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Locke's group may quickly r ise  to the 
status of the Rad Lion's, easily the 
faa tes t growing wargame club today. 
On August 1. 1966, Red Liona was 
founded by Bill Stone and Steve Marin 
as a club dedicated to defeating the 
Aggressor menace.. . and elevating 
wargaming to a place beside Chess. 
Actually we can thank Aggres 8or Home - 
land, again, for Red Lions' existence 
if we a re  to believe Gervol seriously 
when he stated. "Someone had to be the 
'bad guys' and I'm sure Aggressor has 
done more to promote wargaming by 
... carefully worded ads de~igned to 
appeal to the readers' ernotione, an- 
tagonizing as  well as gaining support 
for wargames. I' 

Perhaps Gervol takes too much credit  
for the development of wargame clubs. 
Neverthelea s, sometimes the end justi- 
fies the means and to this extant, we 
find it difficult to reproof Aggressor's 
philosophy. Like we mean, Cassiua 
Clay isn' t  exactly the paragon of boxing 
but look how he woke up the fight game. 

You can't fault success. And today, 
Aggressor is among the leading con- 
tributor to article s in this magazine. 
"Aggressor has been able to st ir  u p o p -  
ponents in almost every state of the 
Union. Aggressor have worked on 
game research and deveLopmsnt and 
under the dynamic leadership of Richard 
Gutenkunst have corns to produce an 
Iwo Jima game, an expanded set  of 
Bulge troop counters Stalingrad air 
counters and German concentration a r -  
moured units, Afrika Korps units t~ 
begin play in 1940 with,' Blitzkrieg 
minor country armies and a i r  force 
counters, to mention a few,!' adds 
Gervoi who states that more goodies 
from the drawing board a re  in the off- 
ing includiqg an improved version of 
D-Day a6 well as an historical esway 
on the hiatory of nations in Blitzkrieg 
not to mention a three -player version. 

$O while  reaso as or Homeland i s  
hard at work in diver~ification, Red 
Liona continues their growth aacend- 
ency. "With a membership over 60, 
and with more services. and benefits 
than ever before, we stand ready to 
oppose Aggressor in combat, 'I asser ts  
Defense Minister Stone. 

Actually, Red Lions has even out- 
grown its name and recent re-organiza- 
tion finds the club with the new name of 
Boldlands. "The future depends on the 
decisions of Aggres SOT, " continues 
Stone. "If they want to fight, Boldland 
will defeat them. If they wish t9 join 
us as partners in making wargaming a 
friendly hobby a a  popular as Chess, 
then we will work together toward that 
end. I t  

Then there is  the Spartan Wargamers, 
currently under indictment byAggressor 
for, ''attempting to monopolize wargam- 
ing through very unscrupulous methods 

including bribery. '' "Not so. " claims 
our informant among their ranks. 
"Honesty.. . I' i s  our credo. (We'll get 
the real low-down after sending them 
some free games. ) 

Waxing quiet on the western front i s  
the Pacific Northwest War Gamsm As - 
sociation which has uhdertaken the pub- 
lication of an Opponents Guide. In this 
job-well-done, principals Douglas Bey- 
erlein and Paul Scroggie have listed 
capsule comments on players them- 
selves, including age, availability, even 
directions ta their individual homes. 

The Military Tactics Society is pro- 
bably the oldest living club, having been 
formed originally for the purpose of 
generating interest in military history 
and holding war games in miniature, 
President Tony Morale statea that 

"membership i s  now 50 strong, divided 
into three branches; the Napoleonic 
branch, the Naval branch, and theAva- 
lon Hill branch. Its annual show, which 
will feature the Naval branch, will be 
held January 13, 1968 at the Nassau 
Community College Library in Garden 
City, Lang Island, New York. 

Perhaps the entire philosophy behind 
the purpose of the "clubs" is  best stated - - 
by - the membership benefit: "gaining 
experience, friendships with other 
members acrosa the nation. . . l 1  of 
Mike Nicholson's Massachusetts club, 
We Conquer All. 

%atever your purpose might be in 
belonging to a club, we support any and 
all actions designed to make wargaming 
fun. llDonlt knock it; just club it, - 

Prim;Pb of War- ComZkswn 
By Captain Mike Frankwicz 

Myron Brunbge,  Editor 

In thin, the concluding article of our 
Principle of War aeries, w e  will. cover 
the remaining Principles and then t ie 
the entire series down by way of sum- 
mary. 

The Principle of the Offensive. This 
is  as important a principle as any that 
we have devoted a full article to, What 
we have to say about i t  i s  not much, but 
it i s  important. Offensive action on the 
part of someone i s  the only means by 
which a decision i s  gained. Since the 
attacker seizes the initiative, he calls 
the shots and a t  least  temporarily gains 
more freedom of action. However, 

known or suspected abilities, where you 
have a choice about going into the at- 
tack or not. If you know he i s  Better 
than you are, or you l a o w  very little 
about his ability, he cautions and con- 
siders every aBpect of your attack 
carefully. Especially conaider what he., 
can do t o  you if you fail. If you a r e  
sure you a r e  the better player, attack 
whenever you can, even with some risk. 
If evenly matched, attack whenever you 
can, but be careful about taking risks.  

The Principle of Simplicity. This 
principle i s  necssaary because wars 
tend to get ymplex  and the majority of 
people involved in them a r e  ~ela t ively  
simple folk. M o ~ t  AEI games involve 

despite the decisive advantages of the one per son per side. This person plays 
offensive. you can utilize this means his side to the best of hirj ability and he 
only whenyouhave forcesavailable to will tend to be as simple o r  complex 
provideareasonablechanceofsuccesa. forhimselfashefeels l ike.  Theprin- 
The guide to "how many" forcesare  re-  ciple a p p l i e ~  to team games however, 
quired i s  the Combat Results Table and not 0 d y  to plans, but especiauy to com- 
the Rules. But to cut the hair even munication thereof. One way to keep 
finer it also depends on how much or things simple is to do things uniformly, 
how little you a re  blessed with the dice. perhaps by having an SOP (Standing 

Frequently you must assume a de- Operating Procedure). This way people 
fensive attitude someplace in order to can anticipate what to expect and com- 
ass is t  off ensivs action elsewhere, to munications and operations a r e  simpler, 
gain time, or to utilize the advantages easier. 
of terrain to compensate for weakness. The Principle of Unity of Command, 
The defender, however, i s  relegated  achieve^ unity of effort by coordination 
to the role of reacting and avoiding de- of aU forces toward the common objsc- 
feat. tive. It i s  best achieved by having one 

The importaace qf the Offensive i s  commander over a distinct chain-of- 
just  plain common sense. But we have command. Again in AH games involving 
seen the indiscriminate application of only two people this should be no problem 
"attack! attack! attack! l '  by inexperi- with each player representing his entire 
enced players lead to their quick de - side. But as above in team games, this 
m i ~ e .  So here a r e  a few hints about is an important principle. There must 
the offensive in view of your opponent's be one top commander, and he should 
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have a clearly defined chain of com- 
mand. His subordinates should know 
exa,ctly what they a r e  responsible for .  
He should le t  them have enough authority 
to discharge their responsibilitie 6 .  

