supply. There are no stacking
restrictions for off-map movementboxes.
Each off-map movement box indicates a
movement cost of either 1 MP or 1 Turn.
A unit wishing to moving along “1 MP”
boxes simply pays the 1 MP cost for each
box entered. Both regular and reaction
movement may be used to move along “1
MP” boxes. For a unit to entera “1 turn”
box it must begin its Movement Phase in
an adjacent entrance/exit hex and is then
placed in the “1 turn” which completes its
movement. A unit that begins its Move-
ment Phase in a “1 turn” box may move
normally starting with either connecting
entrance/exit hex. Reaction movement
may not be used to enter or exit “1 turn”
boxes.

10.13 Mounted Cavalry Units (Optional).
Players have the option of using cavalry
units as true mounted cavalry instead of
being dismounted as they were histori-
cally. When used as mounted cavalry
they receivea movementbonusbutlower
their chances of survival. The option to
use mounted cavalry must be declared at
the beginning of the game and must be
used for the duration of the game. All
cavalry units, on both sides, mustbe treat-
ed as mounted if this option is in effect.
Effects. 1) All cavalry, on both sides,
has a movement allowance of 8. 2) If an
attacking force is composed of half or
more cavalry units the combat die roll is
decreased by 1. 3) Cavalry units alwoays
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roll for attrition, whether in General Sup-
ply or not. If they are not in General
Supply their attrition die roll is modified
by an extra -1.

§ 11.0 STACKING

11.1 In General. Stacking is the placing of
more than one unit in a single hex. Each
player has a limit on the number of units
which may be in a hex. That limit must be
met at the end of each player’s Movement
and Reaction Movement Phase, and at
the end of each individual combat. If a
hex is overstacked at any one of those
times, the excess units (owner’s choice)
must be removed and put into the dead-
pile. Any number of units may pass
through a hex in a given turn.

11.2 Stacking Limits. The terrain in each
hex determines the number of units that
may stack in that hex. No more than 6
infantry /cavalry or artillery units may
stack in a clear hex or in any hex contain-
ing an entrenchment or fortitication. No
more than 4 infantry/cavalry or artillery
units may stack in any other type of hex.
Reduced units count the same as full
strength ones.

11.3 Stacking Exceptions. Leaders, GHQs,
engineers, trucks and supply units are
never counted for stacking.

11.4 Movement Of Stacks. During his
Movement Phase, a playeris never forced
to movestacked units together-eachmay
be moved individually. If units are to be
moved together, they muststart the Move-
ment Phase already in the same hex. If
units with different MFs are moving to-
gether in a stack, the entire stack uses the
MF of the slowest unit. Slower units may
drop off the stack to enable the faster
units to continue moving.

If a stack of units is moving together
and the player wants to split off one or
more units, the stack may be temporarily
stopped while that unit(s) is moved off.
The parent stack may then finishits move-
ment.

During the Reaction Movement Phase,
unit movement and stacking is more re-
stricted. (see 10.10).

§ 12.0 COMBAT

12.1 In General. Combat can occur at
three times in a single player turn: in the
First Combat I’hase, in the Reaction Com-
bat Phase, and in the Second Combat
Phase. The procedure for resolving com-
bat applies to all three of these combat

Chaco

phases. During his Combat Phase(s) a
player’s units attack opposing units in
adjacent hexes. The player making the
attack is the attacker and the other player
the defender, regardless of the overall
situation. Combat is always voluntary.
Theattacker may make as many or as few
attacks as he wishes, within the combat
restrictions, and need not announce all
attacks in advance. He may resolve them
in any order he wishes. Each attack is
resolved before the next is begun.

12.2 Restrictions. A combat unit may at-
tack if it is stacked with or adjacent to a
friendly leader at the instant the attack is
declared. One leader allows any number
of units to attack provided they are all
stacked with or adjacent to that leader.
No attacking unit may be involved in
more than one attack and no enemy unit
may be attacked more than once per com-
batphase. A leader may initiate any num-
ber of attacks. A unit’s attack and defense
strengths are indivisible and may not be
divided among different battles, either
on attack or defense. Once an attack is
declared it must be executed regardless
of what the final combat odds are.

12.3 Multiple Hex/Unit Combat. A stack
of units defending must defend as a single
unit. Attacking units stacked in one hex
need not all attack, and if they do attack
they need not attack the same defending
hex. Attacking units in two or more hexes
may attack together into a single hex pro-
vided they are stacked with or adjacent to
a friendly leader or leaders. Attacking
units in one or two or more hexes may
attack together into two or more hexes,
providing that all attacking units are ad-
jacent to all defending units and there are
enough attacking leaders present. Any
number of leaders may participate in a
single attack but only one can be used to
modify the combat dieroll. In an attack
with defenders in more than one hex and
with different terrain typesin those hexes,
the one type of terrain that most benefits
the defender is used for combat calcula-
tions.

12.4 Combat Procedure.

1. Determine Combat Strengths: The
attacking playerallocates his combat sup-
ply to the attacking units, if /as he wishes,
and totals the attack factors of the attack-
Ing units; supplied attackers attack at full
strength and unsupplied attackers at half
strength. The attacker’s total is then modi-

tied for terrain effects. The attacker may
allocate one of his unused air markers to

the combat. The defending player allo-
cates his combat supply to the defending
units, as he wishes and totals his defense
strength; supplied at full and unsupplied
at halt. The defender’s total is then modi-
fied for terrain effects. The defender may
allocate one of his unused air markers to
the combat.

2. Compute Odds: Divide the def-
ender’s total combat strength into the
attacker’s total combat strength, round-
ing any remainder in the defender’s fa-
vor. The result is the odds ratio (odds).

3. Resolve the Combat: Find the col-
umn heading corresponding to the odds
obtained in the previous step. Roll a six-
sided die, modify the result for terrain
effects, aircraft and the attacking leader’s
command rating. Cross-index the modi-
fied dieroll result with the odds column
and apply the combat result. At odds
higher than 8:1, the 8:1 columnis used. At
oddsbelow 1:2, the 1:2 column is used but
the defender suffers no effect, only the
attacker results are applied.

12.5 Combat Results. The result to the left
of the slash applies to the attacker and
that on the right to the defender. The
resultsareapplied to theappropriate force
as a percentage of combat strength lost,
retreats, or elimination. A “-” means the
units of that side are not affected in any
way. An “E” result means that all in-
volved units of that side are “Eliminated”
(12.9). A “10”, “25” or “50” is the percent-
age of combat factors lost by the affected
side. (12.6). An “R” result means that the
affected side must check for retreat or
rout in addition to any loss in combat
strength (12.7-12.8). Apply the defender’s
result first.

12.6 Percentage Losses. When an attack-
ing or defending force is required to lose
a percentage of its combat strength the
owning player satisfies this loss by either
flipping units to their reduced sides or by
eliminating them altogether. The amount
of combat strength lost must be equal to
or greater (any remainder is rounded up)
than the percentage called for in the com-
bat result. Losses are based on the total,
unmodified combat factors of theinvolved
units. Artillery units always use their
parenthesized defense factors when used
to take losses. Use the Loss Chart for a
quickand easy determination of the num-
bers of factors lost.

Loss distribution is entirely at the
owning player’s discretion as long as the
minimum loss requirement is met. When
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aunitis flipped fromits full strength to its
reduced side, the combat factor differ-
ence between those sides is counted.

A force can be entirely eliminated by
percentage losses even though the com-
bat result was not an “E”. When a per-
centage or “E” result causes BOTH the
attacker and defender to be eliminated,
the combat result is changed to “-/-" (No
Effect) and there are no losses to either
side.

12.7 Retreat/Rout Check. Combat units
that receive a “R” combat result must
check to see if they retreat or rout. The
owning player rolls one die for each of
affected units and consult the Retreat/
Rout Table. Ifaleaderis presentin the hex
the dieroll is modified by the leader’s
command rating. If thereis more than one
leader in the hex the one with the highest
political rating must be used for all retreat
rolls in that hex. Each unit’s retreat/rout
check and movementis completed before
the next unit is checked. Each player re-
treats/routs his own units.

12.8 Retreat/Rout Movement.

Retreating combat units move 1 hex
away from the enemy that caused the
retreat result. The hex must not be in an
unnegated EZOC and stacking limits may
not be violated. A river hexside may not
be crossed. Units unable to retreat take a
step loss instead.

Routing combat units move their full
movementallowance (justas though they
were moving normally, pay all terrain
costs) as far away from the enemy as
possible and toward a friendly supply
source. Rout movement should be
through clear hexes and along roads when
possible but always towards a supply
source. No hex may be entered more than
once. A routing unit stops, after it has
moved at least one hex, anytime it enters
a hex containing a friendly leader/GHQ
unit or an entrenchment or fortification.
A routing unit may not enter an enemy
ZOC (even if negated) or cross a river. If
forced to do either it takes a step loss
instead. Units may rout into and through
enemy-controlled hexes. Units may not
retreat/routontoany off-map movement
boxes.

Non-Combat Units. Leader unit(s) in
that hex must be placed with either the
retreated or routed units, owning player’s
choice (note there is no VP loss from
leader displacement — see 10.3). Unat-
tached truck and supply units are placed
with any retreated units. Trucks may only
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retreat to hexes they could normally en-
ter, otherwise they are eliminated. If all
combat units are routed, any truck and
supply units areeliminated. Attached truck
units are always eliminated if forced to
retreat/rout.

12.9 Elimination. On an “E” combat re-
sult all combat units and trucks, both
attached and unattached, of the affected
side are removed from the map. Combat
unitsare placed in the deadpilebox; trucks
go into the Available Truck Box. Leaders
are placed with the nearest friendly com-
bat unit and that side loses victory points
equal to the leader’s political rating x 1
dieroll, if he is a named leader (see 10.3).
CSPs are subject to capture (see 10.3) only
if the attacker chooses to advance after
combat; otherwise they are eliminated.

12.10 Further Combat. If a unit retreats or
routs into a hex in which other units are
involved in a defense later in the phase,
the retreated /routed unit does not con-
tribute to the defense of the new hex. If
the subsequent combat result yields an
‘R" or ‘E’ result or if all the original de-
fenders are lost due to a percent result,
the previously retreated /routed unitsare
automatically destroyed. Their destruc-
tion does not satisfy any of the new hex’s
combat result.

12.11 Advance After Combat. After any
combat in which the defending hex(es)
are emptied of defending combat units,
all units, combat and non-combat, in the
attacking hex(es) may move into the va-
cated hex. This one hex advance is not
considered part of regular movement.
Advancing units may ignore EZOCs.
Advancing units may not enter prohib-
ited terrain and must observe stacking
limits. After any combat in which the
attacking units have been eliminated or
retreated and the defender’s combat re-
sultwas ‘10’ or -', any or all of the defend-
ing units may occupy the attackers va-
cated hexes. Advance after combat 1s op-
tional for the victorious side but the op-
tion must be exercised immediately.

Beginners Note. [gnore Rule 12.12.

12.12 Combat Supply. CS5Ps may be ex-
pended during the Combat Phase to pro-
vide attackers and defenders with com-
bat supply. Units without combat supply
have their combat strengths halved
(rounded up).

A unit is in combat supply when it is:

1) stacked with a CSP or 2) within the
current supply radius (as described in
8.7) of a leader/GHQ unit or a supply
source hex thatis stacked witha C5P. The
CSP must be expended (remove it from
the map, itis available for re-use). Depots
donot provide combat supply and should
not even be on the map at this time.

One CSP will supply any number of
units for one combat. The pointis expended
when the playerallocates it to the combat.
Providing combat supply is not manda-
tory; a player may withhold combat sup-
ply if he wishes.

The attacker always allocates his com-
bat supply point first.

12.13 Terrain Effects On Combat. All
effects are summarized on the Terrain
Effects Chart (TEC). All etfects are cumu-
lative.

The attacker subtracts one from the
combat die roll if at least one-half of his
combatstrength points are attacking from
a Clear hex or across a Clearing hexside.

The attacker subtracts one from his
combat die roll when attacking into a
Bush, Hill or Clear hex.

The attacker subtracts two from his
combat dieroll when he attacks into a
Mountain hex.

The combat strength of all units at-
tacking across a River hexside is halved
(rounded up). Attacks across rivers is
prohibited on Rainy Season Turns.

Units defending in an entrenchment
hex have their combat strengths doubled.

Units defending in a fortification hex
have their combat strengths tripled.

12.14 Leader Effects On Combat. The
command rating of the attacking leader
modifies the combat dieroll. Add the rat-
ing if it is positive; subtract it if it is
negative.lf more than oneattackingleader
is involved in the combat the one with the
greatest political rating must be used un-
less the army commander is one of them
and then his command rating must be
used. Defending leaders never modify
the combat dieroll.

13.0 ARMOR, ARTILLERY &
AIRCRAFT

13.1 Bolivian Armor. In any Bolivian at-
tack in which 1) an armor unit partici-
pates and 2) the defenders receive an ‘R’
combat result and 3) more than one-half
of the defender strength was in Clear
terrain withouta fortification or entrench-
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ment, the Paraguayan player subtracts 1
from the Retreat/Rout dieroll.

Armor units are mechanized. The ar-
mor units cannot be replaced — once lost,
they are gone for good. There are no
Paraguayan armor units.

13.2 Artillery Barrage (Optional and not
for Beginners). In any combat phase both
plavers may use their artillery to barrage
adjacent enemy units. All barrages are
resolved before any regular combats. All
attacker barrages are resolved first and
then all the defender’s. The barraging
player totals the number of eligible artil-
lery units (reduced artillery units count
as 1/2) that will barrage the same hex. He
rolls one die and modifies the result. This
result is cross referenced on the Artillery
Barrage Table with the number of barrag-
ing units (drop fractions). The barrage
result is given is steps lost by the defend-
ing units. The owner allocates the losses
to his units. Barrage attacks require the
presence of a leader as in regular com-
bats. Each barraging artillery unit (full or
reduced) expends one CSP. Artillery with-
out combat supply cannot barrage. Artil-
lery units that have barraged may partici-
pate in any following regular combats.

13.3 Aircraft. The air markers are an ab-
stract representation of the tiny and var-
iegated air forces available. The Bolivian
side has three markers and the Para-
guayan one. An air marker may be used
once per game turn; when used flip it to
its ‘USED’ side as a reminder. All air
markers are returned to their front (un-
used) sides at the beginning of each new
turn. Air markers may be used to provide
ground support during any combat. Af-
ter the combat odds have been deter-
mined but betore the die is rolled one
aircraft marker may be allocated to the
combat, attacker first. An attacking air
marker increases the combat die roll by 1
a defending air marker decreases it by 1.

The Bolivian player may use one air
marker per turn to provide modity the
Attrition die roll one combat unit (8.12).

14.0 ENGINEERS

14.1 General. In addition to functioning
as regular combat units, engineers can
construct entrenchments, fortifications,
wells (Paraguay only) and trails. Engi-
neers adjacent to rivers allow friendly
units to cross those river hexsides at a
reduced movement cost (see 10.5).

14.2 Construction. To build one of the

Chaco

fixtures, an engineer unit must not move
or participate in combat, either attacking
ordefending,duringits entire player turn.
At the beginning of its Movement Phase
flip the unit to its ‘building’ side. If it is
still onits ‘building’ side, in the Construc-
tion Phase of the same player turn, it
completes the fixture and the unit is
tlipped back to its combat side. The own-
ing player may move an engineer unit
while it is on its ‘building” side but it is
flipped back to its combat side and no
construction may bedoneby itthat player
turn. A ‘building” engineer may partici-
pate in combat but it is flipped back to its
combat side for doing so. If attacked dur-
ing the enemy Reaction Combat Phase it
must defend normally and may not com-
plete a construction. Construction may
take place in an EZOC.

14.3 Entrenchments. One entrenchment
marker may be built in a hex containing
any type of terrain except marsh. En-
trenchments double (x2) the defense com-
bat strengths of any units that occupy the
hex. Entrenchments are permanent and
may be used by either side.

14.4 Fortifications. An engineer builds a
fortification by upgrading an existing
entrenched hex. When the construction s
completed flip the entrenchment marker
toits fortification side. Fortifications triple
(x3) the defense combat strengths of any
units that the hex. Entrenchments and
fortifications may not exist in the same
hex. Fortifications are permanentand may
be used by either side.

14.5 Trails. Engineers may build trails in
bush, hills and mountain hexes. Place a
trail marker in the engineer unit’s hex
when completed. A trail marker causes
the hex to be treated as a Clear hex for all
purposes. Trails can be used by either
side. Trails must be maintained by engi-
neers or they will revert back to their
original terrain (remove the trail marker).
One engineer unit can maintain trails in
every adjacent hex including the one it
occupies. (It helps if the Trail marker is
placed with the arrow pointing to the
engineer unit maintaining it.) It does not
have to be on its ‘building’ side to do so
and the maintaining unit does nothaveto
be the one that built it. Trails do not have
to be maintained. If a trail is in the same
hex as an unnegated EZOC, it may be
maintained only with the permission of
the enemy player. If permission is denied
the trail goes. Maintenance of trails is

determined at the conclusion of the Con-
struction Phase.

14.6 Wells. Paraguayan engineers (only)
may dig wells in any hex. In the Para-
guayan player’s Construction Phase he
rolls one die for each ‘building” engineer
attempting todiga well. Onaresultof ‘T,
‘2’, or ‘3’ the attempt is successful and a
well marker is placed on the hex. The hex
Nnow serves as a water source and can be
used by both sides. A well can be de-
stroyed by moving a unitinto (or through)
the well hex and declaring it ‘destroyed’
removing the marker. Only two wells
may be on the map at one time but the
markers can be used repeatedly.

15.0 LEADERS

15.1 In General. Each side has 10 leader
counters. Each side may have no more
than five leader counters on the map at
any time. At the beginning of each sce-
nario one of these five leaders one is des-
ignated by the scenario instructions as
being the army commander. The other
four are his subordinates. All other lead-
ers are placed in the Available Leader
Box. To aid in remembering which leader
is army commander, place the ‘Army
Cmndr’ marker in his Leader Box printed
on the map. The army commander can
never be an unnamed leader.

In his Political Phase a player’s army
commander or one of his subordinates
may be replaced. He may do one or the
other, not both. If he is forced to make an
army commander replacement attempt,
he may not make any other attempts that
Political Phase.

15.2 Replacing the Army Commander.
An attempt to replace the army com-
mander must be made when that leader’s
command rating was used in a combat,
either attack or defense, in which his side
suffersa “50” or “E” result (as areminder,
flip the Army Commander marker to its
“?” side) and one of his subordinates has
a greater political rating. If there are sev-
eral with higher political rating the one
with the highest is used (select randomly
if there is a tie). This leader is known as
the "challenging subordinate."