The Principle of Cooperation (Co- 
ordination). The United States Army 
pays a grea t  deal of attention to th is  
principle. The reason i a  the size and 
complexity of our Army. One important 
feature of this principle for the AH war - 
gamer fal ls  under what we used to cal l  
"tieing in your f lankstt .  This meant 
making certain that your flanks were  
mutually covered with f i re  w i t h  your 
neighboring units. In AH ci rc les  this 
means you place your counters so as 
to be mutually supporting, and to leave 
no dangerous gaps. The actual protec- 
tion may come f rom your zones of con- 
t ro l ,  o r  perhaps the range of your air- 
power, a r t i l le ry  o r  ~ p e c i a l  units. 

In AH games involving more  than 
one player to a side, e ~ p e c i a l l y  club o r  
team efforts, i t  i s  a wise idea fo r  the 
club to have an SOP a s  the Army does 
covering these responsibilities and who 
has  them. (EX: 11. The responsibility 
for  t ieing in the flanks l i e s  wi th  the com- 
mander on the left.  12. The responsi- 
bility for securing friendly coast  lines 
l ies  with the Reserve  Command., etc.  ). 

One important factor  pertaining t o  
Cooperation i s  that instructions should 
be executed according to the "spir i t  
and intentff of the commaader issuing 
them. In other words the subordinkte 
should do his best  t o  find out what h is  
commander actually wants and str ive 
to do it that way. By way of summary 
for  this entire s e r i e s  which we begah 
with the May 1966 i ~ s u e  we t ru s t  you 
have noted how interdependent and in- 

te r re la ted  the Principlem of War a r e  
upon and to each other. Our dos ing  
advice i s  this if you want to employ 
these principles to improve your game: 

1. Document your gamea. Make 
notes o r  sketch maps  of them and go 
over your strong and weak points a g a i n ~ t  
the concepts we have covered in th is  
ser ies ,  as well as  other s w r c e s .  Watch 
your progress.  

2. Make yourself checklists from 
the ar t ic les  in a r e a s  where you are 
weak, and play with these a t  your side. 

3. Goover t he ru l e s  andyourcheck- 
l i s t s  before you play. 

4. A good way t o  exercise yoursel€ 
o r  "maneuver11 i f  you will, is to play a 
game of solitaire against yourself ,  
Check y o u r ~ e l f  out on the gameboard, 
with the forces, the rules,  and the 
Principles as you go along. 

There is much more  that could be 
said about the Principles of War. Our 
purpose in this s e r i e s  has  been to put 
them in focus as briefly a s  possible f o r  
the AH wargarner. 

This concludes the excellent series written 
and edited by Captain Mike Frankwicz and 
Myron Brundage with help from Captain W. L.  
MaclWurdy, the latter an U.S. Army Intel- 
ligence Officer. Previous articles in this series 
appeared: Principles of Objective, Vol. 3, No. 
2 (July 66); Mass&Movement-Key Concepts, 
Vol. 3, No. 3; Mass & Movement-Offensive 
Maneuver, Vol. 3, No. 4; Economy of Force, 
Vol. 3, No. 5; Mass & IWovement-Defense & 
Retrograde, Vol. 3, No. 6; Surprise, Vol. 4, 
No. 2 {none in Vol. 4, Nos. I & 3); Security, 
Val. 4, No. 4; Conclusion, Vol. 4, No. 5. Com- 
ments should be directed to Myron Brundage, 
2437 W. Sunnyside, Chicago, Illinois. 

Afrika Korps & the Attrition Table 
By Brooke Duvall 

Tired of losing a n  entire a r m y  with 
a single role of the d ie?  The use of the 
Blitzkrieg Tournament Game Attrition 
Table in Afrika Korps provides much 
more realism than the old Combat Re- 
sults Table. Losses  incurred in a bat- 
tle are simply subtracted f rom a unit 's  
combat factor. Records of a unit 's  
present combat factor  a r e  writ ten down 
on a separate sheet of paper. For  ex- 
ample: It. lAriete(4-5-6) attacks 9A/ 
20(2-2-6) a t  2 - 1  odds. The German 
roles a s i x .  Using the old table the en- 
t i r e  Italian division i s  wiped out. How- 
ever using the Blitzkrieg tournament 
table the units combat factor  wmld be 
reduced to 2 -3 -6  and i t  would r e t r ea t  

one space. If a defending unit i s  doubl- 
ed then attack factors lost  a r e  doubled. 
When a unit 's  defensive combat factor  
is reduced to zero i t  is removed f rom 
the board. Italian units whose attack 
factors a r e  zero,  but s t i l l  have defensive 
factors can defend but not attack. Units 
defending in a fo r t r e s s  must  be forced 
t o  r e t r ea t  two spaces o r  more  before 
they a r e  completely eliminated. This 
system provides more  real ism, pre-  
vents wholesaIe elimination of attacking 
units, and gives defending units in a 
fo r t r e s s  a bet ter  chance of holding out. 
I have used this method several  t imes 
and have found that i t  does not disrupt 
the balance of play. Brooke Duvall, 300 
Gateswood Rd., Timonium, Maryland. 

Think 
Small ... 
By Bar ry  K. Branch 

As commander of a la rge  a rmy ,  we 
often overlook the damage a single unit 
can do, i f  loose in the enemy r e a r .  It 's 
importance i s  usually in threa t  value, 
ra ther  than in actual attack. Often, a 
single unit threat  can achieve more  
than a mass frontal assault .  

In AK, where a solid front l ine -is a 
ra r i ty ,  Rommel can send a Rscce far  
to the South and East. A walk into un- 
defended Tobruk i s  obvious victory. But 
far better ,  the threat  to Tobrukor BHB, 
o r  possibility of surrounded attack, can 
t ie  down many Brit ish units in positional 
defense. Or if the Bri t ish send a Recce 
deep t o  Rommelfa r e a r ,  as Mechili for 
example, Rommel must use valuable 
units to protect his  supply. 

In D-Day, the German can send a 
small  Panzer past Vichy, to threaten 
west of the allied ports; the allied often 
use tr iple i t s  strength to protect supply. 
Or the al l ies  can paradrop to the Ger- 
man coast, opening a supply port, then 
move to control the North replacement 
s t a r s ,  HitIer usually wastes several  
units for several  turns,  just to r e -  
secure  the area. A drop on Aachen is  
a l so  vital. 

In other games,  a penetration (for 
supply)is f i r s t  necessary.  Instalingrad, 
if a n  opening i s  made in the fa r  South, 
a single German unit facing Eas t  can 
cause a completeRussian re t rea t ,  or a t  
leas t  the waste of heavy Russian units 
to protect Moscow and Stalingrad. It i s  
often worthwhile to battle Te r r a in  ra ther  
than the enemy;  a light Russian unit 
creeping West through the Pr ipe t  Marsh 
can divert several  German units. 

In Bulge, a VG Regiment sneaking 
West through the woods near Monschau 
can threaten SPA o r  the Malmedy area .  
An allied piece going East in those 
woods, a threa t  to St. Vith, can pull 
sufficient German forces  to stall heavy 
at tacks along the Ourthe. 

The possibilities in Blitz areunlimit-  
ed. In short, don't let your massive 
forces blind you to what one outfit can 
do. Don't attack, and don't commit your 
man; a threa t  i s  more  effective. The 
more  vague the threat ,  the more  a r e a s  
endangered, the grea ter  the effect on 
the enemy. Barry R. Branch, 2106 
Elmhurst ,  Royal Oak. Michigan 48073. 
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via Cryptogram 

By Albert J. Macek 

A s  explained in the l a s t  i ssue  the 
idea of this system i s  that a player 
sends his hidden moves in code and 
sends the key word to the code to his 
opponent as each unit emerges  from 
hiding. The task for this second and 
las t  art icle in the aeries is to Iook into 
how both sides may cheat in the uae of 
the proposed system and to work out 
ways to prevent such cheating. In logi- 
cal conjunction with the requirements 
for a good PBM hidden movement ~ y s -  
tern which I stated las t  time, there a r e  
two general ways in which cheating may ' 

occur. 
1. The player sending a move may 

contrive to remain uncommitted by the 
move he sends. 

2 .  The player receiving a move may 
partially o r  completely crack the code 
and have full o r  partial howledge of 
the location of one o r  more  hiddenunita. 

SENDING UNCOMMITTZNG MOVES 

Let ua s t a r t  with an example of  
somethhg that may occur without pre- 
planning. Our hero  sends his first in- 
fantry to BB40 with the intention that 
the movement will be hidden. His key 
word i s  a sentence about marijuana: 
"Pot slew Dan." Thus he  send^ his 
opponent the information that his f i r s t  
infantry i s  a t  ODSM. After our hero ' s  
opponent makea his move, our hero  
finds that things would be much better 
for  him if his f i r  s t  infantry had gone to 
U43, a space which was  available bs- 
fore it moved to BB40. He wishes he 
had not committed himself to ~ ~ 4 d ,  
but after careful study finds that he did 
not commit himself. Re ar ranges  the 
crime in hin key word sentence to be 
"Don slew Pat, l' aad now ODSN stauda 
for U 4 3  instead of BB40. 

A clever player can plan his key 
words in advance so that he has any 
number of options in hidden movement. 
Some combinations of  letter^ can be 
arranged into various keywords ad in- 
finitem a s  illustrated by the following 
variations of two short sentences a l -  
ready given: 
Plan wed sot; Pan wad slot; Dew slap 
ton; Pals not wed; Paw ton sled; Weld 

to span; Stop! w e  land; W e  plot sand; 
Dew slap ton; Don pets law; Law step 
nod. 

The examples above were made up 
in a single fifteen minute session. Two 
people together o r  one person working 
in several sessions can do far more.  ' 

A determined player who wants to have 
the choice of his hidden units appearing 
in many places can do f a r  better .  

The player who receives a seriea of 
hidden moves and la ter  finds h is  oppo- 
nents Bidden force8 hitting him where 
it hurts  most may be suspicious if the 
keyword for the movement i s  something 
strange like P. West Loan. This is 
still another variation of the same le t -  
t e r s  used over and over again above. 
His opp~nen t  could explain that this 
means "Pacific West Loan. You can 
hardly compIain to your opponent that 
h is  key words make little sense o r  that 
they a r e  aesthetically repugnant. It 
would be very hard to give a set of cr i -  
te r ia  for key words that would exclude 
this type of cheating. The be& way 
around this  whole problem is to have a 
l i s t  of words f rom which the key word 
must  be chosen. Such a pre-set  list 
ahould contain a givenletter of the alpha- 
bet or  not a t  al l  o r  else a r a r e  let ter  
would be a give away to the receiver.  
In the list that follows every let ter  of 
the alphabet appear s a t  leaat five times. 
quiet carol  Zagros exit Panzer  tomb 
prize blast  lucky thief Fo res t  Lawn 
violent Sam company MQS blue dragon 
Mojave bush lacquer tub bright dawn 
xanthic dye much oxygen Zelda Brown 
Prickly Ash Iraq County modest Liea 
morbid jest fox  hunter^ Gen Schmidt 
North Wales royal junks long quaver 
pink saIver DouglasFir  wainscoted 
special job my favorite red jonquil 
fine ox cart blonde hair vestal gourd 

CRACKING THE CODED MESSAGE 

A legitimate way to get information 
about an opponent's hidden unit i s  to 
determine how fa r  it could have gone 
f rom where i t  was l a s t  seen. This can 
help in cracking a code. Suppose the 
receiver knows that h i s  opponent's f i r  at 
infantry must be in the range of spaces 
between D and L in one direction and 
between 11 and 19 in the other. The 
coded messages he receives can thus 
stand for anything f rom 0411 to 1212. 
If he gets the message PRPR, he knows 
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exactly where his opponent i s .  The 
third let ter  must stand for 1. Thus P 
i s  I. R must be either 1 o r  2. It can- 
not be I ,  because P is 1. Thus his op- 
ponent i s  on 1212 or  LIZ. 

The example juljt cited is typical of 
situations that must a r i s e  in war games. 
Before he received a move the code 
cracker  knew that the third let ter  of the 
move had to stand for I.  There is only 
one cure.  Don't le t  the receiver know 
which let ter  i s  the third one. This is 
achieved with llnulle. " 

A null i s  a character  in the code 
which i s  meaningless. It is meaning- 
l e s s  because it i s  a let ter  which i s  not 
found in the key word. The receiver 
will not know which le t te rs  a r e  nulls 
until he knows wha t  the key word is .  
Let ua assume momentarily that the 
standard mes  sage length i s  eight le t te rs  
and the key word is the name of a tree. 
PRICKLY ASH. The le t te rs  M and 0 
can be used a s  nulls to send the position 
L12 in the following code: MPBOMROP. 
Now the receiver does not know what 
the third le t te r  in the code i s .  

RULE FOR USE OF  NULLS 

Introducing nulls brings back the 
problem of the f i r s t  part  of this issue 's  
-installment. The sender of a hidden 
move may very well use the nulls to 
send two messages,  each with i ts  own 
key word and e i th i r  of which he may 
la ter  choose to uae as the one he "in- 
tended. " This means that the use of 
nulls must be restricted. This will be 
dose in two wayB: 

1. Make a l l  hidden position codes 
in a six let ter  format-  -thus having two 
nulls in every message. 

2 .  Permit  nulls only a t  the beginning 
or end of a message. Thus the f i r s t  
two, laat  two o r  f i r s t  and las t  let tera 
in a six character  message may be 
nulls. This also rneanm that the rea l  
message i s  always some set of four 
characters in a row. 

IMPLICATION O F  THE RULES 

The rules wiIl be restated and then 
one implication of the rules will be ex- 
plained. 

1. Hidden moves will be translated 
into a four le t te r  message using a key 
word f rom the standard l i s t  and leading 
zeros.  

2. Two nulls will be added a t  the 
end o r  beginning or one null a t  each end 
to make the message a six let ter  mes- 
sage. 

3. A player may use  a different key 
word for every hidden movement with 
the restr ict ion that once a unit goes in- 
to hiding, the key word must be used 
for that unit until it' emerge 6.  If that 
same unit la ter  goes back into hiding a 
different key word may be used. 
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The  rule^ place a greater burden 

upon the player sending a hidden move 
than the one receiving the move. The 
man sending the move codd  slip in such 
a way that his  opponent can figure out 
where his  unit i m  and what the key word 
i s .  For  example, any player who wants 
to place a unit on LIZ may as well for- 
get it. Two pairs of repeated characters 
stand out in any six letter mssBage. 
Thus i£ the key word  is the name of a 
mountain pase, ZAGROS EXIT, the loca- 
tion L12 sounds like a Gabor s is ter ,  
ZAZA. There i s  no way to hide ZAZA 

Order Out 
By Jared Johnson 

The following is a rather comprehensive 
set of solutions prepared b y  our crusader-at. 
large, Jared Johnson. It is a blueprint we 
suggest for players to follow to resolve irreg- 
ularities that m u r  from time to time-and 
actually represents a melting pot of solutions 
gleaned from over a dozen top-notch individ- 
uals and PBM dubs who have designed their 
own rules to cover such problems. 