15.3 Procedure. The owning player rolls
one die. Add the difference between the
army commander’s political rating and
that of the challenging subordinate. Add
‘1" for each additional subordinate with a
political rating greater than the army
commander’s. The player may also add
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or subtract ‘1" to the dieroll result, as he
wishes, by expending 5 VPs for each ‘1’
added or subtracted. A maximum of 15
VP’s (‘3" added or subtracted) may be
expended per attempt.

Results. 1) If the modified die result is
least two times greater than the army
commander’s political rating, he is re-
placed. Place his counter in the Replaced
Leaders box and make the challenging
subordinate the new army commander.
Draw anew leader counter, atrandom, as
a subordinate replacement for the new
army commander.

2) If the result is greater than but less
than two times the army commander’s
political rating, he survives the challenge
and there is no other effect.

3) If the result is equal, place the chal-
lenging subordinatein the Replaced Lead-
ers box and the owing player selects (his
choice) a new leader from any of those in
the Available Leaders box.

4) If the result is less than the army
commander’s political rating the chal-
lenging subordinate is put into the Re-
placed Leaders box and a new leader is
drawn at random from the Available
Leaders box.

15.4 Voluntary Replacement of the Army
Commander. A player may voluntarily
attempt to replace the army commander
in any Political Phase (without condition)
in the same manner described above ex-
cept the player mayadd ‘1" for each subor-
dinate with a higher political rating than
the army commander’s. This addition is
optional and if used the player must indi-
cated which subordinates are supporting
with the +1.

Results. 1) If the result is at least two
times greater than thearmy commander’s
political rating he is replaced as in result
"1 of rule 15.3. If the player used subordi-
nate support that subordinate becomes
army commander (select oneatrandom if
several supported). Draw a replacement
leader at random.

2) If the result is equal to or greater
than the army commander’s political rat-
ing but by less than two times, the re-
placement fails and that player’s VP total
is reduced by the army commander’s
political rating number plus one dieroll.

3) If the result is less than the army
commander’s political rating, the replace-
ment fails and the owning player’s VP
totalis reduced by thearmy commander’s
political rating number plus 2 times one
dieroll.
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15.5 Replacing a Subordinate. Players
may not attempt to replace a subordinate
whose political rating is greater than the
army commander’s. To replace any other
subordinate the player rolls one die. He
may add ‘1" to theresult at a cost of 2 VPs,
up to a maximum of 6 VPs.

Results. 1) If the result is greater than
the leader’s political rating he is placed in
the Replaced Leader’s box and a new
leaderisdrawnatrandom from the Avail-
able Leader box.

2) If the die result is equal to or less
than the leader’s political rating the re-
placement attempt fails and the player’s
VP total is reduced by that leader’s politi-
cal rating number plus one dieroll.

15.6 New Leaders. New leaders enter
only when drawn as a result of a replace-
ment of an existing leader. All new lead-
ers are taken from the Available Leader
box. When this box is exhausted all the
leaders in the Replaced Leader box are
put in the Available Leader box for later
use if necessary. New leaders are placed
on the map on any friendly supply source
or unisolated friendly unit.

Unnamed leaders may only be subor-
dinates. If one is drawn for the army
commander position, draw anotherleader
counter. Draw from the Replaced Lead-
ers box for the army commander if there
are only unnamed leaders in the Avail-
able Leader box.

§ 16.0 VICTORY

16.1 In General. Victory is determined by
the number of Victory Points (VPs) the
players have accumulated. A victory
check is made at the end of the scenario
being played and at the end of every truce
turn. The player with the most VPs wins;
the difference between the VP totals will
determine the extent of the victory.

It at the end of a truce turn one player
has 50+ VPs more than his opponent, heis
automatically declared the winner and
the game is over (a negotiated settlement
has been reached).

16.2 VP Schedule. Players add and sub-
tract Victory Points (VPs) throughout the
game. VPs are recorded on each player’s
VP Track using the VP counters. VP’s are
added and subtracted (immediately) ac-
cording to the following schedule:

* for each eliminated enemy combat
unit: +1

* for each enemy combat unit surren-
dered due to isolation: +2 (instead of the
1" added for elimination, not in addition

to it)

* for each captured (not destroyed)
enemy CSP: +1

* foreach enemy-controlled settlement
(except for those listed below) captured
as a result of an advance after combat:
Roll 1 die and add the result to the VP
total. For Villa Montes, Charagua, Isla Poi
and Nanawaroll2diceand add the result
to the VP total.

e for each enemy-controlled settlement
(except for those listed below) captured
duringa friendly movement phase: Roll 1
die, double it and add the result to the VP
total. For Villa Montes, Charagua, Isla Poi
and Nanawa roll 2 dice, double their sum
and add the result to the VP total.

* for each friendly combat unit exited
otf the opponent’s map edge: +1

* for each reinforcement “Call Up”
made by the player: -5

* for each named Leader displace-
ment (8.12, 10.3, 12.8 & 12.9): 1 dieroll x
the leader’s political rating

* VPs expended to modify a leader
replacement attempt dieroll (Advanced
Rule only).

* VDPs lost for failed leader replace-
ment attempts.

16.3 Victory Levels. The game is won by
the player with the greater number of
victory points. If both have the same num-
ber, flip a coin. To determine the degree of
victory subtract the losing player’s total
from the winner’s. If the difference is:

50 or more:
20 to 49:;
1to19:

16.4 Sudden Death. Theinstant a player’s
VP total goes negative (less than ‘0’), he
loses, the game ends and that player is
expected to do the honorable thing.

16.5 VP Option. The variable VIP’s
awarded for captured enemy settlements
accurately reflects how politicians and
media overstated and, at times, under-
stated the significance of these settlements
tonational morale. Generals would aban-
don a worthless settlement only to learn
that journalists were claiming that it was
being “defended to the death." However,
some players strongly feel that the VI's
awarded for capturing enemy settlements
s too variable. If you feel that the variable
VP method is too much like “YATZEE in
the jungle” use the following VP schedule
for captured settlements:

for each enemy controlled settlement
(except for those listed below) captured
as a result of an advance after combat: +3

Decisive Victory
Substantive Victory
Marginal Victory
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VPs. For Villa Montes, Charagua, Isla Poi
and Nanawa: +5 VPs.

for each enemy controlled settlement
(except for those listed below) captured
during a friendly movement phase: +6
VPs. For Villa Montes, Charagua, Isla Poi
and Nanawa: +10 VPs.

17.0 SCENARIOS

17.1 In General. Each scenario starts be-
gins the game at pivotal point in the war.
The scenario instructions gives an situ-
ational briefing, the scenariolength, start-
ing and ending turns, unit selection and
deploymentinstructions, starting Victory
Point levels, starting supply radius num-
ber (for Bolivia only), army commander,
and settlement control.

In each scenario trucks may be at-
tached or not, as desired ,and engineer
units must begin the game on their com-
bat sides. All leaders, combat units and
trucks that are not initially deployed on
the map are placed in their appropriate
boxes. In all scenarios Bolivia starts with
3 air markers and Paraguay with 1 air
marker.

_— — ]
]

Design Note. It is strongly recom-
mended the Boqueron scenario be
played first (several times) before pro-
ceeding to the others.

§ 17.2 Boqueron: The First Paraguayan
Offensive. In this scenario, the war has
only recently begun. The initial fighting
over the outpost at Lake Pitiantuta has
resulted in the Bolivian seizure of
Boqueron and several other Paraguayan
outposts. Instead of seeking a negotiated
settlement, the Paraguayans, under Felix
Estigarribia, hope to take advantage of
their ability to concentrate troops in the
combat area more quickly than the Boliv-
1ans and seek a quick victory. The desper-
ate Bolivian defense of Boqueron proved
that this would not be just another Latin
American opera bouffe war.

Game Length: 6 Turns (September 1932
— February 1933)

Bolivian Deployment:

Boqueron (2440): Leader Marazana
(Marz), 21st infantry and 1 CSP

Acre(2241): Leader Penaranda (Penar),
14th and 16th infantry, 1 artillery
unit and 1 CSP

Saavedra (1741): Leader Pena (Pena),
Sth cavalry, 1 truck and 3 CSPs

Corrales (2635): 5th infantry (reduced)

Chaco

Toledo (2836): 4th infantry (reduced)

Camacho (3034): Leader A, 3rd infan-
try (reduced) and 2 CSPs

Munoz (1537): Leader B, GHQ, 20th
infantry, 1 artillery unit, 1 truck
and 2 CSPs

Villa Montes (2807): Montes, Azu and
47th infantry units; 1 engineer and
1 artillery unit; 2 trucks and 2 CSPs

Starting Supply Radius: 6

Starting Victory Points: 20

Pena is the Army Commander

Paraguayan Deployment:

Tte Montania (3038): Leader A, 5th
infantry (reduced) and 1 CSP

Hex 2837: 7th infantry (reduced), en-
trenched.

Within one hexof Isla Poi (2741): GHQ,
leaders Estigarribia (Estig), Franco
(Franco) and Fernandez (Ferna); 1st,
2nd and 4thinfantry; 2nd cavalry, 1
engineer, 2 artillery and 2 truck
units; 6 CSPs

Nanawa (1845): Leader Irrazabal
(Irraz), 13th infantry, 1 CSP

Hex 3351: 3rd and 6th infantry, 2 CSPs

Starting Victory Points: 15

Estigarribia is the Army Commander

Settlement Control: All settlements south
of the demarcation line are Para-

guayan controlled except Toledo
(2836) and Boqueron (2440).

17.3 Alihuata: The First Bolivian Coun-
teroffensive. After the fall of Boqueron
and the subsequent collapse of Bolivian
morale, the Bolivians were eventually able
to establish a defensive line at Kilometer
7northofSaavedraand the fighting settled
down to bloody trench warfare. With the
arrival of General Hans Kundt as the new
Bolivian army commander, along with
massive Bolivian reinforcements, the Bo-
livians sought to break the stalemate with
strong offensives both to recapture
Alihauta and Acre in the north and to
advance toward the River Paraguay by
taking Nanawa in the east. The overex-
tension and dispersion of Bolivian forces
eventually opened the way for the devas-
tating Paraguayan encirclement of the
4th and 5th Divisions at Campo Via.

Game Length: 14 Turns (March 1933 —
April 1934)

Bolivian Deployment: Place the follow-
ing infantry/cavalry units in a cup
or other opaque container: 1x8-6-5,
1x6-5, 1x6-5-5,1x5-6-5,2x5-4-5, 2x4-
5-5, 2x4-5, 2x3-4-5, 2x3-5, 1x2-4-5,
1x2-3-5. When an infantry /cavalry
unit is called for randomly draw

M

one of the counters from the above
group.

Alihuata (2141) and/or hex 2140:
Leader Kundt, 6 infantry/cavalry
units, 1 artillery and 1 CSP

Hex 2042: 1 infantry /cavalry unit (re-
duced)

Saavedra (1741): Leader Penaranda
(Penar), 1 infantry/cavalry unit, 1
engineer and 2 CSPs

Munoz (1537): Leader Bilbao, GHQ, 1
infantry/cavalry unit, 1 truck and 4
CSPs

Hex 1844: Leader Pena, 2 infantry/
cavalry units, 1 artillery and 1 CSP

Camacho (3034): Leader Banzer, 1 in-
fantry/cavalry unit, 1 CSP

Corrales (2635): 1 infantry /cavalry unit
(reduced)

ElCruce(2234): 1infantry/cavalry (re-
duced)

Villa Montes (2807): 2 infantry/cav-
alry units, 3 trucks and 5 CSPs

2 Entrenchment markers may be
placed on any friendly occupied
hexes.

Starting Supply Radius: 6

Starting Victory Points: 20

Kundt is the Army Commander

Paraguayan Deployment: Place the fol-
lowing infantry/cavalry units in a
cup or other opaque container:
1x10-7-6, 1x6-6, 1x6-4-6, 1x5-6, 3x5-
4-6, 3x4-6, 2x4-3-6, 2x3-4-6. When
an infantry/cavalry unit is called
for randomly draw one of the
counters from the above group.

Acre(2241): Leader Estigarribia (Estig),
4 infantry/cavalry units, 1 engi-
neer, 1 artillery and 3 CSPs

Isla Poi (2741): GHQ, Leader A, 2 in-
fantry/cavalry units, 2 truck and 4
CSPs

Nanawa (1845): Leader Irrazabal
(Irraz), 2 infantry/cavalry units, 1
artillery and 2 CSPs

Hex 3447: 1 truck and 1 CSP

Gondra (2043) and /or hex2142: Leader
Franco, 4 infantry/cavalry units, 1
artillery, 1 engineer and 3 CSPs

Plantanillos (2236): Leader B and 1
infantry/cavalry unit

Toledo (2835): 1 infantry /cavalry unit
(reduced)

2 Entrenchment markers may be
placed on any friendly occupied
hexes.

Starting Victory Points: 25

Estigarribia is the Army Commander

Settlement Control: The following are
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Paraguayan controlled: Toledo
(2836), Boqueron (2440), Tte
Montania (3038), Mennonite Colo-
nies (2839), Arce (2241), Gondra
(2043), Nanawa (1845), Isla Poi
(2741), Guarani (2543), Castanillo
(3344). All others are Bolivian con-
trolled.

17.4 Ballivian: Paraguay’s Second Of-
fensive. After the Campo Via disaster,
the Bolivians continued to retreat west-
ward, but thinning Paraguayanranksand
Bolivia’s huge manpower advantage per-
mitted them to reestablish a defensive
line anchored on the fortified position of
Ballivian. Both sides tried daring out-
flanking maneuvers to the north, but it
was the brilliant Paraguayan seizure of
the wells at Irendagtie which collapsed
the Bolivian line yet again and forced
another retreat.

Game Length: 9 Turns (May 1934 — Feb-
ruary 1935)

Bolivian Deployment: Place the follow-
ing infantry/cavalry unitsin a cup
or other opaque container: 3x3-5,
6x3-4-5, 3x4-5, 2x4-5-5, 2x5-4-5.
When an infantry/cavalry unit is
called for randomly draw one of
the counters from the above group.

Within 1 hex of Ballivian (1823): Leader
Toro, GHQ, 5 infantry/cavalry
units, 1 artillery, 3CSPs, and 1 truck

Hex 2319: Leader Bilbao, 3 infantry/
cavalry units and 1 CSP

[rendagiie (4016): Leader Banzer, 2
infantry /cavalry units and 1 CSP

Garapatal (3224): 1 infantry/cavalry
unit, and 1 CSP

Canada Oruro (2817): Leader
Penaranda (Pefiar), 2 infantry /cav-
alry units, 1 truck and 2 CSPs

Palo Marcado (2711): 1 engineer and 1
truck

27 Noviembre (4516): 1 infantry/cav-
alry unit (reduced) and 1 CSP

Villa Montes (2807): Leader A, 2 infan-
try/cavalry units, 1 truck and 3
CSPs

2 Entrenchment markers may be
placed on any friendly occupied
hexes.

Starting Supply Radius: 6

Starting Victory Points: 15

Bilbao is the Army Commander

Paraguayan Deployment: Place the fol-
lowing infantry /cavalry units in a
cup or other opaque container: 1x6-
4-6, 1x5-6, 2x5-4-6, 3x4-6, 3x4-3-6,
3x3-4-6. When an infantry/cavalry
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unit is called for randomly draw
one of the counters from the above
group.

Hexes 1825, 1924 and /or 1725: Leader
Estigarribia (Estig), 3infantry /cav-
alry units, 1 engineer, 1 artillery, 2
CSPs and 1 truck

Canada Strongest (2322): Leader
Franco, 3 infantry/cavalry units, 1
engineer, and 1 CSP

Canada LaPaz(3228): Leader Garay, 2
infantry/cavalry units, and 1 CSP

El Cruce (2234): Leader Fernandez
(Ferna), 2 infantry/cavalry units
and 2 CSPs

Camacho (3034): Leader Irrazabal
(Irraz), 2 infantry/cavalry units, 1
engineer, 2 CSPs and 1 truck

Saavedra (1741): GHQ, 1 truck, 2 CSPs
and 1 infantry/cavalry unit (re-
duced)

Isla Poi (2741): 3 CSPs and 1 truck

Hex 3447: 1 truck and 1 CSP

2 Entrenchment markers may be
placed on any friendly occupied
hexes.

Starting Victory Points: 30

Estigarribia is the Army Commander

Settlement Control: All settlements south
of hexrow xx26 (inclusive) are Para-
guayan controlled. All others are
Bolivian controlled.

17.5 Villa Montes: The Last Bolivian
Counteroffensive. With their backs to
the Andes and their oilfields now in dan-
ger, the Bolivian High Command finally
organized its only successful offensive of
the war. The logistical tables were now
reversed, with the Bolivians close to their
railhead at Villazon and the Paraguayans
forced to truck their supplies over hun-
dreds of kilometers of dusty roads across
the Chaco. The truce and eventual peace
settlement finally stopped the Bolivian
advance, but it is arguable that had they
proceeded much further from their bases,
they would have been subject to yet an-
other stinging defeat at the hands of the
exhausted butstill dangerous Paraguayan
Army.

Game Length: 5 Turns (February 1935 —
June 1935)

Bolivian Deployment: Place the follow-
ing infantry/cavalry units in a cup
or other opaque container: 1x3-5,
8x3-4-5, 1x4-5, 1x5-6-5, 1x5-4-5, 1x6-
5-5. When aninfantry/cavalry unit
is called for randomly draw one of
the counters from the group listed
above.

Camaitindi (3107): Leader A, leader
Toro, 2 infantry/cavalry units, 2
CSPs

Within 1 hex of Villa Montes (2807):
Leader Bilbao, 4 infantry/cavalry
units, 2 artillery, 1 engineer, 1 truck,
and 1 CSP

Cuevo (3703): Leader Pena, 3 infan-
try /cavalry units and 2 CSPs

Within 1 hex of Charagua (4404):
Leader Penaranda (Peniar), GHQ), 4
infantry/cavalry units, 1 artillery,
1 truck and 3 CSPs

2 Entrenchment markers may be
placed on any friendly occupied
hexes.

Starting Supply Radius: 8

Starting Victory Points: 15

Penaranda is the Army Commander

Paraguayan Deployment: Place the fol-
lowing infantry/cavalry units in a
cup or other opaque container: 2x5-
4-6, 3x4-6, 3x4-3-6, 3x3-4-6. When
an infantry/cavalry unit is called
for randomly draw one of the
counters from the above group.

[bibobo (2810): Leader Estigarribia
(Estig), GHQ, 3 infantry/cavalry
units, 1 artillery, and 1 C5P

Caprienda (3210): Leader Garay, 2 in-
fantry/cavalry

Boyuibe (3806): Leader Fernandez
(Ferna), 1 infantry /cavalry unit and
1 C&SP

San Francisco (4306): Leader Franco, 3
infantry /cavalry units and 1 C5P

El Cruce (4017): 1 CSP” and 1 truck

Saavedra (1741): 1 truck, 2 CSPs,and 1
infantry/cavalry unit (reduced)

Acre (2241): Leader A and 1 truck

Isla Poi (2741): 1 truck and 1 infantry/
cavalry unit (reduced)

Hex 3447: 1 truck and 2 CSPs

1 Entrenchment marker may be placed
on any friendly-occupied hex

Starting Victory Points: 40

Estigarribia is the Army Commander

Settlement Control: Charagua (4404),
Cuevo (3703), Camaitindi (3107),
VIlla Monts (2807), San Antonia
(2707) and Yacuiba (2009) are Bo-
livian-controlled. All others are
Paraguayan-controlled.

17.6 Campaign Game. To replay the en-
tire war, set up the game per the Boqueron
scenario. The gamebegins on the Septem-
ber 1932 turn and ends on June 1935 turn
unless one player wins before then. All
rules should be used when playing the
campaign game. X
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CIviL WAR CLASSICS, VOLUME I, is a game and game system covering the battles of Pea Ridge in northwestern Arkansas
w2 Shiloh 1n western Tennesee. Several scenarios allow players to experience many different aspects of the two battles. Short,
~roductory scenarios allow players to learn the game system with a minimum number of units and game turns. More complex
<=narios allow players to explore portions of the battles and then move on to the battle scenarios. The battle scenario for

"2 Ridge can be played in an evening, and Shiloh can be played over a long Saturday.

$28.00

SHILOH, Grant vs. Johnston, April 6th & 7th 1862.

_ “Ek RIDGE, Curtis vs. Van Dorn. Onuthe: 7th and 8th of Union troops under Major General Ulysses S. Shipping last two
——— 1862, in what has been called the “Gettysburg of the el s overll commans dtowe ol 2t attoms weeks of June 1991.
v==1.” the Confederate forces of General Earl Van Dorn and Confederate assault at Pittsburg Landing, where Kocnfl bk ot your local

== LU nion forces of General Samuel R. Curtis joined battle
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(Continued from page 23)
sions, was to the north. On the Paraguayan side, Franco
was at Toledo with II Corps (two divisions); Col. Nunez
with I Corps was at Platanillos (three divisions); and 111
Corps, under Col. Nicolas Delgado, held Munoz (four
divisions).

The Paraguayans continued to advance, taking
Camacho, La China, and Loa. By mid-February 1934,
Bolivian strength had risen to over 15,000 and their retreat
had begun to slow. Toro suggested having II Corps cover
the entire front, while his I Corps made a magical sweep-
ing movement over hundreds of kilometers of wild bush
into the Paraguayan rear. The retreat continued.

At Canada Tarija on 24 March, Lt. Col. Angel Bavia,
along with a total of 1,500 troops belonging to the newly
reformed 9th Division, were surrounded by about twice
that number of Paraguayans. After several breakout at-
tempts failed, a group of lieutenants raised the white flag
and the Paraguayans poured in. Inshame, Bavia attempted
to commit suicide, but failed and was captured by the
enemy, only todie on the operating table at Camacho. The
Paraguayans took 1,200 prisoners and captured valuable
maps of the rest of the Chaco (they had been advancing
blind heretofore).

Cailada Strongest

The Bolivian retreat finally came to a halt with the |
Corps at Ballivian, the 8th Division 60 kilometers away at
Cafiada Esperanza, the 3rd 40 kilometers farther on at
Cafiada Strongest, and the reinforced 9th Division cover-
ing Carandaiti and Picuiba. The Bolivian chief of opera-
tions, Col. Angel Rodriguiez, came up with the idea of using
the 8th Division as bait, while the 3rd from the north, and
the 9th from the south (leaving only a small force to cover
Carandaiti and Picuiba) would execute adouble envelop-
ment behind any attacking Paraguayan force.

Obligingly, the Paraguayan I Corps (2nd and 7th
Divisions, with 8th Division in reserve) attacked the
Bolivian 8th Division at Cafiada Esperanza. On 18 May, the
Bolivian 9th Division, in two columns, swung north to cut
the Paraguayan lines of communication, but the deter-
mined stand of a single Paraguayan battalion held up the
attackers for five crucial days. By 21 May, the Paraguayan
7th Division had cutan escape trailand slipped away with
all its men, guns and equipment.

In the north, Bilbao Rioja sent the 3rd Division on a
similar maneuver behind the Paraguayan 2nd Division.
Although the Bolivians succeeded in cutting off all the
escape routes, the bulk of the Paraguayans then managed
to fight their way out of the pocket, leaving over 500 dead
and 1,400 prisoners to the Bolivians. While it was not the
victory the Bolivians had hoped for, the Battle of Cafiada
Strongest did provide a considerable boost to their mo-
rale.

Some 18,000 Bolivian troops were now tied down
defending Ballividn. Salamanca and Rodriguez pleaded
with the High Command to abandon the town, and
thereby shorten the line and free troops for offensive
action, but Toro, jealous of any decrease in his personal
power, foughtagainst theidea. Periaranda, much too weak
to face down Toro, simply let matters rest. Repeating
earlier mistakes, Toro and Pefiaranda chose to identify the

defense of Ballivian with success in the war, exaggerating
its importance out of all proportion to reality. Meanwhile,
26,000 Paraguayans continued to paralyze 35,000 Boliv-
ians.

A New Paraguayan Offensive

On 31 July 1934, Estigarribia again shifted his axis of
advance, sending his 6th Division to overwhelm the small
garrison at Picuiba. After a two-day fight there, the 6th
then moved on toseize 27 Noviembre, Irindagiie, Villazon,
and to attack a lone regiment at Algodonal. This drive
turned into the first Paraguayan threat to Bolivia’s oil-
producing region.

Slow to respond at first, Pesiaranda did set up a task
force of about 7,000 men to drive north and cut off the 6th
Division before the rest of Franco’s corps could be brought
to support it. Unfortunately, he chose Toro, now highly
unpopular with his fellow officers, to command it. This
move was actually meant as a demotion for Toro, depriv-
ing him of I Corps, butas it turned out, it allowed Toro one
more opportunity to create a disaster for the Bolivian
army.

By 5 September, Toro had cut the Carandaiti-Picuiba
road, and his task force had checked several Paraguayan
breakout attempts. In his cables to Peraranda, Toro was
already describing his victory as “another Tannenberg.”
Angel Rodriguez subsequently phoned Toroand reminded
him the seven prisoners he had taken thus far would have
to be multiplied by 500 before Toro could claim a victory.
The Paraguayan 6th Division, however, was soon able to
cutanew trail and escape, leaving Toro witha total of only
41 prisoners, 7 guns, and 25 trucks.

To his credit, Toro did not let the Paraguayans escape
completely, and on 23 September, managed to cut the
road behind them once more. Bolivian airplanes tracked
their movements and constantly bombed and strafed
them from the skies. But the 6th escaped again, this time
by concentrating its entire force against a single Bolivian
regimentand breaking out to Villazon, whereitjoined the
Reserve Division.

Rodriguez called on Toro to give up some of his troops
for a push from Canada Strongestagainst the Paraguayan
center, but in his own inimitable style, Toro answered by
demanding more troops for hiscommand. He envisioned
a double-envelopment of the Paraguayan Il Corps be-
tween his force (now dubbed “The Cavalry Corps,” al-
though almost all its soldiers were on foot) and the
Bolivian II Corps — with the key command role reserved
for himself, of course.

Toro got his way, and on 6 November sent his col-
umns out to cut off the Paraguayan 6th and Reserve
Divisions. Despite heavy rains, aerial reconnaissance the
next day showed Toro’s troops to be near their objective.
Atthatpoint, the Bolivianartillery opened up to cutoff the
Paraguayans’ retreat, while Regiment Ingavi attacked to
pin the trapped forces. But once again, this particular fox
proved too much for the hounds, and the combined
Paraguayan divisions threw themselves against a single
company of Regiment Cochabamba, and successfully es-
caped past Picuiba, leaving some 400 prisoners in Toro’s
hands. On 20 November, the Bolivians again occupied
Picuiba.
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Fiasco at El Carmen

Even while two of his divisions were being pursued
and encircled in the north, Estigarribia was concentrating
on a renewed offensive of his own in the center. It seemed
the newly formed Bolivian Reserve Corps, under Lt. Col.
Oscar Moscoso (of Pitiantuta fame) was sitting at E1 Carmen,
totally unsupported, with huge gaps on both flanks. On
12 November fate intervened again, when a Paraguayan
patrol ambushed a Bolivian staff car carrying plans for
that corps” deployment and showing clearly all the gaps
in the Bolivian lines. Estigarribia quickly made good use
of the information. He designated the 1st Division to pin
the Bolivians while 2nd Division pierced their line to the
south, and the 7th and 8th completed the encirclement in
the north.

Moscoso, just arrived at his new command, saw the
danger, but unfortunately hesitated and asked for guid-
ance from the High Command. His answer was long in
coming and indecisive. Moscoso then took 1t on himself to
striprear echelon units toraiseaforce to break through the
Paraguayan ring around his now trapped corps.

While he did manage to break the Paraguayan line,
it proved too late to save the bulk of the troops inside. In
the pocket water had run out almost immediately, and by
14 November, troops began surrendering in droves, or
simply ran off, mad with thirst, to die in the bush. The
Paraguayans found themselves faced with the problem of
caring for thousands of thirst-crazed prisoners, and were
forced to use 100 of their own precious trucks to transport
and supply them.

All told, the Paraguayans rounded up 4,000 prison-
ers and counted some 2,000 Bolivian dead. Of the entire
Reserve Corps (two divisions), only 2,000 ragged survivors
made their way to Canada Oruro.

The disaster at El Carmen finally forced the Bolivian
High Command to abandon Ballivian, even over the still
strenuous objections of Toro. In the face of heavy enemy
pressure, the retreat to Ibibobo was ably conducted by
Maj. German Busch. Of his officer corps, Salamanca said at
that point, “I have given them everything they asked for.
Only brains could I not give them.”

On 27 November 1934, President Salamanca arrived in
Villa Montes for what proved to be his last trip to the
Chaco. After the fiasco at El Carmen, he had come to
replace Periaranda with his own chosen man, Gen. Jose L.
Lanza. Lanza’s name, synonymous with “Salamanca’s
lackey” to the other Bolivian officers, was like a red flag to
Tore (no pun intended).

During the night, the house where Salamanca slept
was surrounded by troops, and Periaranda arrived in the
morning to place Lanza, Salamanca, and the members of
their staff under arrest. Vice President Tejada Sorzano, with
whom the conspirators apparently had previous liaison,
was named the new president, in mockery of constitu-
tional procedure. The officers forced Salamanca to sign a
formalletter of resignation, threatening tomakean imme-
diate peace, no matter how unfavorable, if he refused to
step down. (The officers feared an outright coup d'etat
would ruin a loan of £400,000 about to be granted in
London.) Salamanca later sarcastically congratulated
Periaranda on the only successful military operation he
had thus far concluded.

CHACO

Decision at Picuiba

By December 1934, even the Argentine press was
talking about the exposed position of the Cavalry Corps at
Picuiba. Toro, true to form, claimed from his command
post at Carandaiti, 160 kilometers to the rear, he was in a
position to fall on the exposed Paraguayanright, and then
drive to the Pilcomayo.

On 6 December, Bolivian aerial reconnaissance spot-
ted a new trail being cut in a northwest direction into the
rear of the Cavalry Corps (now composed of the 1st and 2nd
Cavalry Divisions and the 7th Infantry Division ). Toro
remained calm.

That night and the next day, the Paraguayan 8th
Division, under Col. Manuel Garay, rushed 62 kilometers
over the new trail and seized the vital wells at Irindagtie,
behind the Cavalry Corps. Garay had fortunately post-
poned the move to await the arrival of water trucks, thus
avoiding an accidental collision with the Bolivian 7th
Division, which had unknowingly crossed his path.

On 7 December, the rest of the Paraguayan forces
opened theirattack. Toro wasstillunworried and sure the
Paraguayan force at Irindagiie could be no more than a
mounted raiding party, and would be easily dealt with.
He ordered Irindaglie be retaken immediately, but the
acting commanders of 1st and 2nd Cavalry Divisions, Majs.
Rodolfo Flores and Felix Tabera, respectively (the actual
commanders were both absent due to illness), knew there
were no reserves of water for their troops. If the initial
attempt to retake Irindagte failed, their men would be
trapped without water between two enemy forces.

At 0600 hours on 8 December, the Cavalry Corps
began a painful retreat to 27 Noviembre. Tabera, taking
operational command of the Corps, tried to keep the

-

Estigarribia and Penaranda chat shortly after the
armniistice is signed.
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movement orderly, but units soon became intermingled
on the narrow trail. A covering screen of infantry held off
the Paraguayan pursuit, thenslowly pulled back, burning
Picuiba as they withdrew.

In the intense heat, with the water in the men’s
canteens already gone, the Bolivian troopers began to
discard their weapons and fall down in the bush, some
never to rise again. The retreat continued in the relative
cool of the night, but the next morning a plane dropped a
furious message from Toro. He demanded the retreat be
stopped and Irindagtie retaken. Tabera ignored the mes-
sage, and by nightfall on 9 December the bulk of the Corps
reached the water trucks waiting forthemat27 Noviembre.
As the mobs of soldiers rushed the trucks and fought each
other to be first to drink, almost as a touch of irony, the
skies opened and steady rain began to fall.

Of the 5,300 men on the lists at the start of the retreat,
1,600 died from thirst or suicide en route, while many of
the survivors were so weak they had to be hospitalized.
Meanwhile, Toro, still in Carandaiti, ranted the Corps
should turn around and recapture Picuiba. He was ig-
nored.

Unlike the other disasters of the war, Picuiba left a
large number of survivors. Their stories of the horror of
the retreat and of Toro’s incompetence soon spread
throughout the army and people of Bolivia. Pressure
within the officer corps for Toro’s removal became over-
whelming, but Pefiaranda managed a compromise by
naming him the new chief of statf of the army.

Almost as an anticlimax, the Paraguayan III Corps
discovered an 8 kilometer gap between the Bolivian 8t/
and 9th Divisions at Ibibobo and poured through, pinning
part of the 9th against the banks of the rain-swollen
Pilcomayo. Capt. Ernesto Wende unsuccessfully attempted
to evacuate his troops across the river, losing 200 in the
turbulent waters. Wernde then turned and attacked north-
ward, leading 280 men to safety, but the remainder of the
troops in the pocket, over 1,200 in all, surrendered to the
victorious Paraguayans.

Keeping up the pressure, Paraguayan 1 Corps then
surrounded Regiment Parapetiat Capirenda. About half of
that unit escaped, leaving the rest dead or captured.

In thenorth, the Bolivians continued to retreat, losing
more troops drowned crossing the Parapeti. The Para-
guayans had now reached the limits of their most expan-
sive territorial claims in the Chaco.

Villa Montes and the End

With the Bolivian army defeated and in retreat all
along the front, their High Command once again turned
to Bilbao Rioja to save the situation. He was placed in
charge of the defense of the key supply center of Villa
Montes, and quickly set about constructing defenses in
depth. He swept the town clean of prostitutes and as-
sorted other hangers-on and turned the place into a real
fortress.

The 4th Division deployed south of the Pilcomayo to
threaten the Paraguayan left and harass any enemy sup-
ply columns attempting to use the river road. The 8th
Division and 1st Cavalry occupied the forward line with
the 1st and 3rd Divisions in reserve, for a total of 17,000,
facing only 15,000 Paraguayans. The Paraguayan attack

cameon 11 February 1935, and continued for over a week
without success, leaving only piles of dead on the barbed
wire in front of Villa Montes.

Failing there, Estigarribia tried to seize the oil fields
at Camiri, in the Bolivian II Corps area. Attacking into the
foothills of the Andes (terrain on which the Bolivians
finally felt at home), and operating at the end of a long
supply line, the exhausted Paraguayans made only lim-
ited gains.

Estigarribia thenshifted to the Parapetiregion. Aided
by locals who were ethnically closer to the Paraguayans
than to the Bolivians, the Il Corps crossed theriver withits
2nd Division. By 17 April 1935, those Paraguayans, rein-
forced by 8th Division, occupied Charagua. This proved
the high water mark of the advance.

The Bolivian army now numbered 45,000, compared
to 30,000 Paraguayans who were hundreds of kilometers
from their supply heads. A determined counteroffensive
by the Bolivian Cavalry and II Corps easily pierced the
Paraguayan line, trapping 8th Division in Charagua. But
Toro predictably called off two regiments from the encir-
cling force, thus allowing the 8th to break out to the
Parapeti, leaving only 475 prisoners to the Bolivians. The
Paraguayan 2nd Division also easily escaped envelop-
ment and recrossed the river.

Maintaining the pressure, the Bolivians crossed the
Parapeti and took Sante Fe. This new Bolivian offensive
had covered 100 kilometers in 40 days, but failed to
destroy any major Paraguayan units.

Finally, Gen. Rodriguez, the Argentine Minister of
War, informed President Ayala the time had come to
make peace. The Paraguayans had conquered more than
they had ever hoped to obtain, but now faced a Bolivian
army nearly twice as strong as their own. While the
Bolivians could and did rebuild their army several times,
if the Paraguayans were to suffer a single serious defeat,
nothing would stop their enemy from driving straight to
Asuncion.

As a final slap to Bolivian pride, on 5 June, Regiment
Florida of the 6th Division was surrounded near Ingavi.
While most of the troops broke out, the Paraguayans
netted a further 370 prisoners.

On 12 June 1935, an armistice was signed. At 1130
hours on 14 June, one half hour before the cease fire was
to take effect, the Bolivian troops were ordered to open
fire with every weapon they had, as a final show of force.
Fearing a surprise offensive, the Paraguayans replied in
kind. Large numbers of casualties were caused by this last
stupidity in a stupid war, but no one seems to have
bothered to count exactly how many.

In the course of the war 50,000 Bolivians had died,
another 20,000 were in Paraguayan prison camps, 10,000
had deserted to Argentina, and thousands more were
permanently disabled. Paraguay suffered only slightly
less, losing 40,000 dead and 2,500 prisoners.

When the final treaty was signed on 21 July 1938,
Bolivia accepted the fact she would never have access to
the RParaguay River,and gave up virtually all of the Chaco.
Parag‘ugy, despitea peace supposedly “without victors or
vanquished,” had really dictated the peace terms. The
word ”senﬂess" has been applied to many conflicts, but
the bloody Chaco War certainly deserves it more than
most. D
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hasbeenincluded: forest, roads,autobahns,
canals, rivers, towns, cities, fortifications,
major airfields, OKW headquarters at
Zossen, and the mammoth German sup-
ply depot at Juterborg. The combat system
isbloody (step-reduction and / or retreats),
with “intensive” attacks (losses x2), artil-
lery points, FLAK, etc.