I .  Version of a game being played 
plus tournament and optional rules be- 
k g  used must be explicitly stated. 

2 .  la disputes over the rules, Avalon 
Hill will be the final authority. - 

3. There will be a time limit of 30 
days. Player not replying to a move 
within this time wi l l  l o s e  by default. 

4. All erasures and scratching&-out 
must be initialed bv the opponent to - - 
avoid the possibility of hanky-panky in 
the case of a discrepancy. 

5 .  If opponent neglects to indicate a 
clomiag transactions date, use a s  CTD 
the 2nd day after the postmark on the 
sender's envelope. If the stock market 
is closed on that day, use the next day 
market is  open. 

6. Zenith wil l  be permanent stock 
for weather, and Ampex for supply 
units. These stocks may not be listed 
fo r  any attacks. 

7. IllegaI moves: 
a. More than maximum number 

of units allowed p e r  square: Weakest 
unit is assumed not to have moved in 
that turn. If this places i t  in a combat 
position defender may retreat unit two 
squares toward nearest road. 

b. Unit moving too many squares: 
Unit is a s ~ u m e d  not to have moved in 
that turn. 

c .  Unit is in enemy zone of con- 
trol without battle being recorded: Unit 
i s  assumed not to  have moved in that 
turn. 

d.  Position of unit not recorded: 

in the nulls. The recipient can check 
every space with a repeating name from 
A1 and B2 to DDD56 to see which ones 
could have been reached by the unit he 
i s  trying t o  find, Even i f  on the first 
move the recipient can not find the unit's 
exact location o r  determine so much as 
the significance of one letter of the code, 
he has a great deal of information to 
use in connection with later information 
that he will get in the form of subsequent 
movea. 

This means that the sender of a move 
i a  not completely f ree  to $ace his hid- 

den units on any space. Keeping his 
uaita out of sight involves the penalty 
of restricting him movsmentr slightly. 
This i r  realistic anyway. 

I think thiu method i s  playable, fairly 
simple, quite fair to the receiver and 
fair enough to the sender of a hidden 
move. Changes may be desirable in 
the word l i ~ t  and in the uae of nulls, 
but thi* will be learned only from ex- 
perience. . . Albert J. Macek, 6236 Loch- 
vale Drive, Palos Verdea Peninsula, 
California 90274. 

of PBM Chaos 
Unit is assumed not to  have moved in when battle was original ly combined by 
that turn. the attacker: Same a s  against single 

e. Listing dead units: Units are unit. 
eliminated from board. Proceed with c. Against two o r  more units in 
appropriate step under incorrect battle separate combat: Recompute odds by 
odds if any such unita  were involved in adding up combat factors of units lLsted 
an attack. as participating in the attack on the OB 

f .  Faulty initial placement: Unit sheet. 
is removed from board and brought in d. yon-ambiguous case: If there 
next turn. Lf involved in battle proceed is only one legal way to resolve a move, 
a s  indicated under Incorrect Battie Odds the defender may do so. 
section. e. Soak-off at worse than 1-6: 

g. Failure to tell where defend- Send OB sheet back to attacker t o  re- 
ing unit(s) should be retreated to  after partition battles as he so desires to 
bake:  Defender does his own retreat-  avoid losing soak-off unit if possible; 
ing. new stocks and CTD must be named. 

h. Once the defender has replied f .  Mo soak-off unit (all enemy 
to his opponent'n move, any error can units i n  attacker's zones of control not 
not be corrected thereafter. - being fought): Send OB sheet back to 

attacker to redivide odds and name 
8. Recording incorrect battle odds: stocks and CTD. 

a. Against a single unit: Odds g. Soak-offs at illegal odds: 
a r e  recomputed by defender and battle Send sheet back for clarification as 
i s  fought i n  regular fashion with stock above. 
and CTI3 listed by attacker. Comments to Jared Johnson. 1548 

b. Againnt two o r  more units Rochelle Drive, Chamblee, Georgia, 

Victory Nth Superior Forces 
By Ralph W. Schulz 

When military writers propound 
their pet strategies; they always con- 
centrate on how to win a battle with in- 
ferior forces. Apparently it is taken 
for granted that the side with superior 
numbers will  win without any effort o r  
skill on the part  of i t s  general. An 
assumption bel ied by the vast number 
of generals (and wargamers) who have 
been defeated after leading superior 
forces into battle. 

Instances of the defeat of large 
 force^ by smaller onelabound the most 

recent being, of couree, the Arab- 
Ierali massacre. Here w e  might argue 
that the  Arabs, being unable to fight a 
modern war, were not really a suptrior 
force despite their numbers and soviet 
equipment. This is true, but, even 
when L e  opponents a r e  e q d  in quality, 
having the superior force is no guar- 
antee of victory. 

Xn I940 the Alliedarmies outnumber- 
ed the Germans. They had more tapks,  
more guns, the advantage of fbrtifica- 
tions and all the benefits that go with 
being the defender. The strategic aitu- 
ation waa ruch that the Germans were 
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doomed to grow constantly weaker as 
their opponents grew stronger. The 
Allies looked unbeatable, even to the 
Germans, yet they were routed. Row? 
The German armored breakthrough is  
usually cited but the main reason was 
the Allies misuse of their  grea ter  
forces. The key move waB the German 
invasion of Holland. This caused the 
Allied armies to lunge into Belgium, 
away from their  fortifications, supplies 

1 and communications. Once committed 
to  movement along the la tera l  roads in- 
to Belgium the Armies  could not be r e -  

; called. Once the Allies were se t  up 
for the kill, the GermanPanzers  struck 
and cut off the finest of the Allied 
armies without them being able to even 
fight in their  own defense. All were 
amazed a t  the Buccess of the German 
move but a glance at the map will r e -  
veal that even before they attacked the 
Germans were closer to theAllied r e a r  
then the Allied a rmies .  How did the 
Paazsra drive so deep so f a ~ t ?  By mov- 
ing into Belgium the Allies moved their 
mobile forces and the bulk of their  r e -  
serves f rom the path of the Germans. 
So was a superior force nullified by i t s  
improper use. A study of thisand other 
campaigns reveals the following general 
guidelines for  theuse  of superior forces: 

1 .  REMAIN ALWAYS ON THE OF- 
FENSIVE. P r e s s  the enemy, threaten 
to attack a t  al l  timea. Force the enemy 
to deploy his men to protect himself. 
With his forces tied down in defense the 
enemy cannot concentrate local superi- 
ority against part of  your force. The 
main advantage of having superiornum- 
hers  i s  that you caamatch the enemie's 
defense and st i l l  m a s s  a striking force .  

2 .  MAKE YOUR FORCES MUTUAL- 
L Y  SUPPORTING as long as the enemy 
has any attack capability. This means 
make your detachments strong enough 
to hold their own till  help can ar r ive .  