And, of course, no Berlin'45 game could
be complete without a “Hitler Fate Table.”
Anytime a Soviet or Western Allied unit
enters the central Berlin hex for the first
time, a die is rolled. For instance, say the
U.S. manages to drop the 82nd and 101st
Airborne Divisions on the 12-13 April turn
and gain possession of Hitler's bunker.
Thedieroll breakouts then would look like
this: 1-2 and Hitler escapes (roll again: 1-3
he goes to Zossen; 4-6 he flies to
Berchtesgaden, where he directs the war
until early May); 3-4 and he’s captured; 5
and he’s KIA; 6 and he commits suicide.
Once Hitler is killed or captured, the Ger-
man armed forces rapidly disintegrate.
[Ed’s Note: We should have B'45 for you, in
ziplock, with all kinds of historical, semi-his-
forical and what-if scenarios, during the first
half of "92.]

Others

Let’s see, Paul Dangel is now develop-
ing Tet'68. Corregidor 45 is at last in the
office, where it is awaiting final develop-
ment, along with Blood & Iron. The WWI
Quad is undergoing development in Ger-
many, by ateamled by Ulrich Blennemann;
that project should be back in my hands by
vear’s end. Joe Miranda continues to plug
away at his myriad projects. Port Arthur is
in final development. Perfidious Albion just
arrived at the office, and L. Dean Webb
made the 1 June turn-in date for Red Star
Falling. Chris and I are continuing to
wrestle, as time permits, with Gettysburg,
Mason-Dixon, Poland Is Not Lost and
Smithereens. Forward.

Feedback Loop Analysis: Issue 10

The winners in the new-game-propos-
als race were: Nippon, Nukes & Nationalists
— 6.81; Perfidious Albion — 6.39; and S.S.
Panzer! — 6.23.

The also-rans were: Their Final Hour —
5.93; Ogre of Corsica — 5.35; Yesterday the
World — 4.21; Battle of Hohenfriedberqg —
4.41; Russian Civil War — 5.21; Operation
Crossbow — 4.50; Southern Cross — 5.23;
Kanal — 5.47; Panzer Allee — 6.03.

Theaveragesurvey respondentspends
about half (5.81) of his gaming time soli-
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taire. Interestingly, 9.23% claim to spend
less than 10% of their time at solitaire,
while 33.84% say that’s how they do more
than 90% of their gaming. As to preference,
9% say they’d like to increase the propor-
tion of time they spend solitaire-gaming,
while 42% want to decrease it, and 49% are
happy to keep their present levels.

On the Stones River into Gettysburg plebi-
scite, 52% heartily approved of that move;
14% disapproved, and 34% had no opinion
or didn’t care.

Your second thoughts on issue 8's Jut-
land came out like this (first time survey /
second thoughtssurvey):overall-6.74/6.32;
map-3.97/4.53; counters-5.20/6.42 (!);
rules-6.41/6.63. You estimated Jutland's
complexity tobe4.44, and have played it to
completion an average of 2.33 times, in
slightly under 3 hours each time. Only 1%
believe the Germans are heavy favorites to
win; while 32% claim they’re slightly fa-
vored. Evenly matched was the verdict of
28%; with 46% saying the Brits are slight
favorites, and 3% claiming they’'re heavily
favored to win. Jutland, said 68% of you,
was a good game choice for the magazine.

You voted as follows about the contents
of issue no. 10: Alexandros game overall —
7.38;, map—6.75; counters —8.15 (!); rules
— 7.07; Alexandros article — 7.70: NNN
variant—6.25; Commander’s Call — 6.86:
Short Rounds—6.46; D-Elim—6.72; Cover
—6.92; Marching Men—6.98; Civil Warin
the Indian Territories —7.16; no 10 overall
— 7.40. Forty-two percent said 10 was
better than 9; 13% said 10 was worse than
9; 38% said the two were of equal worth,
and 7% had no opinion.

The Feedback Loop

Please use the enclosed postcard (you'll
have to put a 19¢ stamp on it, thanks) to
vote on the following new game proposals
and answer the survey questions.

Vote by placing one whole number
(only!) in the corresponding space on the
postcard. If it’s an opinion question, “0”
means “I wasn't motivated enough toread
this article or play this game;” while in the
case of new game proposals, “0” means
“Don’t publish this game under any cir-
cumstances!” Fromthere, each higher num-
berindicatesaslightly more favorable opin-
lon, until you get to “9,” which means
“This game/articleistop-notch;” or “Please
publish this new game immediately!” In
yes/no questions, “1” means “yes,” and
2" means “no,” and “0” means “no opin-
ion,” or “not applicable.”

Next issue we'll have the feedback re-
port from issue 11. To be counted in the
voting, your card must reach us by 15
September.

New Game Proposals

1. Sailors Take Warning: Red Sky Morning I1. When
the Japanese - American naval war erupted in 1997,
India decided to act. Her long standing and deep
economic ties with Japan made the American block-
ade unbearable. Boasting the strongest navy in the
[ndian Ocean (given that most of the American Fifth
Fleet had been recalled back into the Seventh Fleet),
New Delhi felt confident her entry as Tokyo's ally
would bring the war to a swift and victorious end for
the two regional Asian powers.

On paper it seemed simple: the primary job of the
Indian Navy would be convoy escort. But Admiral
[rajahniwas not prepared for therealities thatawaited
him and his forces in “their sea” and along the Straits
of Malacca. Indonesian torpedo boats swarmed his
first convoy from every direction. He knew none of
those “mosquitoes” would get away, but five tankers
in his formations were suddenly aflame and sinking.
The war had just escalated to a new and bloodier
level.

A turther development of Red Sky Morning,
Satlors Take Warning looks into the critical Indian
Ocean theater of operations during that same future
war. Special rules will be added to the basic RSM
system to cover: Sea Wolf-class submarines, Arleigh
Burke-class destroyers, YF-22 Lightning aircraft, B-1s,
and coastal defense forces made up of ships below
frigate-class. Several scenarios and campaign games
will be included, including — of course — a big map-
link-up game with RSM.

STW will include one 34x22" map, 192 5/8"
counters (representing naval and air units from the
U.S., India, Japan, Indonesia, Iran, Pakistan,
Bangladesh, China, Taiwan, Korea, Russia, Australia,
New Zealand, and maybe some others), and 1001 /2"
counters. The map will stretch from Borneo in the
northeast, south to Northwestern Australia, west to
the east coast of Africa, and north to the Straits of
Hormuz. For the ziplock line, for 20 big ones, by
David “RSM” Bowers.

2. Civil War — West. Largely neglected by the war-
gameindustry, the “far west” theater of the ACW was
amyriad of battles fought over most of Oklahoma and
parts of Texas, Arkansas, Missouri and Kansas. The
campaigns mirrored the rest of the Civil War — initial
Confederate successes and inept Union leadership
were eventually overcome by superior northern man-
power and materiel.

GDW's venerable A House Divided system is emi-
nently suited to cover the transportation, recruitment
and supply problems of campaigning in the “Indian
Territories” without having to resort to complex sup-
ply and command rules. Morale would be a huge
factor in combat, with ratings varying widely be-
tween not only “militia” and “veteran” troops, but
different Indian tribes as well. Leaders would be
given much more emphasis than in AHD, so the
players may send Stand Watie raiding in Kansas if
they desire. Leaders will be rated for combat, cha-
risma (keeps troops from deserting), and recruiting
abilities.

The tons of chrome available includes such items
as Indian revolts, treaties with various tribes, even
covert intervention by Mexico (the Mescaleros ). Ran-
dom events would reflect both the effects of the rest of
the Civil War and the difficulties involved in follow-
ing orders from faraway Richmond and Washington.
CWW would include a 34x22" point-to-point map
(with all charts on the mapsheet), 200 counters, and
low complexity. For the magazine, by Terry Lee
Coleman.

3. IDF: The Arab-Israeli Wars. An operational /stra-
tegic-level simulation of the clashes between the Ar-
abs and the Jewish state which have erupted since
1956.

The area from Cairo to Beirut is depicted using a
34x22" hex map. Units are mostly division/brigade,
with air and artillery assets represented by point
markers on the side of the map. Each game turn
equals two days of real time and each hex 20 miles.
The four scenarios included are: The Sinai '56; The
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Six-Day War; The October War; and the 1982 Israeli
invasion of Lebanon.

A simple move-fight sequence is used, but with
the added option of expending “initiative points” to
extend a given phase. These points represent the
degree of training, equipment, supply, doctrine, man-
ning level, etc., inherent in the forces engaged. A
Political Events Table, which can shorten or suddenly
end a turn, is included to demonstrate to the players
how victory on the battlefield canbe overturned at the
peace table.

IDF not only recreates the operational /strategic
realities of the Arab - Israeli wars fought between
1956-82, it also shows the evolution of the opposing
armies from purely infantry armies in the Sinai cam-
paign to tank-dominated organizations in the ‘67 and
'73 conflicts to combined arms forces in "82.

Complexity about 6, 200 units, for the magazine,
by Arnold Blumberg.

4. Narrow Victory: The Struggle for the Salerno
Beachhead. In 1943 the Western Allies established
their first foothold in Nazi-occupied Europe by land-
ing in the Gulf of Salerno (Operation Avalanche) on
the west coast of Italy. About 30 miles north of Salerno
lay the object of the Allies” attack— the port of Naples.
With that large seaport in their hands, the British and
U.S. forces would have a secure base from which to
conduct offensive operations against the Germans in
central Italy, and perhaps draw substantial Axis for-
mations away from the decisive theater of operations
to be launched in 1944 in Northwest Europe.

Afterlanding at Salerno on 9 September, 5th Army
(British 10th and U.S. 6th Corps) fought a bitter ten
days to secure its landing area against an alert and
aggressive German force (made up of 6 Panzer and
Panzergrenadier Divisions). The German resistance at,
and then deliberate withdrawal from, Salerno pre-
vented the Allies from taking Naples until 2 October.

NV is an operational-level game simulating the
struggle for the Salerno beachhead. Each game turn
represents one-half day of real time. Each hex on the
34x22" mapsheet equals 2 kilometers. Combat units
are battalion sized, with backprinting for step reduc-
tion.

Special rules cover air and naval bombardment
and ranged artillery (both offensive and defensive
support). Mech units move during the enemy player
turn, to show how mobile forces have the ability to
swiftly react to enemy moves. There are no zones of
control, except for fortifications and commanding
high ground. Division HQ counters generate both
supply and combat replacements, as well as allowing
for coordinated attacks by subordinate battalions.

Several scenarios will be provided, representing
the critical periods of the battle, along with a cam-
paign game. Complexity about 6, for the magazine,
by Arnold Blumberg,.

5. II Corps, Vietnam. Throughout the Vietnam War,
the II Corps Tactical Zone (Second Military Region)
remained a hot-bed of NVA /VC activity. The rugged
Central Highlands provided cover for the NVA infil-
trating east from Cambodia and Laos, while the fertile
valleys supplied them and the local VC. With the
heavily populated coastal region acting as a vast
source of willing (and unwilling) VC recruits, it was
natural that the Communist presence in the area
would be high.

From the “Silver Bayonet” operations in late 65,
to the to the fall of South Vietnam, the US/ARVN
forces in the region had their hands full stemming the
incessant cross-border infiltration while simulta-
neously trying to pacify a civilian population widely
sympathetic to the north.

I Corps would be a solitaire-simulation of several
of the more important battles fought in the region.
The 34x22" map would cover most of the area from
Dak To in the northwest to Cam Ranh in the south-
east. Each hex represents 5 milesand each turn equals
one week. The 200 counters would be mostly battal-
ion/regiment level, with unit strengths represented
by strength chits. A variety of air and naval units
would also be included, as well as informational
markers.
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Solitaire rules would be included for both sides,
allowing the player to control either the Communists
or the Allied forces, as desired. A two-player match
can also be provided by merging the active player
rules from both sides into a modified two-player turn
sequence.

The game system would use a fluid sequence,
allowing the active player to mix maneuver, combat,
and many other operations freely during the game
turn. Rules on US coordinationand NVA /VC morale
would enforce certain limitations on theactive player,
providing a moredetailed, “commander’s-eye-view”
of operational planning. A wide range of operations
would be available to both sides, including: Search &
Destroy, Strategic Movement, Ambush, Infiltration,
Close AirSupport, VC Villages, Supply Caches, Ranger
Camps, Naval Gunfire Support, Special Forces, and
much more.

About 5-6 on the complexity scale, with scenarios
played to completion in 1-3 hours. For the magazine,
by Philip Thé.

6. The Middle Sea. In June 1940, Mussolini, hoping to
expand his “New Roman Empire,” declared war on
France and Britain. The French were soon gone, leav-
ing the British to contend with the Italians for the
Mediterranean. TMS would be a two-player simula-
tion of this epic struggle.

The British player must keep his supply line open
to Malta and stop the Axis effort to resupply their
forces in Africa. He must do this with a limited fleet
(the Battle of the Atlanticis going on at the same time)
and airpower. He can send supply convoys to Malta
from Gibraltar or Alexandria, and may have to send
supplies from Gibraltar to Alexandria to support the
Western Desert Force.

The Axis player must attempt to gain full control
of the Mediterranean. He will have the Regia Marina
(Italian Navy), Regia Aeronautica (Italian Air Force),
and some help from the Luftwaffe and U-boats. His
major problem is fuel for the Italian fleet. The Ger-
mans control the amount of fuel the Italian gets,
which will vary based on German needs on other
fronts. This means you must plan your operations
carefully, deciding “do I need to use this battleship
now, or can I depend on the air force?” or “should I
use one cruiser group or two destroyer groups?”

The game’s movement system will be similar to
the one used in TAHGC's War at Sea/Victory in the
Pacific games. The combat system will allow players
to divide their task groups into main, escort, scouting,
and supporting groups. A Fuel Track will be used to
show the amount of the precious substance available
to the Italian fleet; each ship or group will use a
specific amount of fuel when it sorties. Other rules
will cover submarines, frogmen, and an invasion of
Malta. The fighting in North Africa will be covered by
simple rules, with the amount of supplies delivered
having major effects on the outcome. There will be
optional rules for French ships that might be used by
either side, and an [talian aircraft carrier.

Each turn equals two months, running from June
1940 to September 1943, or until one side is driven
from the Middle Sea. One 34x22" map, covering the
Med from Gibraltar to Alexandria, 200 units, repre-
senting individual battleships and carriers, with other
shipsingroups, and air squadrons. Complexity about
5-6, for the magazine by David Schueler.

7. Objective: Kharkhov. The eastern front, August
1943. The flower of the German panzer force lies
smashed south of Kursk, victims of the ill-conceived
and abortive Citadel Offensive. After a two week
respite, the Soviet counteroffensive begins.

Two tank armies are committed in the first ech-
elon, and penetrate to a depth of 30 miles, despite the
strenuous efforts of two panzer divisions to stop
them. But reinforcements are on the way — some of
the best units on the eastern front, including the
Grossdeutschland, 5.5. Das Reich, 5.5. Totenkopf, and
S.S. Wiking divisions arrive to smash the exposed
Soviet spearheads and cause a near repeat of their
March failure. Intheend, though, the Soviets emerged
as victors, but at great cost to their offensive power. It
was clearly a case of the side with the last battalion to

throw in winning,

OKwould beabattalion/regiment/division-scale
game of medium complexity. Features include: sev-
eral CRTs, German fortifications, step reduction, spe-
cial Soviet artillery capabilities, maximum Luftwaffe
efforts, Kampfgruppen, and leadership. Scenarios
would include: The Defense of Kharkhov; The Ger-
man Counterattack at Akhturka; The Initial Soviet
Drive; plus the campaign game.

One full hex map, 200 counters, intermediate
complexity, for the magazine, by John Desch.

8. For Glory! The Napoleonic Wars, 1796-1815. The
aim of this game would be to make it possible to play
out the entire Napoleonic Wars in one sitting — each
turn equals one year, and the emphasis is strategic.

FG uses an interactive turn system based on lead-
ership. Players use the skill ratings of their command
units to gain initiative and move their forces, while
their enemies do the same to react at unpredictable
points throughout the game turn. Army strengths are
shown with numerical “change” chits under the main
counter, and have noset movement factors. (Of course,
they suffer greater attrition the farther they move at
one time.) Navalwarfareiscovered by anarea-move-
ment system. There is also a political sub-system
whereby two players (one leading France and the
other the various anti-French coalitions) determine
which side various states will take in the coming year.
Other rules cover: partisans, off-map boxes for the
French and British Empires, winter campaigning, etc.

One 34x22" map (area and hex) of all of Europe,
with 200 counters, and rules complexity of 5-6. For the
magazine, by Roger Sandell.

9, Viva Maximilian! The Franco-American War, 1867-
69. In the early 1860s, Napoleon IIT of France took
advantage of the American Civil War to install his
candidate, Prince Maximilian, as Emperor of Mexico.
When the Civil War ended, and the U.S. demanded a
French withdrawal, Napoleon complied and aban-
doned Maximilian to defeat and death at the hands of
Juarez and his Mexican rebels.

This game presents an alternative history. By
1865, Napoleon I1I decides eventual German unifica-
tion is inevitable. In a diplomatic coup of the first
order, he recognizes the Prussian King as Emperor of
Germany, signsa 20-year alliance with the new power,
and thus gains a freer hand for more intrigues in
North America. He responds to American demands
for withdrawal from Mexico by reinforcing his pup-
pet-ruler’s armies with elite French units such as the
Foreign Legion, the Imperial Guard and the Chasseurs
d’Afrique. He then encourages Maximilian to revive
the Mexican claim to Texas. For the second time that
decade, the U.S. Government calls for volunteers to
create a new mass army, and in 1867 the two nations
go to war. This game would depict that war using a
network movement system based on GDW’s classic A
House Divided. It would layer on some new command
rules and an area-movement naval system. Despite
simple rules, VM would have lots of color. The French
player commands the French and Mexican imperial
armies, Mexican Rurales, and emigre units of
“unreconstructed” ex-Confederates. The U.5. player
commands armies of Union Civil War veterans, Ma-
rines, Texas Rangers, Mexican rebels, “galvanized
Yankees” (ex-Confederates fighting for the U.S.), and
Freedmen'’s Brigades. Commanders would include
France's Marshals Bazaineand MacMahon, and Grant,
Sherman, Lee, etc., for the U.S.

Political and random events will also play a major
role. Will the U.S. be faced with mass Indian upris-
ings? Will Britain aid either side? (Such as sending the
Royal Navy's mighty ironclad, HMS Warrior.)

VM would have 300 counters, a 34x22" map,
covering Northern Mexico, the U.S. Southwest, and
the Caribbean Sea. Complexity 4-5, for the ziplock
line, by Roger Sandell.

10. I am Spartacus! In 73 BC, Spartacus, a Thracian
gladiator, led a revolt against Rome. Within a year his
army of 40,000 slaves controlled most of southern
[taly from their base on Mount Vesuvius. In 71 BC,
their revolt was brutally crushed by the brilliant and
decadent Marcus Licinius Crassus. For over 2,000
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vears, the name of Spartacus has been an inspiration
to freedom fighters.

[am Spartacus!is a 200-counter, low-to-intermedi-
ate complexity magazine game which uses the
Alexandros system to model the events of Spartacus’s
slave revolt. The map shows Italy, Sicily and the east
coast of the Adriatic, and will have enough detail so
that, for example, the area around Anzio will be a
swamp region with special malaria rules. Monthly
strategic turns will provide a 36-turn campaign sce-
nario, plus some shorter ones.

Each Roman legion will be represented by several
counters: Hastati, Principes, Triarii, plus one for the
Eagle. And, of course, there will be special rules to
cover the erratic command structure of late Republi-
can Rome.

When a province revolts, a variable number of
slave units will enter play as fairly weak irregular
infantry, but they can be upgraded through training
and organization. Roman slaves included many dif-
ferent nationalities — Gauls, Greeks, Thracians, even
Africans — and each had their own style of fighting
which will be handily reflected by special battle board
rules. To be designed by Mike Markowitz.

Second Thoughts

Please re-evaluate the game from issue
no. 10.
11. Alexandros — overall
12. Map
13. Counters
14. Rule Clarity and Completeness
15. Estimate Alesandros’ complexity, using
the 1 (simple) to 9 (hyper-complex) scale.
16. Abouthow many times have you played
Alexandros to completion? (0-never; 1,2,
etc., 9-more than nine times.)
17. About how many hours does it take to
play one match of Alexandros to comple-
tion? (0-haven’t finished one yet; 1-less
than one hour; 2-less than two hours, etc.)
18. Whichsideis favored to win more often
in Alexandros?

1: Macedonians are heavily favored.

2: Macedonians are slightly favored.

3: The game is evenly matched.

4: Persians are slightly favored.

5: Persians are heavily favored.
19. Was Alexandros a good choice for a
magazine game?

Red Sky Morning

[f you've purchased and /or played our
ziplock game, Red Sky Morning, please
evaluate that game below.

20. RSM overall

21. Map

22, Counters

23. Rules Clarity and Completeness

24. Estimate RSM’s complexity.

25. Abouthow many times have you played
RSM ?

26. About how many hours does it take to
play RSM ?

27. Whichsideis favored to win more often
in RSM ?

1.— The U.5. is heavily favored.

2.— The U.S. is slightly favored.

3. — The game is evenly matched.

CHACO

4. — The Japanese are slightly favored.
5.— The Japanese are heavily favored.
28. Do you feel you got your money’s
worth by purchasing RSM ?
29. If you had it to do over again, would
you still buy RSM ?
30. For those familiar with RSM : Do you
feelitlikely Japan and the U.S. will become
involved in some kind of military conflict
(against each other) during the next 20
years or so?
31. For those not familiar with RSM : same
question as #30.

This Issue

Please rate the contents of this issue of
Contmand.
32. Chaco game overall
33. Map
34. Counters
35. Rules Clarity and Completeness
36. Chaco article
37. Variant counters overall
38. Commander’s Call
39. Short Rounds
40. D-Elim
41. Cover art
42. | Remember
43, It is Balloon!
44, Command no. 12 overall
45. Was this issue better than the last?
(O=no opinion; 1=yes; 2=no; 3=they were
both of about the same worth.)
46. How did you obtain this issue of Com-
mand? (1=as part of a subscription; 2-
bought as an individual copy.)
47. Did you send in a feedback card last
issue? Ok

ERRATA

Alexandros
The following errata is in addition to the
changes published in Command #11.

10.6 The Battle Line (clarification). If the
first line is vacated due to battle and there
are units in the second line, at least one of
those units must move into the front line
during the next movement phase. This is
true for units of both sides, not just the
moving side. The first line may not be
vacant if there are units in the box.

10.15 Flank and Rear Attacks (addition).
Optional: Any time a unit is attacked from
two different boxes in the same turn, shift
the final odds ratio one column to the right
for each attack.

11.2 City Garrisons (change). Change the
second sentence of the second paragraph
toread: “A city garrison may consist of one
infantry unit (notstep) for each wall marker
on the city.”

15.8 Persian Treasury (addition). When
the Macedonians have captured two of the
treasuries, the Persian player loses his
Spring replacements. When the Mace-
donians have captured all four of the trea-
suries, the Persian player may no longer
rebuild or replace his foot archers or Royal
Guard, and may not hire any more Greek
mercenaries.

12,11 Macedonian Recuperation (new
rule). Optional. Thereduction of the Mace-
donian phalanx from 8-8 to 7-7 in combat
represents disruption and fatigue more
than actual losses — the men’s armor and
tight formation prevented heavy casual-
ties unless the formation was disrupted.
On any turn in which a 7-7 Macedonian
phalanx has not participated in combat
(siege, minor or tactical board), flip it back
to its 8-8 side. This does not cost any re-
placement points.

Red Sky Morning
2.0 Introduction/Game Scale (correction):
Each game turn equals one month of real
time.

11.5 Nuclear Powered Ships (new option):
Those who feel the current rule for nuclear
ships allows them to be too free-wheeling
should substitute the following: Nuclear
powered ships may never expend more
than 8 movement points during any one
move. The “N” now merely serves to indi-
cate they do not suffer the movement con-
straints of conventionally powered ships
when their supply lineis blocked (they are,
however, still subject to normal weapons
depletion effects). o

TOUCH THE FACE OF HISTORY

Napoleonic European coins — 1792-1815
With Napoleon & other monarchs. Wide variety of
copper, silver & gold coins, authentic.
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P.O. Box 2843, Reston, Virginia 22090
(703) 435-4349
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HUDSON'S
HOBBY GAMES

P.O. Box 121503, Arlington, TX 76012
Mail Order

The Best in Historical and Science Fiction Games
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Play & Design Aids and Old &
Rare Games

Free Shipping & Handling in the U.S.
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I Remember ...

The Western Front, 19138

by John C. Silvers, as told to Michael C. Rankin, Jr.

How did you get into the war?

[ was drafted. I got out of it for a while
because [ worked on the railroad, and that
was a defense job. I even went and got
married, ‘cause I thought I was out of it.
Well, that didn’t last long, and off I went.

What was the ride over like?

We left from Long Island, New York. First
off, we had to wait 10 days there just to
catch a boat, but we finally did, and then it
was a 13 day cruise over. There were four
submarines that came after our convoy,
but our escorts got ‘em all. They’d thought
they’d got five, but after they’d shot the
hell out of it, they found it was just a big
clump of seaweed.

We finally landed and were sent to
Winchester, England, to wait for a ride
across the Channel. After a few days we
got one. When we landed in France they
sent us straight to the front.

What unit were you with?

[ was with Company H, 7th Infantry Regi-
ment, 3rd Infantry Division. There was 250
of us in the company, and over 30,000 in
our division. We needed ‘em, too.

What was your job?
[ carried one o' them big Browning auto-
matics for a while. Boy, that was heavy. |
had a helper, though. I'd just yell, “Clip!”
and he’d slapanew onein thereafterI'd hit
that little button and dropped out the
empty. [ used to get that barrel white hot.
You couldn’t even put your hand near it. I
had a strap, too, so I could hold it at the hip
and shoot as we advanced. After a while
they made me the company runner.
That's when 1 got buried. There was
two other runners right next to me at bat-
talion, and the shells started to come 1n,
and they got a direct hit and I was buried
from the dirt thrown up. I was fine, but
they never even could find the other two.

What was it like being a runner?
When it got hot, the average lifespan of a
runner was 8 minutes. They’d give you a
message at the B.C. [battalion command
post], and they’d put a time on it, and you
had so many minutes to get it to the com-
pany. They didn’t put 12:00 or 12:30; they’d
put 12:01 or 12:32.

Well, I went up there and the company
wasn’t there. Nobody was holdin’ the line
or everybody was asleep, except the

48 SEPT-OCT 1991

machinegunner; they never slept. I found
out my company had been relieved, so |
went back and on the way I ran into this
second lieutenant. He had “shell shock,”
‘cause he was talkin” and acting funny; he
looked pretty rough. I asked him if he
knew where my company was. He said,
“Company H? Right over there.” ButI told
him no they wasn'’t, ‘cause I was just over
there. “Well, they advanced then,” he said.
So I ran back up and advanced too.

[ jumped into a trench about 100 yards
up. [ heard voices down the trench, so I ran
down that way and ran smack into some
Germans! Boy, I jumped back outta there
and ran like you wouldn’t believe. They
were confused foraminute, but then started
pourin’ it on me. They got a machinegun
goin’ too. They sent up a flare, and we’d
been taught that if you couldn’t get down
in time to stand straight like a stump. Well,
[ thought that was screwy, so I flopped
down on my belly. That machinegun kept
tappin’ away, but they didn’t get me.

[ crawled about 400 yards to get back to
our side across no man’s land. I got back
and ran into that same damned second
lieutenantagain. He said to stay there with
him for the night in his dugout, but [ said I
had to get back to my company. But then
he told me not to worry, he’d fixit with my
officers. So I stayed.

When we got up in the morning, he had
me carry one of these two big suitcases he
had with him, and off we went toward the
rear. We got onto this cobblestone road
and there was dead soldiers everywhere. It
was my company! There was this one guy
who’d gotten a letter from his wife the day
before, sayin’ she’d had a baby. And there
he lay — there he lay. They’d gotten shot
up when they were pullin” back after being
relieved. The Germans had used their big
guns that could kill 15 men with one shell.
There was only 14 men left in the company
after that.

You were at St. Mihel weren’t you?
Yep. We got the Germans goin” there. We
got ‘em goin’! They was built right into the
ground there, regular homes. Wesetin our
artillery at night and let ‘em haveit, and at
four in the morning we went over. We
didn’t all charge forward like yuh see on
the television. We ran and crawled from
hole to hole.

Put Silvers in 1917,

The Germans had been there for quitea
while. The French named it “Dead Man’s
Hill” after they’d lost 35,000 men there.
The English were there forawhile, too, and
lost 40,000.

We went up against the Germans’ 10th
Division, The Prussian Guards. They were
good, solid-built troops, and didn’t look a
pound apart, but we slaughtered ‘em. We
took one of their batteries there — three
brand new guns on wheels, all dug in, but
they didn’t have any ammunition. We’d
come up on ‘em too fast.

Along toward the last, we pushed ‘em
and pushed ‘em; kept ‘em goin’ we did.
They were runnin’ so fast, one time we had
touse our cavalry to catch ‘em; we couldn’t
keep up with ‘em on foot. We lost a lot of
men to push ‘em outta there like that,
When it was over, there was only 15 men
left in my company that time. My com-
pany got wiped out twice and [ made it
both times. | was real lucky.

You were at the Argonne Forest, too,
weren’t you?

That was an awful, bloody mess, the
Argonne. We'd been up on the Argonne
Front for 28 days, and were due to get
relieved by the 5th Infantry Division. Well,
they showed upand we moved backamile
or two. They’d brought up kitchens for us,
and we took a break. We built some little
fires and even gotall our back mail. Imusta
had 10 letters, and my wife put 3 sticks of
gum in one. I was just startin’ to read it
when the division general showed up. He
got up on a wagon and said to us, “Boys,
yuh gotta go back up there. The 5th Divi-
sion has retreated 3 kilometers and they’re
still goin’. I know when the 3rd Division
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goes back up there, we're gonna take it!”

We'd only been back a few hours, so
you can imagine how mad we were — not
atthe general or the Germans, butatthe 5th
Division. We were up there foramonthand
didn'tbudge, and they were there fora few
hours and retreated 3 kilometers! We all
picked up and threw all our mail right into
the fires; neverread aword ofit. Wemoved
out and took back all 3 kilometers that
same night. We lost men, but we took it all
back.

The Germans there weren’t done yet,
though. They really poured itonus. Atone
point [ was trapped with a couple other
guys in this filled up shell hole. It was just
deep enough to hide in. Every time we’d
move aninch to get out, they’d hammer us
with those damned machineguns. It got so
we'd just wave our hands to tease ‘em so
they’d shoot.

It really got tough one time. They’'d
started to pour their artillery in on us.
There was a lot of timber in there, see, and
after they let up we had a helluva time
getting out, ‘cause timber had fallen across
our hole. We had to chop and dig out.

The next morning they brought our
rations up, but the rest of the company had
pulled back; it had got too hot for ‘em. But
the Germans had quieted down, so we
went over to the pile of rations, but we
couldn’t eatit— it was all soaked in blood.
The bread was like a wet sponge of blood.
All we could salvage was some cans of
corn syrup. We drank that and got sick.

You canbelieveitor not, but whenitgot
light and we looked around up in the trees
that werestill standin’, there wasarms and
legs and other body parts blown up there
by the artillery. Blood every place yuh
went.

They pulled us back finally, and they
was losin’ so many men they put us to
work burying the dead. We didn’t dig
deep holes for ‘em; we just dug shallow —
16 inches deep. After they laid there dead
for a while, maybe a leg would stick up or
an arm, and I'd have to step on ‘em until
they got the dirt piled up on ‘em again.
They didn’t even put blankets over ‘em,
just threw dirt in their faces. Hauled ‘em
back from the front with mule teams,
stacked on the wagons like cordwood.

There was a lot of Germans at that
Argonne Forest and they sure put it to us,
and I don’t mean maybe! They had good
artillery there, and we did, too, but I think
they got the best of us in that one.

Were there any other big battles you
were in?

The only one you mighta heard of was the
Madelaine Farm. That’s where [ met my
friend, Klingel. He was from Louisville.

CHACO

Boy, he was a prince! Me and him were
together the first time I got cooties — but
I'll tell yuh about that later.

Anyway, they put us in the front at the
Madelaine Farm. Big, open fields and they
put us in there in the broad daylight. And,
ohboy, did they slaughterus! They poured
their goddamned artillery at us all day
long. All over the fields lay dead — dead
everywhere. You'd see guys runnin’
around and they’d maybe trip across a
dead body, ‘cause there was plenty of ‘em
that day. There was a lot of shrapnel flyin’
everywhere, sothese guys would pull dead
bodies over ‘em for cover. Didn’t help
much. My Lord and my wife was the only
reasons I made it through that day.

Tell me about the cooties.

[ got the cooties over there, and a lot of ‘em.
Cooties — yuh know — little bugs — lice.
Klingel was the cause of me gettin’ ‘em the
first time. It was dark and he found this
dugout for us. He felt around in there and
felt a boot. He yelled and told ‘em to come
out. They didn’t answer, so he yanked on
the boot and whole leg came off! They’'d
been dead in there a long time, but he went
in and dumped ‘em all out. We moved in,
and, boy, did we get loused up! I couldn’t
get rid of ‘em for a long, long time. They
had these delouser machines — they take
all our clothes and dump ‘emin a pile and
spray ‘em. The cooties in the middle just
stayed warm, though; it didn’t get rid of
‘em all. They sprayed us, too, and gave us
some special soap, but it didn’t help much
either.

Did the Germans vuse gas against you?
They sure did. You could tell when a gas

shell was comin’ — gas shells whistled. I
was sittin with my partner, and he said,
“Yuh better put yer gas mask on.” I said,
“O.K.” and sleptwithitoninthedugoutall
night, but he took his off too soon and got
sicker than the devil.

We'd have to walk back a long ways to
get fresh water, ‘cause the gas would poi-
son it. You could dip it up in goups. It
would collect in the bottom of shell holes
and you’d have a helluva time jumping
from hole to hole in a fight, ‘cause of the
goups of mustard gas in ‘em.

Mustard gas looks just like the mustard
yuh buy in the store. If yuh got a scratch or
a soreina placethat had got gassed, they’d
get yuhright outta there. The gas could get
right inside yuh that way.

Why weren’t you promoted above
private?

They offered it to me, but I didn’t want it.
[liked being a buck private. You were your
own man that way, and didn’t have to
worry about anybody else. After the
Argonne, they offered me first sergeant of
the new company they were building. I
said no, so they put me on K.P. for two
weeks and gave me every dirty job they
had. [ didn’t even want PFC.

Did you ever see any dogfights
overhead.

We didn’t have really effective bombs in
World War I, not like in this thing you just
had over there in the desert. It was a differ-
ent war altogether. Our main stuff was us
and the artillery, and that was it.

[ saw four American planes the whole
time [ was over there. [ saw lots of German
planes, but only four Americans. Once, we
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had these three observation balloonsabove
our front at St. Mihel. There were four
American planes flying around, guarding
‘em. Well, we heard this deep “brrrrr,” the
sound of German planes (their engines
sounded deeper than ours). When the
American planes caught sight of them,
they [the Americans] turned-tail and flew
away. Two German planes flew in and
blew up all three balloons. I don’t have
much use for the air corps.

Tell me more about the German
machineguns.

[used to laugh at those damned German
machineguns. They were water cooled, so
when they got hot, steam came off ‘em and
gave ‘em away. I'd fire ‘em up with my
Browning then. They had a regular water
tank around the barrel. There was lots and
lots of ‘em, though. They even had ‘em up
in church steeples.

This is how we took out their machine-
gunnests. You'dlosea lotof men, but we'd
take ‘em out. The German gunner would
just stick his head up every once in a while;
we could never get a shot at that guy. So
we'd send three or four of our guys up to
draw his attention. As soon as he was busy
shootin” them up, we’d run up off to his
side. Wekeptdoin’ that. We'd have tosend
out three or four groups after the first,
‘cause the machinegun would always geta
bunch of our guys. They’d even get some
of the guys who ran off to the side; so we’d
send more 0’ them, too.

Finally, there’d be two or three of us up
close on him, and we’d all throw hand
grenades in there and blow him to hell. We
used German grenades for that. Oursdidn’t
go off half the time. The German ones were
shaped like a hammer — a potato masher,
really. We used ‘em for other things, too.
We had these big rats in the trenches with
us. We laid out some food for ‘em, and
when they cameintoeatitwe’'d smash ‘em
onthe head withaGerman grenade. Killed
‘em dead.

What did you think of Gen. Pershing?
Hewasthebest man whoever putonarmy
boots. He was real. He wasn’t like that
damned MacArthur — “I shall return.”
Pershing never said nothin’, he just did it.
I named my firstboy after him. I've been as
close to him as you are to me now. He
would justlook at your rifle and ask where
you were from, or if you were getting
enough to eat. He didn’t say much, he was
a quiet fella.

| heard you had some trouble with the
M.P.s over there. What did you do?
Nothin’! This major came up and took a
bunch of us for a detail. We wentdown the
road a ways and he told us to wait there.
Well, he never came back. (You weren’t in
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the M.P.s were yuh? No, that's right; you
were in the infantry, too. Good, then I can
tell yuh this.) I hate those M.P.s yet today.
We got hungry waiting for this major, so
we went to look for some food. Weran into
some M.P.s on motorcycles. Boy, I hate
those guys! They grabbed us and took us
back to their building; they lived in a real
building. It was raining out and the water
was comin’ in on their floor, so they had us
out in the rain digging a trench around
their building. They would look out the
window and tell us they’d arrest us for
desertion if we didn’t get with it. When we
finished, they let us go back to our unit.
They never were gonna arrest us; they just
wanted someone to dig their trench.