3 .  EXTEND YOUR FLANKS BE- 
YOND THOSE O F  YOUR OPPONENT. 
Force him alwaya to extend (and thin) 
his lines for protection. If he t r i e s  t o  
cover everything he will be weak every - 

! where. If he covers only certain points 
h e  will leave openings for attack. If he 
refuses to extend his line you will be 
able to envelope h is  exposed flanks 

4. NEVER MAKE FRONTAL AT- 
TACKS FEELMG YOU CAN AFFORD 
LOSSES. There i s  no fas ter  route to 
defeat. 

5, NEVER PRESS A SINGLE LINE 
OF ATTACK TOO LONG. Concentrat- 
ing your attack alao concentrates the 
defense. Attack and threaten several  
points a t  once and str ike whichever one 
i s  weakest., 

Let ' s  see how these principle8 look rive continuously and the total. Allied 
in action in a game such a s  WATERLOO. force  outnumbers the French Army. 

Initially there a r e  three gaps the All ies  
At the s t a r t  of the game the French must defend: Tilly, Quarte Bras  and 

outnumber the Allies (England and the Nivelles. The initial French move is  
Prus sian "Huns" strangely enough), to bring forces  within striking distance 
however, Allied re-enforcements ar- of all three (Fig. # 1 ) .  If the enemy is  

weak a t  any point, attack. Tilly i s  a 
good point for attack because it  cannot If the Allied player i s  good and h is  dis- 
be supported by the main Allied a rmies  positions a r e  too,strong for immediate 
after  they are driven back on QB. If attack, openup further fronts (Fig.  #2, 
TiIly is too atrong for profitable attack, moves 4 and 5). The enemy cannot 
maak it with a defense force and forget cover everything. By turn #5 the Tilly- 
it, that much less enemy strength on QB-Nivelles p o ~ i t i o n  should be compro- 
the main battlefields (moves # 2  and #3) .  mised. Once past this line, the 

enemie's  flanks a r e  unsupported by 
natural obstacles. Send yqur cavalry 
around his  fIa3lks. P r e s s  his line as 
ha re t rea ts  (Map # 3 ) ,  portions of h is  
force  can be cut off and crushed. If 
you a r e  constantly flanking him he can't 
delay t o  counter-attack o r  rescue isolat- 
ed unita for fear  his whole force will be 
engulfed. As you drive the enemy back 
toward Mt. St. dean you will be concen- 
trat ing his  forces for him due to the 

convergence of the two main roads. 
Keep your f lankers out, they are worth 
more  as a threat  then as an attack force 
unless the enemy getB cars leas  and ex- 
poses h i m ~ e l f  to encirclement. Don't 
bring your flankers in till Mt. St. Jean. 
If practical do not push the enemy back 
evenly. By not attacking some a r e a s  
you may tempt him to hold an a r e a  until 
too late to withdraw his men. By the 
tenth turn the Allies should be driven 
back to Mt. St ,  Jean. (Map #3) 
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If your  flanker^ have cut deep you 
should a l ready have a lodgement i n  the 
defensen to ,  work with. If the Allied 
player detached enough force  to hold 
off ypur f lankers his main front  will 
give ear l ie r  and thus permit  less r e -  
inforcements to a r r i v e  for the final 
battle. At t h i s  pqint (See Fig. 3 )  due 
to the limitations af the board, a battle 
of attrition will be necessary.  Howdvar, 

a small  advance by the French forces 
will force  the Allied forces  p a s t  Mt.  St. 
Jean and the t ip of the forest  behind it 
thus cutting the Allies i n  Ralf. Mask 
one part  and concentrate overwhelming 
force  on the other and annihilate i t .  
Good Luck. Comments to Ralph W. 
Schulz, 17 Birch Hill Rd.,  Locust Val- 
ley, New York 11560. 

The Fleet in Being 
By Paul  Hunt 

An interesting theory {put  forth 
maialy by Rea r  Adm. Alfred Thayer 
Mahan at the turn  of the century) that  
can be very useful to Generals and Ad- 
mi ra l s  alike it5 that of the "Fleet in 
Being1'. It sta tes  basically that "a s r d  
force  can immobjlize a much l a rge r  - 
force for a long periodwithout engaging 
in combat. l 1  , 

You say, "Great! How does one do 
i t?"  and I will now t ry  to explain: 

1. There a r e  many uses of th is  
theory. Two good ones include: divert- 
ing enemy forces  frornwhere the enemy 
will real ly need them (that i s  the main 
one) and as a rear -guard  action. 

2 .  The more  fronts there  a r e ,  the 
better. Blitzkrieg is excellent. 

3. This type of diversion is excel- 
lent as, if it i s  skillfuliy executed, no 
lo s se r  will be  suffered (no combat). 

4. This theory was originally intend- 
ed for  naval warfare,  but i t  can obvi- 
ously be applied to land warfare. 

5. Troopa that a r e  equally mobile 
or more  mobile than the enemy's a r e  
required to make, th is  work. 

6. An obviously advantageous use 
of this if3 w h e r e  combat i s  impoamible. 
One example i s  in D-Day. F o r c e s  .in 
Britain before the 2nd invasion have no 
immediate combat yalue, but do irn- 
mobilize a strong force. Another ex- 
ample i s  in Blitzkrieg where 40 factors 
are se t  to come in the back door o f ' ~ i ~  

Red or  Great Blue, thue tying up  a n  
enemy force while they can't be touched. 

7. Caution should be applied when 
dealing with an opponent more adroit 
in maneuvering .troops than you a r e  
when combat i s  possible. Mherwime 
the fleet-in-being might turn into the 
ex-fleet. 

8 .  The fleet-in-being as a diversion 
gains i t s  effectiveness as a threa t  to 
enemy supplies. {See The Last Cruise 
of the Emden by Edwin P. Hoyt in your 
local l ibrary.  ) 

9.. As  combat usually occurs in a 
r e a r  guard action afAempts a t  having'a 
f leet  be "in being" usually fail. It  may 
work, however, if your opponent i s  more  
of a Hooker o r  Meade than a Grant. 

10. Make aure you don't give your- 
self the short  end of the stick by using 
more  forces  than you divert,  when you 
don't have to.  

11. Make sure  the  fleet-in-being's 
supplies aren ' t  cut. This i s  a top- 
notch way of killing such an action if 
your opponent uses  i t  on you. ( I  might 
add that  you should watch constantly if 
you think he is trying this s trategy so 
that you can "un-divert1' diverted t roops 
when cutting aupplies isn't  pos aible. ) 

12. To apply these points to land war- 
fa re ,  simply inser t  the word  "force" 
instead of the word "fleet". 

A11 comments, cr i t icisms,  and in- 
terest ing application8 of this principle 
may be sent to: Paul  Hunt, 8395 White- 
wood Drive. Brecksville, Ohio 44141. 

by H. P i e r r e  Noyes 

Jutland is a very exciting and real is-  
tic game, and i s  improved by iacor- 
porating the actual scale option. How- 
ever,  few of us have the unlimited 
playing space required fo r  this and the 
alternative suggestion of stacking ship 
coumters three deep in cumbersome in 
the extreme. We have t r ied instead 
making new counters 1/3 the size, but 
this still does not come to gr ips  with 
the rea l  impracticality of the game for 
thoae of us who can't finish i t  in an 
evening and have no place to leave it 
se t  up. W e  believe we have solved this 
problem, and a t  the same time created 
a practical  method both for simultaneous 
movement and for play-by-mail. 