I got into another jackpot with them
M.P.s. It was after the war on occupation
duty in Andernach. We used to walk up
the hill to the cafe in the evenings. There
was thisold German, wooden-legged, guy
who lived up there. Well, some damned
screwball American came by there and
killed him! He was gone already when we
got there, but these damned M.P.s came
along and said we did it! They took us off
to the German jail in town. The two town
bankers werein the cell with us. They were
in there for buying cigarettes from the
Americans.

There wasn’t even a bunk in there; we
slept on the cold, wet floor. By God, our
captain came up there the next morning.
Capt. Richmond — boy, he was a great
guy! They wouldn’t even let him in the
front line because he was too valuable; he
ran the battalion, not the colonel. He told
me and Posey Rutledge, the other guy in
there with me, that he’d have us out in 24
hours. Sure enough, the next morning he
showed up and we were set free and the
charges were dropped.

What about the Marines over there?
Well, let’s just say they didn’t deserve all
the praise they got. That'll never change,
though. They'renotexactly like what they’d
like yuh to think they’re like, yuh know.
We werejust as good — probably better —
wejustdidn’tget theattention. They fought
under French command a lot, see, and next
to the French I guess they would be great
soldiers. Next to us, they weren’t nothin’.
I've heard the stories, even seen it on tele-
vision, about the Marines over there. I
don’tgofor that. They reminded mealot of
the M.P.s.

Did you ever run into any tanks?
You'veprobably read abut these fake tanks.
The Germans would find an open spotand
build one right there, lookin” all mean and
ready to go. They were just cardboard,
though; a trick to scare us. I never seen any
American tanks — we was on our own, us

and the artillery.

The Germans had real tanks, though,
too. They didn’t use ‘em against us too
often, though, even though we didn’t have
any torpedoes or nothin’ to use against
‘em.

Tell me about the occupation of
Germany after the war.

Ilived in a house with a German family for
a while. Their father was in the hospital
with seven of our machinegun bullets in
his legs, but his family treated me like a
prince. [ used to take ‘em bread, and they
acted like it was cake. All they had was
usually some black hardtack. I asked their
little boy what he wanted to do when he
grew up and he said, “Fight Americans!”
And he probably did in the next one they
cooked up over there.

When the father got out of the hospital,
he gave mea nicelittle officer’s pistol. They
wouldn’t let me bring it home, though.

That was in Andernach, right on the
Rhine. That'ssomeriver. We guarded some
German prisoners while they builtabridge
acrossitthere.lused to godown toKoblenz
alot, too. Therewasalotof old artillery and
cannon balls along the river there, most of
it from Napoleon’s day.

But speaking of guarding prisoners, I
was guarding these German women they
had dismantling these shells so they
wouldn’tfire. [wasinanobservation tower
with sandbags all around it in case one of
the shells went off. I had a .12-gauge
“trenchsweeper” to guard ‘em. It wasn’t
like they were dangerous criminals or any-
thing. But them damned women would
yellupatmein thetower, knowin’ Icouldn’t
leavemy post, “Kommen Sie hier! Kommen
Sie hier!” and they’d lift up their dresses
and show what they had.

Ourarmy wouldn’tallow thatanyway.
World War I didn’t allow yuh to monkey
around with women. Now, these guys in
World War Il — I'm tellin” yuh, those
soldiers played with the women more than
they fought! We couldn’t do that. We went
over there to fight and that’'s what we did.
When did you finally get home? What
was it like?

Theyletus goin thesummerof1919.1rode
homein the Kaiser’s wife’sboat, yuh know.
The Kaiserina Wilhelmina Alexandra, it was
called, and it was a big one, all inlaid in
gold. We took all them German boats, yuh
know,and used ‘emtoship our guyshome.
Well, we finally landed in New York, and
then they took us to one of these camps the
army had setupallaround thecity for guys
comin” home. They gave me $30, a train
ticketback home, and my discharge paper.
Three days after the boat hit land, I was
home. Dk
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CLASSIFIED ADS &

CONVENTIONS

Individual subscribers to this maga-
zine can place one free ad in this section
each issue their subscription runs. Maxi-
mum lengthis 50 words, and that includes
your name and address. There are no re-
peat ads; if you you want your ad to run
more than once, you must send it in new
for each issue. We reserve the right to edit
or exclude anything we find offensive or
just plain don’t like. Please type or print
yourad clearly. Non-subscribers and busi-
nesses, or subscribers needing more than
S0 words, can get in here for 10 per word.
Again, no automatic repeats from issue to
1ssue. Convention annou ncementsrun free,
and may go over 50 words.

Toledo Gaming Convention IX. Oct 6-7, Uni-
versity of Toledo, Scott Park campus. This year
over 150 role-playing, strategy, tactical, and
miniature games will be run. Other events in-
clude: an auction, demonstrations, painting
contests, dealers, exhibitors. Featured this vear
are AD&D 1st and 2nd editions, Battletech
Warhammer/W}-l;lUk,. Call of Cthulhu, Rifts,
Rnlen*laster,ChiILC‘yberpunk,Shadm-vrun,ﬁtar
Fleet Battles, Gu rps, TORG, MBT, and Twilight
2000. Other events include non-stop movies
and open gaming. For more information, send
a SASE to: Toledo Gaming Con. IX, ¢/0 Mind
Games,2115N. ReynoldsRd., Toledo, OH 43615,

LAGACON-12, 9 November 1991, presented
by the Lebanon Area Gamers Assoc.,atKasper's
Ark (5 miles north of Lebanon, Pa., on Rte. 72).
From 10 a.m. to Il p.m. AD&D and Battletech
tournaments, plus ASL, Axis & Allies,
Shadowrun and more. Food and Vendors. Pre-
registration $5 (make checks payvable to Keith
Roth), or $7.50 at the door. For more informa-
tion: Lebanon Area Ga mers, 806 Cumberland

St., Lebanon, PA 17042, or call: (717) 274-8706.

For Sale: Almost 150 games. Most are S&T or War-
gamer, with the magazine included. Many have never
been played. Send SASE to: Don Strickland, 77 Manor
Place, Oreland, PA 19075.

For Sale: Mint-condition Commmand #1-%70, and mint
Command 2-$60, or both for $100. Also havemint S&T
139, Arabian Nightmare for 520, and mint S&T 136,
Borodino for $20, or both for $30. Wil] consider all
offers or trades. Contact: Daniel Remington, 700
Conley Lake Rd., Deer Lodge, MT 59722,

For Sale: Mint copies of Command #'s 1,2and 3. Also
have a few other out-of-print games and some old
Moves for sale or trade. Contact: Geor ge Chrestensen,
24540 15th Ave. S, Des Moines, WA 98189. Call- (206)
824-0701, and please leave a message; I will call back.
For Sale: Over 200 wargames, many from the late
1970s. Send SASE for list to: Matthew Helton, 3620
Darwin PL., Duluth, GA. 30136.

ForSale: 70+ SP] wargames and copies of Moves. Send
SASE to: B. Na mani, 2501 Calvert St., #804, Washing-
ton, D.C. 20008. Tel: (202) 667-3365.

For Sale: Many games, including AH, SPI and others.
Also many magazines, including The General, S&T.
F&M, Wargamer, and others, Many out of print items;

most are mint or excellent condition. For list, send
SASE to: Mark Pilling, 6528 Lee Valley Dr., Apt. 303,
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Springfield, VA 22150.

For Sale or Trade: Many wargames. Send a SASE or
your list for my list. Ben Scott, 801 Georgetown Dr.,,
North Augusta, SC 29841

For Sale, still in wra ppers: Three copies of Command
#2, $85 each; two copies of Command #4, $45 each.
Gary Robinson, 7235 Charmant #826, San Diego, CA
92122. Will play any XTR game face-to-face.

For Sale: Hitler's Last Gamble, Dark ¢ rusade, Attack in
the Ardennes, Druid, Struggle of Nations, World War 11
(SPI edition), Normandy (SPD), Command #1, 2, 3 (un-
punched), Counterattack #1,2 (unpunched), Campaign
#74-111, Grenadier #1 1-24, Battleplan #1-9. Send SASE
for complete list. John D'Addario, 35 Greenbush St.,
Cortland, NY 13045. Tel: (607) 753-0614.

Wanted: Completeissues of Commuand magazine, nos.
[,2,and 3. Willing to pay a good price for them. Please
contact: Jose Carlos Cruz Moren 0, Pensador Mexicano
10, Nicolas Romero, Edo. de Mex., Mexico, 54400,
Opponents Wanted: Kansas City area. Play all tvpes
of wargames, especially Comimand and XTR Ziplock
sames. Reply to: Kevin L. May, 8804 Pflamm Rd., Apt.
#304, Lenexa, KS 66215,

Wanted: All games by Yaquinto, punched or un-
punched. All 1960s ‘wargames” from Milton Brad-
ley, such as Broadside, Dogfight, etc. Also want SPI's
Pea Ridge, 1914 Expansion Kit, and Min g Enterprise’s
Texas Revolution. Contact: Donald Rhyne, 403 State
St., Du po, IL 62239, or tel: (618) 286-3322

For Sale or Trade: SPI, 3w, Victory Games, TSR:
5ames, magazines, military history books. New addi-
tions. Send SASE to: Mark J. Perry, 62 Swan Dr.,
Middletown, RI 02840

ForSale:SPI, AH, Metagaming, Mmagazines, role play-
ing stuff. Send me vour SASE and I'll send voumy list,
Emmett Arnold, 3420 28th St., Lubbock, TX 79410.
Tel: (806) 793-7974.

For Sale: Red ucing large private collection. Books on
military history, economics, politics, science fiction
and related subjects. Also wa rgames from many pub-
lishers, old and recentvintage, mostly mintand boxed
editions. Send legal-size SASE to: W.R. Hawkins,
6756 Heatherbrook Dr., Knoxville, TN 37931

For Sale: My list keeps growing. I now have several
Rand games, Custer’s Last Stand (Battleline), 1944
(Histo), Stege of Port Arthur (Strife), and many early
SPI games. Over 300 games and magazines. Send
SASE to: Doug Traversa, 4433A [ a rch St., Mountain
Home AFB, 1D 83648, or Tel: (208) 832-2559,

For Sale: Several wargames. Also want to trade War
in Europe (with WWI expansion) for Wacht Am Rhein.
and/or old S&Ts. Send SASE to: Tom Stana, 113
Hunter Way, Chalfont, Pa. 18914. Phone: (215) 997-
9369,

Limited Number Left! Never punched, opened or
read! Command #1 at $85 each. Command #2 at $65
each. First come, first served, Check or money order
only. Allow two weeks for check to clear. D Com-
pany, P.O. Box 1988, Ann Arbor, MI 48106.

FOR SALE — WARGAMES/MAGAZINES. SP],
ISR, GDW, Avalon Haill, Victory Games, 3W, Rand
and more. Magazines with games, 5&T's, Command,
3W, CounterAttack, Ares, AH Generals, Moves, Cou-
riers, Wargamers Digest, Campaigns, Miniature War-
games, Dragons. Numerous Miniature Rules and
Judges Guild material. Send LONG SASE for list to:
George Turner, P.O. Box 4206, Center Line, M1 48015-
4206.

OPPONENTS WA NTED. Ann Arbor and southeast-
ern Michigan. Command and Rhino games. Advanced
Squad Leader. Mark Even, 917 Sunnyside, Ann Ar-
bor, MI 48103.

FOR SALE: Mint unopened Ad Technos alternative

WWII wargame “Return to Europe.” Make offer.
Phone: 614/761-9071.

WANTED: Martian Metals Robotic Armor Minia-
tures “Rivets” and any wargames by Perry Moore.
Phone: 614/761-9071.

FORSALE OR TRADE: SPI, GDW Eu ropa titles and

more. Many monsters, many mint. Send SASE to
Stephen Grover, 29 Otis St, Manchester, CT 06040,

TheChaco War

Diaz, Julio Arguedas. Reminiscencias di [a
Campana del Chaco. Ediciones Populares
Camarlinghi, La Paz, Bolivia, 1978.
Estigarribia, Felix. The Epic of the Chaco.
Greenwood Press Pubs., New York, 1969.
Macias, Silvio. La Selva, la Metralla, I la Sed
— La Guerra del Chaco. Publisher and date
unlisted. Asuncion, Paraguay

Querejazu Calvo, Robert. Mes:mmdny.
Empresa Industrial Grafica E. Burrillo, La
Paz, Bolivia, 1965.

Salamanca, Daniel. Docunentos para una
Historiade la Guerra del Chaco, 4 vols. Edito-
rial Don Bosco, La Paz, Bolivia, 1952,
Toro, David R. Mi Actuacion en In Campana
del Chaco(Picuiba). Editorial Renascemiento,
La Paz, Bolivia, 1941.

Vegara Vicuna, Aquiles. Historiadel Guerra
del Chaco, 7 vols. Litografias e Imprentas
Unidas, La Paz, Bolivia, 1940.

200k, David. The Conduct of the Chaco War.
Bookman Assoc. New Haven, Conn., 1960.

It is Balloon!

Hanson, Zenon. The Goodyear Airships. Air-
ship International Press, Bloomin gton, I1li-
nois, 1977.

Keller, Robinson. Up Ship. The Naval Insti-
tute Press, 1982.

Larson, George. The Blimp Book. Square-
books, 1977.

Smith, Richard K. The Airships Akron and
Macon. Naval Institute Press, 1965, ok

Red Sky Morning

Despite the immense popularity with
which RSM has been received (we sold
and shipped over half the printrun the first
day we had it in the office — a new record
for us), the one thing about it 110 oze seems
tolikeare the “Sad Sack” figureson the two
ground units. O.K., here are two substi-

tutes done up in a more hi gh-tech-looking
NATO-symbol style.

Alexandros
Here are two more Arab barbarian
counters, to give you the proper count for
them no matter how their die roll result.

Hougoumont

What if the French had committed a
battalion of the Middle Guard to the fight
for the chateau? Here they are; incorporate
them into play of the Variant Scenario.
They constitute a Separate formation, and
as such cost the Frenchman one VP to
obtain them. k)
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The Chaco War
by Paul Dangel

Since the problems faced by both sides
in Chaco are basically the same, I won't
differentiate these play-tips between the
combatants. On balance, the main difter-
ence between the two armies is the quality
of theirleaders. For Paraguay, the problem
is how to get the most out of all those good
leaders. Bolivia's problem is getting a half-
decent leader in charge and keeping him
there.

Supply

The side that keepsitsarmy insupply is
going to survive. Though surviving 1s a
necessary precondition to winning, italone
is not sufficient. Carrying the war to the
enemy is also required, but doing that
means moving away from those safe sup-
ply sources. Get the most out of the short
and medium lines of communication (LOC)
distances by careful placement of the GHQ.
Keep a truck attached to the GHQ and if
your commander isn’t good for anything
else keep him there also. Don’t overlook
the attachment of trucks to leaders; they
can extend supply to remote units holding
critical crossroads.

If you're going to panic about being out
of supply, save it for the rainy summer
months of January and February. (That’s
right — summer — this is the southern
hemisphere, remember.) It's during those
months that you’'ll learn just how hot your
dice are, because you're certain to make a
good number of attritionrolls. (Ifyouaren’t
making any, it's because you're uselessly
cowering at your own end of the map.) If
you feel your dice are good and you want
to be daring, in December, run your GHQO
back to within the shortest LOC length for
a rainy season turn. This lets you accumu-
late gobs of combat supply and replace-
ments for a Fall Offensive. That is, if you
still have an army — because during those
rain turns, you'll have to abandon your
whole army to attrition die rolls and a
possible surprise enemy rainy season of-
fensive.

Pay careful attention to where combat
supply points (CSP) get placed. It's good to
stack them in the front line for instant
combat supply, especially when on the
defensive. However, they're wasted if the
combat units stacked with themrout. Keep-
ing them behind your lines is safer, but if
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combat supply is going to reach the front,
a leader will have to be stacked with them.
Generally, a player on the defensive will
scatter CSPs along the front, stacking them
with remote units, and will accumulate the
rest in rear area CSP dumps at key cross-
roads with a leader to distribute combat
supply. The movement of those dumps
and leaders toward the front is the surest
sign of a coming offensive.

Combat

Attacksshould be orchestrated allalong
the front to make the defender choose very
carefully when to burn CSPs in defense
and when to withhold them. Some of the
more important victories are measured
not in terrain gained or enemy units de-
stroyed, butinhow muchoftheopponent’s
CSP stockpile is consumed. On the other
hand, don’t get suckered into expending
all your combat supply for nothing, simply
because the enemy won't back down.

Players most often overlook the Reac-
tion Combat Phases. That's a big mistake.
If you use the Reaction Combat Phase to
counterpunch an enemy attack, either di-
rectly or on some other part of the front,
there’s a good chance his Second Combat
Phase will be wasted in reaction to your
counterattack, rather than as a follow-
through of his original attack. The Reac-
tion Combat Phase is also an excellent time
to launch your own major attack. First of
all, the enemy won’t be expecting it then,
and if he overreacts toit, he’llburn up even
more of his CSPs. Secondly, you get the
next Supply Phase and more of your own
CSPs to either fuel a smashing success or
shore up a disaster. I once saw a game
virtually ended in two turns with thatkind
of one-two punch, and that was a Bolivian
victory to boot!

When it comes to distributing losses
REDUCE!Nevereliminate, evenifitmeans
giving up more than is needed to satisty
the combat result. That's because replace-
ments will bring reduced units back to full
strength far more quickly than the time it
takes reinforcements to travel to the front.

Trucks

Unsung and unglamorous, these units
hold the greatest potential for bringing
victory to either side. Most players scratch

their heads over what to do with them
other than attaching them to the supply
network, which is in itself an important
role. The clever player, though, will take
what trucks can be spared from supply
(two is good, but three are better), and
stack them together with some decentcom-
bat units and a leader at a crossroads near
anopen flank. In your Reaction Movement
Phase, turn this “fire brigade” lose on your
enemy’s rear area and you'll short circuit
whatever plans he’s got brewing. This is
bestdonein the Reaction MovementPhase,
because you’ll get thenextMovement Phase
to bring the raiders home. Of course, once
your opponent has seen how effective this
can be, he'll create his own motorized bri-
gade, and before you know it, you'll both
be complaining there just aren’t enough
trucks to build your true proto-Blitzkrieg
army.