The solution is simply to reduce the 
scale, ignore the counters, and for  the 
combat phase of the game to plot all 
ship positions on paper. W e  have found 
that 1" to 4000 yarda works well. At 
this scale the distance between ships 

not use the names of the ships butrath-  
e r  their numerical order on the hit 
record  sheets  reading down. For in- 
stance, the column just given would (if 
Brit ish)  consist of Agincourt, Canada, 
Hercules, Superb or ( i f  German) or 
Fre idr ich  de r  Gro sae, Kblnig, Posen, 
Derfflinger. Light c ru i se r s  are plot- 

fo r  the maneuver gage and range finder 
a t  this scale a r e  given in the Figure: 
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W e  have made the rangefinder as a 30' 
sector of a circle so that i t  can d s o  be 
used to determine easily (by laying the 
center line along the direction of mo- 
tion of the column) whether or not o d y  
bow o r  stern guns bear on a particular 
target. Search procedure is unaltered. 
When battle is joined, plot the hexagons 
involved on a large piece of paper, us- 
ing tha fact that the perpendicular dis- 
tance from center to edge is 4 1 / 2 " ,  and 
from center,,to corner (or corner to 
corner 5$ . Then plot the entering 
columns along the appropriate edgea, 
and conduct maneuver and f i re  opera- 
tions by drawing on the paper rather 
than by moving counters. 

Simultaneous Movement 

Fox greater realism, i t  i s  desirable 
to have both players make their moves 
simultaneously. This ia accomplishad 
by plotting the two opposing fleets on 
separate sheets of tracing paper. These 
sheets a re  then superposed, and those 
enemy units which a re  in visible range 
are plotted on the other sheet. The 
players then aeparate and plot their 
moves (including all their own units 
out of visible range of the enemy but 
within visible range of some element 
of the task force). Note they h o w  the 
positions and directions with which all 
visible units start ,  but not where they 
will end up. After this maneuver por- 
tion of the turn the sheets a re  again 
superposed, and all visible units re- 
plotted, including those which have just 
heaved into sight. Each player can 
then assign his fire power to those ships 
which are in range, and the die rolling 
can start. Once combat i s  resolved, 
the players separate to plot the next 
maneuver, and so on until visual con- 
tact is  broken. 

For still greater realism an alterna- 
tive way of starting battle i s  suggested. 
During the sweep and search portion of 
the game, sach player maintains an up- 

to-date plot of how all units a r e  dia- 
posed within any square (or squares) 
occupied by each task force. Ships may 
be anywhere within these squares pro- 
vided (a) all ships within a single task 
force a re  within visible range of each 
other and (b) all ships in each task 

force a re  moving in the (same) direction 
p r p n d i c u l a r  on the same side of the 
hexagons. When contact is  made, back 
up to the previous hour and superpose 
sheeta in the configuration (adjacent 
squares) where the units would have 
been bifore they entered a common 
square. If any units are within visual 
range, ~ r o c e e d  to maneuver and fire a s  
above. If not, all  unita i n  each task 
force must proceed on course at  the 
rate of the slowest ship in the force. 
Then sheets a re  superpo~edand checked 
for visual contact. If after repeating 
this on course maneuver five times, no 
contact is  made, advance the time one 
hour and r e v e r t  to search procedure. 

Play by Mail 

The search and sweep procedures 
present no obvious difficulties for play- 
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by-mail, and can be worked out by op- 
ponents using whichever set  of rules is  
agreed on. Once contact i s  made, play 
can proceed much as above, except that 
each player must keep two plot& The 
procedure is as follows: 1) onanagreed 
date after contact, players exchange 
plots of all squares which might be in- 
volved. Since all ship positions in the 
area a re  now available to both players, 
it will be obviou~ whether visual con- 
tact has been made, o r  will be made 
during the hour. If not, revert  to search 
procedure. Once i t  is  agreed at  which 
hour and time witPlin the hour contact 
is  established 2) on an agreed date. 
each player plots his new (10 minute 
later)  position on both his and his op- 
ponent's paper and returns his oppo- 

- nent's sheet. 3) Upon receipt of the 
new move, the players bring both plots 
up to date and can now assign a firing 
pattern for dl gum that bear. 4) On 
an agreed date, firing patterns are  ex- 
changed and combat resolved by die roll 
o r  stock listings a s  usual. 5 )  Results 
of combat are  exchanged. Players now 
revert  to step 2) and play continues 31, 
4). 5) until visual contact is broken. 

by Thomas Webster 

Thomas Webster, who is a long-time reg- 
ular with AH, has expanded on the Blitzkrieg 
theme failoring it to guerilla warfare. Like 
many AH'ers, Webster plays most all batfle 
games well, seeking competition from such 
varied and sundry opponents such as college 
students, army veterans including a former 
82nd Airborneparatrooper turned history pro- 
fessor at Western Michigan University. 

Laat year I blasted the idea of a 
guerrilla wargame based on Vietnam. 
Now, however, I 'm sure a great ficti- 
tious guerrilla wargame can be made 
based on mainland southeast Asia. I r -  
regularly along the narrow end edge of 
a Blitz size  board would be one country 
penetrable only by friendly guerrillas 
and allied regular army units. No enemy 
units may go into that country. 

Stretching away from this country 
(Really Big Red - not seriously tholare 
7 small countries, sach with its own 
army and particular government (3 
Democratic Republics, 2 military 
huntas, 1 Dictatorship, and 1 Monarchy - 
or whatever you like). Nearly all ter-  
rain is jungle. There could be one o r  
two seacoasts. I suggest the outlines 
of the countries should be roughly simi- 
l a r  to the outlines of borders of Burma, 
Thalland, Laos, N. Vietnam, Malaysia, 
Cambodia, and S. Vietnam. Population 
of the countries would be: 

West to east bordering Red, 22 mil- 
lion, 20 mill., 14 m., 17 m. West 

to east not bordering Red 25 million, 
15 mill., 16 mill. 

Really Big Red begina the game by send- 
ing advisors or guerrillas into the small 
countries. Small country guerrilla 
strength i s  determined by proximity to 
and length of the border with Red, popu- 
lation, type of government, and the die 
roll. Example: the countrywith 22 mil- 
lion people has an 800 mile border with 
Red, and a Democratic Republican gov- 
ernment. Red  ha^ easy access into the 
country, but the fairly stable-attractive 
government somewhat counterbalances 
Red's influence. The die roll i s  thusly: 
1 - 10% of people join anti-gov. forces 
2 , 3  - 20$, 4 , 5  - 30%. 6 - 40%. (The 
% which does not become anti-gov. r e -  
flects the successful government pro- 
jects. ) The die roll represents the 
maximum number of people which will 
willingly join the anti-gov. forces. This 
number i s  not automatically given to the 
gue.rrillas. They must work to gain 
these people. Naturally, the people a r e  
correctly proportioned throughout the 
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Question Box 

Afrika Korps 

Q. May units move f r o m  a plain square  
to a roadlrough t e r r a in  square and use 
the road bonus in the same turn? 
A. Yes. 
Q .  If the German player uses  his l a s t  
supply unit on the 1st May turn,  and 
fails to get suppliea on the 2nd May 
turn,  does he remove a l l  units a'ad lose  
the game? 
A. NO, but if he fails to get supplies 
on the 1st June turn he does lose  al l  - 
units and the game. 
0. May the  "Jews1' battalion be worth 
several  Allied Brigades ? 
A. No, but they may be  worth several  
Egyptian divisions. 

Bismarck  

Q. Is i t  possible to move directly f rom 
square B4a to square A4d? 
A. No. 

Gettysburg '64 

Q. May re t rea t ingar t i l le ry  units move 
through o r  onto squares containing 
friendly infantry or cavalry? 
A. Yes. 