Entrenchments & Fortifications

Since these are permanent once built,
it's nota good idea to build too many, since
you may find you have to retake your own
works, now enemy occupied, later on. Itis
a good idea, however, to upgrade the en-
trenched settlements to forts, simply be-
cause they’re already on the map and you
may as well make the most of that fact.
Connecting neighboring fortified/en-
trenched settlements, like Bogeron and
Arce, with entrenchments creates a formi-
dable defensive line and a good backstop
to catch routing units. The latter is also a
good reason for dropping an entrench-
ment on a crossroads hex behind the front.

Victory Points

Most players view the settlements as
their military objectives. That’s very dan-
gerous because of the variable VI awards
for them. Settlements are important for
supply and to the politicians, butnotas VI
generators. Battles tend to gravitatearound
them because they generally sit on cross-
roads. I don’t worry about VPs during the
came, except during truce turns when a
50+ difference can end play before I get
rolling. The key to winning is killing the
other guy’sarmy. Do thatand the VPs take
care of themselves.

Bolivian Leaders

If you're adept at defensive wartare,
these guys are not all that bad. Keep the
negative-command-rated army com-
mander back with his GHQ. There he’'ll at
least help offset his bad rating when it
comes to generating CSPs. When attacking
is required, save your air markers to help
offset the attacking leader’s command rat-
ing, butremember you can use only oneair
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per combat. Replacing the army com-
mander can be tricky, and can cost more
VPsthanit’'sworth. Depending on who the
army commander is, it can be more benefi-
cial to replace the subordinates. Stacking
the subordinate “deck” with Bilbao and
Penaranda makes it easier to push the top
man into the Replaced Leaders Box for the
duration.

Developer’s Notes

During my stint as the “Senior Games
Editor” of S&T magazine, I was privy to
the votes of the 300-some feedback cards
returned for eachissue. The question read-
ers consistently asked on those cards was,
“Where is the Chaco game? What has hap-
pened to Chaco ?”

It's been nearly five years since I first
saw Bruce Farcau’s original Chaco. That
was back when Keith Poulter was publish-
ing The Wargamer, and he sent me a copy
for “evaluation.” I returned it with the
comment, “It has good possibilities, but
needs some work.” That was the last I saw
of Chaco until three years later, when Jim
Dunnigan became editor of 3W’s 5&T. He
sentmea copy,along with the instructions,
“Needs to be made into a half-map, 100-
counter game.” It appeared to be the same
copy Poulter had sent, but there weresome
changes, and judging from the different
styles of notes in the rules margins, it must
have gone through several other hands.
Also, there was a packet of playtest notes
and suggestions, but no names or dates.

When designer Farcau was presented
with the notion of chopping his game in
half, he, being a career diplomatinreal life,
politely butdisgustedly threw uphishands
and became dismayed of ever seeing his
game in print. Dunnigan gave the task to
me and I gave it my best shot, but the
finished result played like TAHGC's Afrika
Korps without the Afrika Korps. Expecting
to feel the legendary “Dunnigan Wrath,” I
was surprised when he expressed no dis-
appointment at all, since he explained he
didn’t consider the topic to be one worthy
of much attention anyway. The game got
stuffed into the “In Progress” box to await
developments.

[t didn’t have to wait for long, because
shortly thereafter Dunnigan left 3W and
S&T was boughtby Cummins Enterprises
(now Decision Games). Around that time,
[ asked Bruce about the Chaco game con-
tract with 3W, and to my surprise, he in-
formed me he didn’t have one! When I
then asked Ty about the possibility of put-
ting the game in Command, it seemed that
would be Chaco’s last chance to see print.
Asit turned out, Ty was, so to speak, game
— and here, at last, it is.

CHACO

Judging from the questions usually
asked by the playtesters during this
design’s long gestation, here are the an-
swers to those you might have after first
reading the rules.

Supply. I hate supply rules, but after
reading about the Chaco War, I realized
the supply rules for this simulation were
going to have to be a bit longer than the
bare minimum. Theoriginal rules required
creating a “supply necklace” of truck units
reaching across the map from board edge
to front line. That took a lot of time count-
ing, positioning, recounting, and reposi-
tioning truck units — lots of truck units.
Playtesting showed it became too weari-
some a task to performevery turn. We then
tried going to the other extreme, and made
supply completely abstract. That was easy
to play, but it didn’t have the Chaco War
feel. After more experimenting, the cur-
rent method evolved as a compromise be-
tween the accurate (complex) and the ab-
stract (playable).

The supply mechanics are not meant to
represent the actual movement of material
through a supply network, but rather the
efficient management of that material. Bad
generals usually had bad staffs running
things for them, and the more difficult the
problems, the worse their solutions were.
That's why an army commander with a
poor command rating delivers less supply
to the front than a good one; and the farther
away from his home bases he gets, the less
he’s able to get to where it’s needed most.

[n most games, supply is cut and dried
— a unit in supply lives and one out of
supply dies, sometimes immediately,
sometimes over the course of two or three
turns. This is not so in TCW. Being in
General Supply means the general staff is
certain of getting to you what you need to
survive. Being out of General Supply sim-
ply means you are not guaranteed to get
supplies. During the war, the systems and
organization needed to provide supply for
everyone were very fragile and tenuous.
The resourcefulness of the individual unit
commanders was what mattered when
thingsbegan tofallapart. That’s why being
out of supply is not a death sentence, but it
can be if the unit is cut off (that is, isolated)
from even the chance of “requisitioning”
material, and is out of water.

Water is everything in the Chaco; so
much that even the threat of being without
water was enough to cause a unit to disin-
tegrate.

The playtesters often questioned why
only one combat supply point was always
expended whether the combat involved
one unit or ten. At one point in the game’s
evolution, there wasa rulefordetermining

the number of units supplied per point
expended. That was dumped, again, be-
cause the time consumed figuring how to
milk the most out of each point became a
game in itself.

Combat supply points are not meant to
represent fixed tonnages of ammunition
or other materials; rather, they represent
the availability of munitions at the right
place and time, regardless of the exact
amount required. What good are moun-
tains of supply if they aren’t where they’re
needed? Again, we felt that by focusing on
the management of supply, rather than its
detailed distribution, we could avoid overly
complex rules, yet preserve the feel of the
historical problems.

Combat. From the very beginning, and
almostwithoutexception, playtesters com-
plained about the percentage losses on the
Combat Results Table. They said it caused
players to lose more units than they were
required to by the combat resultitself. This
is true, but not all the time. Generally, the
complaint surfaced when a player was
forced to give up his 6-4-6 unit to satisty a
10% loss result. In all fairness, other meth-
ods were tried, such as a generic-strength-
point counter mix, roster sheets, a step
reduction CRT, etc., but in the end it was
agreed the cures were worse than the dis-
ease. [ stuck with the original CRT because
it gave a good WWI feel, which is the
military erabeing simulated. Together with
the supply system, the CRT discourages
“frivolous combats,” where a player at-
tacks just for the hell of it.

Entrenchments. Players often asked
why entrenchments are permanent in the
game. Entrenchments there were rein-
forced with wood, and wood in the Chaco
has the density of iron. That's why they
don’t go away, and why it takes engineers
to build them. The combat die roll modifi-
cation for being in bush terrain reflects the
improved positions the line troops would
construct.

Leaders and the replacement system
were the latest addition to the game. The
historical influence the various personali-
ties had on the war was just too great to be
excluded fromthegame. The Political Phase
should actually be called the “Bolivian
Politics Phase,” because the Paraguayan
player should never need it. He has as
much reason to replace Estigarribia as the
French player in La Grande Armee does to
replace Napoleon. So why not have the
Political Phase apply to only the Bolivian
player? A great way to alter the balance of
the game and variety is to draw each side’s
starting leaders at random. This will show
you how important leaders were and how
different it all might have been. )
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[t is Balloon!

by Russ Jennings

[Ed’s Intro.: Those of you not part of my ‘Boomer generation,
and therefore not around towatch TV in the late '60s, might not
remember from where the slogan serving as this article’s title is
drawn. Still, I think you'll all find this piece an informative
history of American military airship development. All photos in
the article are courtesy of the National Archives.]

Anti-Japan Origins

The United States Naval Airship Program grew out
of a need for long range scouting aircraft that could be
used toassist the Navy in finding the Japanese battle fleet.
Specifically, they were to assist our fleet as it sailed to
relieve the Philippines, as called for under War Plan
Orange.

The size of the Pacific Ocean precluded this search
from being carried out by cruisers, the normal scouts for
early 20th century fleets. So, intrigued by the Germans’
successes using Zeppelins to scout the North Sea during
World War [, the U.S. Navy began its investigation of
lighter than air ships in 1916. By 1919, the Navy had
concluded the airship was the only aircraft capable of
flying the distances needed to do the job, and the Atlantic
crossing of the British airship R-34in 1921 confirmed it. At
that point, Navy calculations showed one airship would
be capable of scouting the same amount of ocean as a
squadron of cruisers.

The Physics — and Economics

Hydrogen was the gasused to provide thelift needed
to raise most airships off the ground. One thousand cubic
feet of air weighs 75 Ibs., while the same amount of
hydrogen weighs only 5 Ibs. (thus providing 70 Ibs. of
“lift”). Much like a seaborne ship displaces water and
floats, the hydrogen in an airship’s gas bags allows it to
“displace” air and float in the sky.

The gas bags are contained inside a rigid skeleton of
duraluminum, which in turn provides a solid frame to
which the bags can be attached, as well maintaining the
characteristic and aerodynamic cigar-shape of the diri-
gibles. Motors are located along the outside of the frame,
as well as tail and stabilizer fins, to provide control of the
ship’s direction and speed.

Airships are “weighed off” before they take off,
meaning the lift from the gas is countered by the weight
of such things as fuel, oil, cargo and water ballast. A
properly weighed off ship, massing hundreds of tons, can
literally be moved about by two men on the ground, each
at one end of the hull.

Another factor affecting an airship’s lift is the physi-
cal property of the gas itself. That is, any gas will expand
as it heats or rises in the atmosphere. Thus, as an airship
climbed, the gas on board would expand to the point
where any more would rupture the container bags. That
pointwasreferred toas “Pressure Height,” and to prevent

bursting, excess gas would be bled off into the air throu gh
valves at the top.

The process was called “valving off,” and could be
dicey. If too much gas was allowed to escape, the ship
would become heavy and begin to sink. That sinking
could, in turn, be controlled by using the engines and by
dropping water ballast. Further, as the gasoline powering
the engines was used up, theairship again becamelighter,
and that same could be true if some of the cargo was
dropped as bombs.

And while gas was frequently valved off to bring a
ship down, waiting until ni ghttall could also work. Then,
as the sun went down and the gas cooled and its volume
shrank, the amount of lift it provided also decreased,
allowing the ship to descend. And the reverse process
could alsobe used, by letting the morning sun heat the gas
and lift a ship that was otherwise too heavy to leave the
ground. Indeed, it became common practice to use this
“super heating” of the sun to lift airships. It allowed more
weight to be carried, and required less gas be valved off
when the ship descended.

Unfortunately, while hydrogen was cheap and plen-
tiful at $3 per 1,000 cubic feet, it had one bad trait — it
burned and exploded easily when exposed to flame or
sparks. (And that was especially true when it became
contaminated with small amounts of atmospheric oxy-
gen, as happened constantly in day-to-day operations.)
That was the reason most dirigibles were designed with
their engines hanging outside and away from the exterior
frame. Such arrangement worked to keep the engines’
heat and any sparks as far away as possible from the gas
bags.

The United States Navy’s answer to the problem was
to use the second lightest gas in nature, helium. Helium is
non-explosive, yet provides 97 percent of the lift given by
hydrogen. However, at the time it was found in only place
on earth, near Fort Worth, Texas, and was so expensive, at
$120 per 1,000 cubic feet, that the usual practice of valving
off could be utilized in only extreme situations.

Those two properties of helium were to dog the U.S.
Naval Airship Program throughout its history. While
three percent less lift doesn’t seem like much, that differ-
ence made it necessary to stretch the length of most U.S.
dirigible designs and also worked to decrease their load-
carrying capacity. Much more damaging, though, was
the high cost of the gas. During the tight-budget times of
the 1920s and early 1930s, every effort had to be made to
save as much helium as possible. In practice, that meant
the airships had to be kept below 4,000 feet, lest they
exceed pressure height and have to valve off some of their
precious gas. That low operational ceiling kept them at
the very altitude most likely to expose them to severe
weather, which, not surprisingly, then became the pri-
mary cause of the Naval Airship crashes of the era.
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And as if that were not enough, one further problem
plagued those first U.S. dirigibles as they were trying to
prove their worth to the fleet. That is, in order to help “sell
themselves” to successiveadministrations and the public,
the airships were frequently used for publicity flights
over cities or fairs. That detracted from their time with the
fleet, and led to considerable resentment (over the scarce
dollars spent on such frivolities) among both the old
“battleship brass” of the navy and its newly emerging
carrier advocates.

The Akron and The Macon

While other airships under naval insignia had actu-
ally proceeded the Akron and Macorn into the air, it’s those
two dirigibles which can be considered the first true
American-designed airships. And the technological
progress they embodied was considerable.

Foremost was the fact thev contained an in-hull
hanger deck, each capable of housing five single-seat
aircraft. Those planes (see sidebar) were equipped with a
hook-on apparatus above their top wing which allowed
them to engage a device called “the trapeze,” which was
lowered, crane-like, beneath the hull of the airship. Once
hooked onto the trapeze, the plane was lifted into the
airship, rehooked to an overhead trolley within the han-
gar, and moved to its own storage place for servicing.
(And, of course, the reverse of the procedure was used to
launch them.)

Further, the planes had their regular, fixed landing
gear removed for the duration of their stay on the airship.
Since their operational time was to be spent over water,
the wheels weren’t needed, and their removal increased
both airspeed and range.

The mission of the planes was neither defense nor
attack, but scouting. In those pre-radar days, the planes
were sent out from the airship at a 60° angle to its course,
and after a certain period of time, were flown back to it
along a zig-zag course centered on that same path. Utiliz-
ing the planes in this way, one of the airships could
effectively scout over 150,000 square miles in a day — the
equivalent of what not one, but five, squadrons of cruisers
would be needed to accomplish in the same time.

Since there was no chance of the helium exploding
due to a stray spark, the engines of the two airships were
kept within their hulls. This allowed for better streamlin-
ing and higher speed, as well as easy maintenance in
flight. The drive arrangement of the propellers was such
that the entire mechanism could be rotated 180°, and by
rotating their propellers, the Akron and Macon could take
off vertically and even fly backward. While that capability
was only rarely used, the fact remains these two airships
were the first operational aircraft capable of vertical take
offs and landings.

At 785 feet in length, and containing over 7 million
cubic feet of helium, the pair were among the largest
aircraft ever built. The were able to cruise at 80 mph, and
had a unique “Water Recovery System” along their hull
sides, which enabled them to reconvert the water vaporin
the engine exhaust back into liquid. This, in turn, allowed
them to make their own water ballast to replace the
weight lost as engine fuel was consumed.

Also unique was the provision of a secondary, aft
control booth in the bottom of the tail.

CHACO

Strides were also made in the ground handling of the
behemoths. A miniature railroad was emplaced at their
hangers, allowing them to be brought in or out in other-
wise prohibitively windy conditions.

And finally, a specially modified tanker ship, the
U.S.S. Patoka, had its on board mooring mast lengthened
and strengthened, enough to allow both airships to moor
on it while at sea. The idea was to replenish the airships
“on station,” while they continued scouting operations.
Successful moorings were soon made at Havana and the
Canal Zone.

Loss of the Akron

The main base for the twin ships was poorly located
at an air base in Lakehurst, New Jersey. That spot was
badly picked, first off, because most of the U.S. fleet
exercises of the day took place off the west coast. And,
second, Lakehurst’s location put the ships in the direct
path of almost every major weather front entering or
leaving the continental United States.

That second factor led to the loss of the Akron in April
1933, whenitcrashed at sea off the New Jersey coast, while
trying to maneuver around an approaching storm. The
airship was first lifted well above pressure height, then
plunged back toward and into the sea, by what we now
call “wind shear.” The loss of life was almost total, with
only three crewmen surviving their dunking in the cold
waters.

The Akron’s crash devastated the lighter-than-air
community within the service in several ways. Not only
was the loss of so many experienced crewmen a blow, the
complete destruction of the airship itself gave ammuni-
tion to those opposed to further development of military
dirigibles.

It was thus left for the lone Macon to prove the
validity of the “Flying Aircraft Carrier.” But after the
Akron’s destruction, she was treated with kid gloves, and
kept from any possible harm in the air, real or imagined.
This led to her being kept ridiculously close to all the fleet
exercises she participated in, and the development of an

The U.S. Airship Macon, with its trapeze lowered, about to hook-on some of its
planes.
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| Table: Macon/Akron Data
‘ Crew Size (for both) |

Total Complement: 16 officers, 75 enlisted |
Flight Crew: 10 officers, 50 enlisted

Pilots: 4 officers

Mechanics: 15 enlisted

Dates of Service
Akron Macon

Christened: 8 Aug. 1931 11 Mar. 1933
Maiden Flight: 25 Sept. 1931 21 Apr. 1933
Commissioned: 27 Oct. 1931 6 July 1933
Lost: 4 Apr. 1933 12 Feb. 1935
Survived: 3 survived outof 81 survived out of

76 on board* 83 on board

*The vastdifference in survivor ratios is aftributed to the difference
in water temperature at the two crash sites. Wiley was one of the
survivors of the Akron’s crash.

attitudeamong her officers and crew that she must run for
home whenever the weather threatened, be it storm, or
just fog, or even night.

Kept too close to the fleet, the Macon came to be used
for strictly “tactical” scouting — a mission for which she
was never designed. That is, an 800-foot, shiny silver

cigar, floating 2,000 feet above the center of the fleet was
hard to miss. In fleet wargames she was usually quickly
declared “shot down” by the umpires, and soon acquired
a reputation for uselessness and timidity.

Enter Lt. Cdr. Wiley

With the assignment of a new commander to the
Macon, Lt. Cdr. Herbert V. Wiley, all this changed. An
experienced airshipman, Wiley, who had served earlier
aboard the dirigibles Los Angeles and Akron, was deter-
mined to prove his airship’s usefulness.

Wiley brought a fresh perspective to the Macon’s
operations. After serving those two earlier tours on air-
ships, he'd returned to fleet duty, and there was able to
observe the big balloons with a less prejudiced eye than
his contemporaries in them. Just before he took com-
mand, he’d been serving as the navigation officer aboard
the cruiser U.S.S. Cincinnati, and had listened to the
complaints of the surface officers around him about the
airships’ poor performance.

Wiley immediately began vigorous drilling of the
Macon’'s crew. They practiced night hook-ons with the
scout planes, and worked to perfect the use of the then
brand new “Radio Directional Homing Device.” That
device aided the scouts on their return to the mother ship,
allowing even longer over-the-horizon missions to be
flown (while the dirigible remained higher up and farther
away from possible enemy observation).

He then had outboard fuel tanks fastened on the
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belly of the scout planes in place of the discarded landing
gear — increasing their range another 30 percent. And
Wiley also made creative use of the planes as ballast,
sometimes ordering them back on board to help weigh
down the airship and thus avoid the valving off of pre-
cious helium.

But even more to the point, Wiley set out to prove the
airship could function in the strategic reconnaissancerole
for which they had originally been designed. In mid-July
1934, he got permission to take the Macoin on an extended
training flight over the Pacific.

For several days he’d been following the news re-
ports of President Roosevelt’'s summer cruise aboard the
cruiser U.S.S. Houston. That ship had left Hawaii several
days before, and careful scouting of her likely course
allowed the Macon tolocate heron 19 July, 1,500 miles due
south of San Francisco. Lookouts on the cruisers spotted
the approach of two single engine biplanes. Shortly there-
after the Macon herself came into view, hooked on her
scouts, and then quickly released them again to drop
packages near the cruiser. The packages contained the
latest newspapers for the President, along with mail
specially cancelled by the Macor's mail clerk. Though his
direct superiors were not pleased by his “misplaced
display of initiative,” Wiley had proved his point.

By late in the year, Wilev had honed his crew’s skills
to the point where he was able to scout exclusively from
over the horizon, using only the five planes. In December,
during a wargame, the Macon proved to be the only cratt
capable of becoming airborne in a particularly dense fog,
and then flew on to locate the approaching “Blue” forces.
And later that same month, Wiley again had the pleasure
of being the first to locate two float planes from the
Cincinnati that had run out of gas and been forced to land
at sea.

Still occasionally “shot down” during these exer-
cises, usually when ordered to fly too close to the main
body of the fleet, Wiley had succeeded in demonstrating
the proper strategic role for his airship. And in one
important aspect — the nighttime launch and recovery of
aircraft — the dirigible had even shown itself superior to
its nearest rival, the aircraft carrier. Indeed, Wiley and his
crew were planning a mock nighttime dive bombing
attack on their arch rival, the carrier U.S.S. Lexington,
when the Macon crashed.

The Macon Lost

On 12 February 1935, while returning from a fleet
exercise, the Macon was struck by violent wind gusts
about 500 miles south of San Francisco. The gusts twisted
the ship, causing it to roll, and then tore the upper tail
loose from the hull. The base of the tail had been weak-
ened earlier in the transcontinental flight from Lakehurst,
while the Macon flew over Texas. Now it, too, tore loose,
puncturing two gas cells as it did, and releasing 20 percent
of the ship’s lifting gas. As the Macon began to fall, the
crew panicked and dumped all the ballast on board. That
lightened the ship too much, and she rose beyond pres-
sure height. That ascentin turn forced the valving off of so
much gas, whatever chance of recovery had existed dis-
appeared, and she fell into the sea.

The Macon's destruction effectively killed the Naval
Airship Program. Plans for other airships were made, but
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A World War Il-era LL.S. Navy blimp, the “M-1," shown at the time of its
maiden flight, on 16 October 1943, near Akron, Ohio.

none were funded or built. One of the most interesting
aborted designs was for a ship the size of the Macon and
Akron, but with internal hangar space for servicing only
one plane at a time. Nine exterior “perches” were, how-
ever, provided outside the hull, designed to hold a full
squadron of dive bombers, all of which could be launched
inasingle “salvo.” The presence of suchanairship at early
World War Il naval battles, such as Coral Sea, makes for
interesting speculation.

The bottom line on the pre-World War II Naval
Airship Program, though, comes out to nothing more
than missed opportunity and failure. While the dirigibles
of those days offered real technological progress in the
1920s and early 1930s, by the time of the Macon'’s crash,
they were being rapidly overtaken by the development of
the aircraft carrier and airplane. The B-17 was already
being planned, and seaplanes soon boasted a 1,000 mile
range, with top speeds over twice that of airships.

World War Il Blimps and Beyond

Even with the loss of its last rigid airship, the Navy
did not totally give up its lighter-than-air program. But it
was with non-rigid airship designs, or “blimps,” that the
program henceforth moved forward.

[t is a not well-known fact that not one U.S. ship was
ever lost from a blimp-escorted convoy during all of
World War II. Indeed, it was the establishment of airship
bases in Africa and South America that began the process
of effectively closing the Atlantic Ocean to Hitler’s U-boat
“Wolf Packs.” Combining relatively high speeds with
long “loiter times” enabled the blimps to discourage
approaches by hunting submarines in the first place, and
then keep shadowing them once they were sighted. It's
those same characteristics which have reinterested the
Navy in lighter-than-air craft today.

Unlike the rigid airships, the non-rigid designs rely
on the overall shaping of their skin envelope to give them
the familiar cigar shape, with only small assistance from
aluminum nose rings. The nose ring also helps secure the
blimp upon landing. The rest of the landing gear consists
of a single, large wheel underneath the gondola (or “con-
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Sparrowhawk!

The F9CSparrowhawk hasalways fascinated aviationbuffs,  neering, with gull wings and spatted wheels that added to their
especially those whose interests lie in the “Golden Age” of  beauty. The colorful markings they sported also appeal to the

aviation development, the 1930s. Certainly the fact it served as historians and individualists among their many admirers.

the hook-on aircraft for the airships Akron and Macon has a lot to The original XF9C-1 was designed to fulfill a navy contract
dowith that, but the design of the planes themselves adds to their for a new small carrier-launched fighter. While it proved a robust
mystique. They represented the graceful apogee of biplaneengi-  and fast fighter, its landing speed was considered too high for

carrier operations, and the top wing
blocked too much of the pilot’s forward
view when taxiing and landing. While

. = . the plane was excepted as “experimen-
—— L . tal” and the contract paid ($75,000), it was
' | decided not to enter production with it as
: a series type. Some months later, though,

b B R e cn— ]  the F9C, along with several other experi-
. A T RSN WS mental types, were sent for deployment
. . Ee | as hlgh pEfI'fDI'II‘lElI’lCE aircraft to be used in
TR  the hook-on experiments conducted at

i Lakehurst.

Because of much bickering and day-
dreaming, no firm decision on hangar
e arrangement was reached by the time the
. construction of the airships was begun.
e Almost by default, then, a “T” shaped

opening was left in the hull exterior, and

; . a 60x70 foot hangar space was provided

' - - F | | - inside. That T-shaped opening of the han-

= ¢ w— N—— . gar literally decided what the acceptable

dimensions of the airships” aircraft could

be. The “T"” measured 30x24 feet, and not

many planes were capable of fitting

through it — the F9C was one of those

few. It was not considered an ideal plane

for the job because of its heavy weight,
but the fact remained it was available.

Accordingly, a second contract was
issued foranimproved version, the XFIC-
2. The top wing was raised to improve the
pilot’s visibility, and was then bent down
in the middle to meet the fuselage and
thus maximize structural strength. A big-
ger engine was fitted, and when the sky
hook was attached the plane weighed 250
Ibs. more than its predecessor. Still, the
new model was judged satisfactory and
accepted for production.

Forty-five days later, six machines
had been manufactured ata costof$23,000,
each, and designated F9C’s. One further
modification was made when it was found
the tails needed to be lengthened in order
to counteract the turbulence caused by
the “trapeze” hanging below the airship.

The Sparrowhawk weighed 2,770
lbs. loaded and fueled, carried two .30
caliber machine guns, and was capable of
177 mph with fixed landing gearattached.
[t quickly became standard operating pro-
cedure to remove the landing gear once

A Sparrowhawk approaches its mothership’s trapeze. the planes were aboard an airship, which
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The FIC-2 Sparrowhauwk.
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Increased their speed to 200 mph, and
allowed for a range of 500 miles when an
auxiliary gas tank was fitted in their place.

The Akron’s heavier than air squad-
ron leader, Lt. D. Ward Harrigan, was a
1922 Naval Academy graduate who had
been assigned to the then new aircraft
carrier ULS.S. Lexington, as one of the first
of the naval aviators on board. There he
helped develop many of the procedures
used aboard theaircraft carrier as she and
her planes were first brought on line,
Harrigan brought that experience and
drive with him to the Akron, and was
responsible for much of the innovating
that went on there.

Harrigan’s wet-navy experience
made him see the big airship as just an-
other kind of aircraft carrier, and he im-
mediately set out to turn her into one. He
advocated the hangar be used only to
service the planes, and that thev then be
run out on a monorail trolley to a “flight
deck” position alongside the hull of the
airship. From there they could belaunched en masse, or keptatthe
ready for whatever opportunities mightarise. Unfortuna tely, the
budget cuts of the deepening Great Depression prevented his
ideas from being seriously pursued.

He did, however, manace t successtully oversee much of
the early training of the airship’s miniature squadron. They
tound that hook-on landings were much easier than more con-
ventional ones. Matching the relative speeds of the “landing”
plane and mothership, in fact, made hook-ons a pilot’s delight.
Harrington also instituted nicht lan dines on the airship, using
nothing more than hand held flashlights to accomplish the task.
Indeed, they found night hook-ons still easier to make, due to the
usual calmness of the air then.

At Harrington's suggestion. each of the planes was given a
distinctive “recognition” paint scheme. Each had its own color
code, with a two foot fuselage band that was repeated on the
engine cowl and wheel spats. Additionally, each section leader
had a large chevron painted on the top wing. But when those in
chargeat the Naval Bureau of Aeronautics found out about these
anarchic paint jobs, they reacted vehemently against such non-
regulationwork. Eventually the bureau prevailed,and the Akron’s
planes joined the fleet carrying only the regulation and staid
black trim.

Forashortwhile in 1932, though, Sparrowhawks took to the
air sporting “Royal Red” tails and “True Blue” fuselage stripes,
with “Lemon Yellow” wheel spats. And they landed at night, 20
years before their carrier-borne brethren were capable of it, and
in sodoing, carved for themselves a unique niche in the annals of
aviation history.

CHACO

Hook on!

Reeled in.
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One of the new generation of experimental blimps ordered by the U.S. Navy in the early 1980s.
Budget cuts have stalled this new development program, however, despite its early and promising
successes. The blimp shown here is presently owned and used by the Golden Nugget Hotel and Casino
for advertising and promotional flights.
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trol car”). The gondola is hung from wires called
“cantenaries,” which are fastened to the inside top of the
blimp’s envelope in such a way the car appears to part of
the outer skin.

In order to forestall the valving off of excess helium
as that gas expands or contracts within the main envelope,
modern blimps utilize two air chambers, also within the
envelope, to compensate for the changing volume. That
is, varying the size of the “Balloonets” allows the airship
to control the available volume inside its main envelope,
despite changes in the helium brought on by altitude or
temperature variations. The scoops used to force air into
the balloonets can be seen just behind the propellers of
each engine on a blimp.

In addition to helping maintain the blimp’s shape,
the air in each of the balloonets can be used to trim the
flying attitude of the ship as it makes its way through the
sky. The deflation of the rear balloonet, and the inflation
of the forward one, for example, torces helium to the rear
of the blimp, making its tail rise and nose point down,
which allows altitude control without the use of elevators.

In general, modern blimps maintain their in-air sta-
tus in full conformity with Newtonian Physics, but flying
in one can be unnerving for those used to fixed-wing
aircraft. Blimps are capable of climbing at angles that
would stall most planes, and are almost “crashed” toward
the ground at extreme angles when it comes time to land.

After World War II, blimps continued to enjoy a
useful service life for almost another two decades. They
were used to extend the range and effectiveness of the
United States’ “Advanced Early Warning System” (AEW),
by carrying large radars to sea in the North Atlantic.
Rotating antennas were carried inside the envelopes, and
height-finding radars were placed atop the blimps, to
help close gaps in the AEW system’s coverage.

These large ZPG-3w class blimps
set records for flight endurance that
still stand today. Over 400 feet long,
and displacing more than 1.5 million
cubic feet of helium, these airships
were powered by two 1,500 HP Wright
Cyclone engines, which gave them a
top speed of 80 mph. In 1957, one of
theseblimps madeanunrefueled flight
of 264 hours, covering 9,500 miles. And
this was not a “P.R. flight” to gain
publicity, butareal mission conducted
by a fully operational airship, manned
by a complete crew, and sent into the
worst North Atlantic winter weather
that could be found, all in an effort to
realistically test blimp capabilities.

But despite their successes, by 1963
the last of the operational airship
squadrons wasdeactivated, The Navy
command felt the newer, faster jet air-
craft then coming through develop-
ment would be able to do a better job.

By the mid-1980s, however, that
same Navy command was coming to
realize an aircraft’s ability to stay on
station (“loiter”) while carrying a use-
ful payload was often more important
than its speed. Accordingly, in June 1987, a contract was
awarded to Westinghouse Airship Industries for an op-
erational development model of a “Sentinal 5000” blimp.
Originally projected to carry the E-2c “Hawkeye” elec-
tronics array, and operating between altitudes of 5,000 to
10,000 feet, this new airship was to provide early warning
for naval task forces. And since then there have been
refinements in the electronics package, most notably, the
addition of a phased array radar antenna, coupled to an
on board computer. Both of these work together to dra-
matically increase the range and time at which “early
warning” can be given.

Further, electronics is not the only area in which
modern technology has affected the blimp. Modern fab-
rics will be used for the envelope, and new composite
materials for the gondola, fins and engine nacelles. The
gas and air bags inside the envelope will contain Mylar
composites, as well as Kevlar and Nylon, in order to keep
weight down and improve resistance to helium leakage.

Propulsion will resemble that used in modern main
battle tanks, with transversely mounted diesels in the aft
portion of the gondola for cruising economy, and a turbo-
prop on the center line for high speed dashes during
combat operations. The diesels will drive vectorable,
pylon mounted, and ducted fan propellers, which will
add greatly to the blimps’ maneuverability. Tiltable
through 180°, the ducted fans will allow the blimp to take
off and land vertically.

The 425-foot envelope, containing 2.5 million cubic
feet of helium, will allow the new airships to cruise at 40
knots for 60 hours. Keeping to the top speed of 70 knots
would reduce time on station to only 18 hours. Refueling,
however, is possible from any surface vessel equipped
with a helicopter in-flight refueling system, or by the
(Continued on page 62)
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One of the new generation of blimps being tested for service in England.
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simple expedient of hoisting the needed fuel and supplies
up to the blimps, as was frequently done during the 1950s.
A 10-15 man crew, housed in a two-deck gondola with
eating and sleeping areas, will enable the blimps to keep
station for weeks at a time if necessary.

All of this comes together to create an airborne
platform with a very low radar signature, and which can
provide the means to carry out a variety of missions. In
addition to their ability to perform the early warning
mission, the new blimps can tow anti-submarine warfare
(ASW) arrays many miles ahead of a task force, or operate
dipping sonars from stationary positions.

The long loiter time the blimps will enjoy would
overturn the submarines’ favorite tactic of patiently wait-
ing out their aerial opponents. The ability to carry large
weapons payloads will also allow the blimps to continue
the attack longer than more conventional aircraft. These
capabilities would also make them ideal for carrying out
mine warfare countermeasures, especially when employ-
ing towed minesweeping sleds or remotely controlled
underwater robots. While blimps cannot match a
helicopter’s agility at search and rescue, they can help
supplement it, particularly at longer ranges or in violent
weather. Their lack of rotor “downwash” makes them

good vehicles for pulling people from the sea.

The Future

It takes only a small leap of the imagination to see the
new blimps as coming to embody something more than
just the platform types projected so far. Their use as
supplemental CombatInformation Centers for task forces
is another obvious role. Their ability to loiter and monitor
ongoing combat, act as relay for communications, and
alert the task force to incoming threats, make it a good
choice as the place to be during a battle.

But some blimp proponents are asking why stop
there? Why not arm blimps and use them offensively?
Carrying a store of anti-aircraft and anti-missile missiles,
what would prevent such airships from ranging ahead of
task forces in early warning picket lines? And a small load
of cruise missiles could then provide a real surprise for an
enemy task force not expecting an attack from so new and

differenta quarter. The “stealth” characteristics of blimps
would enable them to attack from unexpected positions,
particularly when using over-the-horizon targeting.

And contrary to popular belief, blimps will not pop
and plummet into the sea if hit by enemy fire. The pres-
sure inside the gas bags is actually below that of a flat tire,
typically less than .05 pounds per square inch. When a gas
bag is punctured, the problem comes from outside air
actually leaking 111 and contaminating the helium, which
eventually causesa loss of lift. The soft skin characteristics
of blimps might not even set off the warheads of some
impact or proximity fused weapons.

And finally on this, theidea comes full circle. Modern
blimps could provide “loiter points” for suitable fixed-
wing aircratt. An AV-8 Harrier could be launched from
the deck of a merchant ship in a convoy, latch onto the
blimp and shut its engines down while waiting for the
enemy. It could then drop free and enter battle much
faster than a similar aircraft still on the deck of a ship.
While such arrangements alone could not provide all the
needed aircover for a convoy, no task force commander
would turn down the added flexibility such loiter points
would provide.

Though corresponding growth in size would allow
blimps to carry more aircraft, a rigid frame would still be
needed tohandle more than three. But the presence of two
or three aircraft-carrying blimps over a convoy would
greatly complicate any enemy’s attack plan, and poten-
tially free a sea-based aircraft carrier, otherwise needed
for escort, for use elsewhere.

Due to funding cuts and program rethinking, the
return of the blimps to service has slowly dipped down
the priority list of Navy programs. The earliest dates now
mentioned for the beginning of operational tests are
“around” the 1992-93 “timeframe.” The Coast Guard has
also given up its interest in the blimps for search and
rescue missions, due to the same considerations. Interest
in blimps remains strong elsewhere around the world,
though, with both Britain and France testing them for use
in the roles of coast guarding, search and rescue, and
customs inspections.

All told then, given these airships’ unique capabili-
ties, itdoesn’t seem they will be absent from military roles
in the sky for much longer. Various missions’ needs for
long loiter times and useful payload, at affordable cost,
continually bring the equation back to the airship. No
other aircraft offers the same capabilities over as broad a
range of performance. Individually, a given type of fixed-
wing aircraft may be able to out-perform the airship in a
specificrole, but when thelarger pictureis considered, the
blimps show their advantages.

And finally, on a more purely human level, the
airship offers an attraction no other warplane in the world
can match. That is, the big, goofy smiles they cause to
appear on anyone’s face who sees one fly over — the
romance of the airship. There is something inherently
humorous aboutseeing one of these craft waddle through
the air, making its unhurried way across the sky. The
wind seems to push it easily back and forth, and the
enginesdon’tlabor to keepitaloft. Nordo they fly straight
and level, but seem to slowly bob up and down, like some
great skyborne whale swimming slowly by as it watches
those of us who live at the bottom of the ocean of air. @
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