Waterloo 

Q. If noother r e t r ea t  exiats ,  may units 
move "back 2'l through two wooded 
squares?  
A. No, such units are eliminated. 

Blitzkrieg 

0. May SAC bombers be used t o  aid 
in the reduction of minor country ci t ies  ? 
A. Yes. Since you must a l so  apply a t  
l e a s t  4 factors of ground troops to cap- 
ture- a minor country city, this is an 
exception to the rule that SAC attacks 
may not be made in conjunction with 
ground forces .  
Q. May SAC be used to gain automatic 
victory agains t a unit i f  total elimination 
of the defender i s  certain no matter  
what the die ro l l?  
A. Yes, but units advancing a s  a r e -  
sult of this auto-victory may not pass  
through the square under SAC attack. 
They may, however, pass adjacent to i t .  
Q. M a y  a unit petreat  an unlimited 
number of squares {up to that called 
fo r  by the chart)  through mountains? 

A. Yes, Mountain squares do not effect 
re t rea ts .  
Q. What happens when a SAC attack is 
made against a city containing both 
ground and a i r  units ? 
A. The at tacker has two options: (1 )  
he may attack the ground units only. If 

he  succeeds in destroying al l  ground 
units, a l l  a i r  unite a r e  destroyed. If 
one ground factor  remains,  the a i r  units 
a r e  untouched. ( 2 )  He may soak-off 
against the ground units (at  no worse 
than 1 - 6 )  and attack the city supply ca-  
pacity. . The defender must eliminate 
one factor  of a i r  forces fox  each factor  
applied to the destruction of the city 
supply capacity. EXAMPLE: Blue has 
8 TACbfactors and 7 M a n t r y  factors in 
V20. Red at tacks with 1 0  Sac factors.  
Red m a y  ( 1 )apply all against the infantry 
a t  1 - 2  odds. The a i rcraf t  will be un- 
effected unless a l l  infantry factors a r e  
destroyed in this attack. OR ( 2 )  Red 
may apply 3 of his fac tors  G a i n s t  the 
infantry a s  a soak-off (reaolved on SAC 
table), and use the remaining 7 factors 
against the city supply capacity. In 
this case,  7 Blue TAC factors a r e  el i-  
minated and city V2 0' B supply capacity 
i~ reduced to 5. 
Q. Are  units on mountain o r  city 
squares doubled against SAC at tack? 
A. Yes. If the chart  cal ls  for  the el i-  
mination of 5 fac tors ,  the defender r e -  
moves only 3 fac tors  due to the doubled 
situation. 

Bulge 

Q. If a uniT moves directly f r o m  square 
UUI9  to square TT19, has  i t  u s e d  its 
entire movement allowance fo r  that turn ? 
A. Yes. It IS possible to move f rom 
UU18 to BB33, f rom NN25 to KKZ3, 
f r o m  UU18 to MMZS, o r  f rom MM25 to 
RR30 in one turn. It LS NOT posaible 
to move f r o m  TT18 to KK26, or  from 
LL12 to JJ14 in one turn.  (We assume 
a movement factor  of 4 here) .  

GuadaI canal 

8. In Vol. 3, No, 2 of the General you 
state that non-firing ar t i l le ry  may not 
be f i red  upon. Can other unite in the 
same square a s  non-firing ar t i l le ry  be 
h i t?  
A. Yes. Say two ar t i l le ry  units and 
one infantry unit are on the same square. 
If ei ther  of the ar t i l le ry  units fires, the 
entire square {including the non-firing 
ar t i l le ry  unit) i s  f a i r  game. If, how- 
ever,  neither a r t i I le ry  unit fixes, only 
the infantry un5t i s  subject to hits from 
incoming rounda. 

- 
m i t t e n  - Yes We Get Letters - e 

Dear Avalon Hill; 
. . . Going through my possessions I 

found the War Plans for Germany, 
France, Britain, an.d other warring4Na- 
tions. This may sound impossible, 
should write  implausible, but among my 
stored possessioas were  these plans, 
and there  i s  a page total of 308. To 
substantiate my information, which I 
do not think you doubt, the work was 
prepared under the direction of Rea r  
Admiral P. Colomb. Other officers of 
the Bri t ish Army, and advisors (all 
named therein)  a r e  listed. So, in 1893, 
evidently Intelligence was well-prepared 
for  eventualities, but like democracies, 
slow to act .  

The work, printing, that i s ,  w a s  done 
,at the University of Edinburgh, "Print- 
e r s  to Her Majesty". I sent my "card'l 
for "JUTLAND" toyouFriday.  Strange, 
but I s tarted in 1945, a f te r  my re turn  
f rom Okinawa (did three  f irst-day in- 
vasions, demolition squads, no les s ,  
and a t  38 years of age) to assemble  
books and data regarding World War I, 
and quite successfully. I note you have 
one I1advertiserlf f rom Ter race  Park ,  
Ohio, saying he has Jap Order of Battle 
for  Okinawa. X grin. Wonder i f  he has  
the SNAKE ~ F O R ~ T I D N ?  If not, 
then HE wasn't on the Beach a t  Suicide 
Bay, and knew OUR PLAN O F  BATTLE. 

I have no des i re  to "make money", 

but if any of our Battle Buffs want any 
War Plans,  part icularly previously 
mentioned, they can wr i t s  to me. I ' m  
not i n  the market to make any money, 
and 1'11 do what I did in Honolulu--write 
them up, have them mimeographed at 
cost .  Aa for  AVALON HILL, I h o w  
you have your l hand^ full t t  with this 
bunch of "battle nutsn1, but if I have any 
material  o r  information you think might 
help, le t  me know. I'm just a "beaten 
up, ,war scarksd Pacif ic  Vet'l that 's  in- 
te res ted  inAVALON HILL'S games, but 
not to the extent of profit for myself. 

If you wish youmight run the follow- 
ing in "GENERALN1: World War I bat- 
t les ,  World War 11, Palau, Guadalcanal. 
Saipan, Okinawa, Russell Islands, 
others.  Have much information, official 
plans, campaigns, not fpr  your money, 
though. Ask, if I can anawer i t ,  yours 
f o r  mirneo, postage. W W I  Batt lePlans,  
prepared 1893. 

Final. My offers a r e  good, but 
destroy the le t te r ,  I don't want to sound 
like a hero.  
Stewart C .  McLeish. 85 Garland Street ,  
Everet t ,  Mass. 02149. 

Sorry-we can't publish your ad; you know 
our rules regarding opponents wanted ads, 
only, in this column. But we've honored your 
request to desfray your letter . . . only you 
and I will ever know-ED. . , ,-..,.u- 

': w 
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Winners - - Contest 922 OPPONENTS WANTED ADVERTISEMENT 
Please print or type your advertismmt on spaces provided below, maximum 

The tremendous response to this con- 
bstwashighlyescouraging. Oureditors (includingyour namenndaddress) 35w0rds psad. 
were simply amazed a t  the number of 
subscribers who obviously are familiar 
with Avalon Hill games. Literally 1 2 3 4 5 6 7 
thousands of entries were received, 
12% of which submitted perfect papers. 
Thus. the winners listed below were 8 9 10 I I I 2  1 9  14 

drawn at random from the group of 
~ e r f e c t  onea. Another 20% at least, IS I 6  17 1 8  1 9  20 . 21 
missed being perfect for  one answer. 

Winnara are: 
1. D. ScottPalter,Cedarhurst,M.Y. 22 23 24 25 28 27 28 
2. Don McCamy, Union Grove. Ala. 
3. Paul Perla, Pittsburgh, Pa. 

29 30 9 1  82 39 34 95 WORDS 
4. JohnMacciocchi. CapeMay, N.J. 
5 .  R~~ Saundcrs, Alexatldria, Ya, All ads are inserted as a free service to full-year subscribers. Only one ad per 
6. Jim Silverman, Pittsburnh, Pa. subscriber p h e  is allowed. Ads will not be repeated from issue to issue, 
7. Bill Haggart, Whittier, calif. however, subscribers may re-submit the same ad, or new ads, for each sumeedhg *. Chamae s a  Pomonar Calif. issue, M s  received after the 15th of the month preceding publhtion will appear 
9. Jimldyles, St. Louis, Mo. 

10. Jim Loehr, San Jose, Calif. 
in the following issue. No ads wilI be accepted unless printed on this form. 

A $6.00 GLFT CERTIFICATE has 
been awarded each of the winners. 

Don't forget to vote on what a r e  the 
three be& articles of this i s s u e .  . . re- 
cord your votes where provided on the 
Contest Entry blank. 

Subscriber Discount.. . 
The Coupon ahown below is f o r  the bene- 
f i t  of the full-year subscriber. As soon 
as you have accumulated 4 such cm- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to  the purchase of any 
AvalonHill games, partB, play-by- 
mail, equipment an4 the General. - - 

Here's how it works 

Each coupon is worth 25$. But one 
coup,on alone does not entitle you to a 
25$ credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 

- accumulated 4 coupons, then you clip 
them all  together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check o r  money-order 
for  $1.00 less than the usual retail value 
of the game. 

SAVE THIS COUPON 1 
GOOD TOWARD THE PURCHASE 

OF ALL AVALON HILL 
PRODUCTS 

CONTEST NO. 23 
Now that you are  all adept a t  recog- 

nizing military wits (as per las t  issue's 
c o n t e ~ t )  let 's see how well you fare in 
determining actual battle odda in hypo- 
thetical situations. W e  have reproduced 
the actual troop counters engaged in 
battle. Y o u  mus.t determine exactly 
what the Combat Results Table odds 
are in each case taking into considera- 
tion terrain 'fsatures of the respective 
games. Since only the grid coordinates 
are listed we suggest that you set  up 
each situation on the playing boards. 
(Of course you have to figure out, firat, 
which games are  involved. ) 

The contegtants who submit perfect, 
or near perfect entries will be awarded 
$6. 00 Gift Certificates. Entriea must 
be postmarked m later than February 
10, 1968. Entrants may submit copies 
or photostats -- one to a subscriber 
only. 

Vote for -Beat 3 Articles 

All entrants must l ist  what they per - 
sonally feel a re  the three best articles 
in this issue. Thia selection has no 
bearing on the contest results, but en- 
tr ies not containing this infoxmatioa 
will be voided. 

1 Headlines of 3 Be s t  Article 8: 

@ Tilly. Z L O  vs z% Y20 

=. . 
, ' .  

Calais vs n"'" Dunkirk 
4.44 1-2-2 

B4l Q31 vs 
, bC6 8: ~ 3 2  

bg St. Vith v s  *b PP16 
8-4 4-4 

Name 

Addre sa 

City 

State 

Pr ize  
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. Survey.. . 
One of our New Year's resolutions 

Ofiial Avalun fill Game Clubs.. 
GI* lamrnbmrnhlp N.x.l.LBr M.rnb.=*Rlp 8.B.TrU 

is to concentrate on improving the edi- - 
m*m.=. lBC81 A@, W 1 t a h 1  8 Tas B ~ n r k n  a n m r  Th. =AX'r*LP IslU~d L+-1 5%. www 1m 19. u.. CM YMI 

814 Hlldl, b-et torial content of this magazine. You Ammw,m, 
dVolmL pSiBDb 

Ilswrr w . U y  311~. h ~ h ~ n f 4  a d m  1r.m #am& mmmv, Lmphy or ,.,. r-. pau phy... csn .* c a s  .&as bsnsht.. 

can help us do this by filling out the DSV ~ - W P I S S  ~ , ~ , 4 ~ l ~ ~  r m ~ e s l u ~ l l  br ~ ~ ~ - 1 . ~  ~ ~ ~ m p l l . h m c n t . :  
$51 K l n l d  ~ W . l ~ - m i l ,  h-hly orgminmd dnbi . h o t  d l m i k d  apnlns. 

following survey. ~hl. V,-C~. L. Y& 4 ~ d rw~lgll m" #,I WMO yon'rm ww ~~ 
CY~I.*& v m l l  pmdcmmlmrl wgmr= . .  

Check the YES column if you wish w m F ~ m , , u t m m , ~ ,  ~ ~ ~ . n  R ~ L  H G ~ A ~ A ~ F P . . ~ I I  
SOZO Imbn A-BW 

h p t l h n  h= !=I. g~mms, PBM pdn. camh mwu4.. mpbya. 

such articles continued; check NO if m t ~ .  . darn c r c m h n  of  MY p m "  ~ n d  .AH rxAarn.. **.w. 11 
n.sc'm. i. a dem.cr=dc club Mt" ".,nthI, .l..uOmm. 

Cdbrnlf 1 M 0 5  ............... youfeeltheyare a w a s t e o f  paper. If c~d~h..dsmnham~l.cm J D ~ ~ M - P W  b AU we mmL t. do i. P~I, ~ #-. Ih. W.Y *my .k.uld bl 

you check MAYBE, please elaborate in ba sylvan erI"e @=Fa. 
h Frz*rl=m. 

the space below. c.1ifm"L- w112 
............. LmigaPndarB 54 Bgphm BMcl.r It - C..h m w d .  .re @rrnL. rnW.tr.*I*. -4 .r.mh. lrning 

15515 D*l~&dr D.1- alrrrlas. mm d d  1. .- m a t  - F ~ F U L ~ .  
8Mr- 0 m Y n .  CPlllmral4 

95 p h m a r  ~ i v l e u r n  mrme ma= 11 ............... reslum sub ~ l f ~ m i . ~  hiably ..-6tk~a bnrt.. AU .I 
~chb.mdmrm hdaua~e.~ 

5050 C d h e l  V l O O  
nm ~ T C . .  l or MY. ,.&re d -1-e =t dl aid.. of dl ~ * r n * a  

3br-. &In, 
and thr~ci.?. vs hl- . l e a n  to apmldlsa nn +he Ccrnu.  mlds 

coli1..e,a 91403 
I n  uc & I t  -.t rnd .4 eU s u u d  A t  *-",ad v x m t r .  

C m  f i k g l p l e l  M c ~ ?  [fiI(Bl B g l . m  Wmdm I 0  ............... 4 - 1 0  h a a m c F c y  durn rn mall a b c  (du %a urn rn mar .In@. 
a m  &drn way a s w  m ~ m r c l  rc.ulw in .aadUy ~ v d m b l a  * p p l ~ n ~  d. g r m  
-I.~B. ~ = ~ i r . ~ . i n  w a s  B P F W ~ ~ I P *  snr ~d-..~.-m. 

............... Glrln. Lmt Lcwm CWULC Burt. B 
75 m. alum~= 

T- m w w m - m  - 0s. i~nlmhed mltmlrrmg La$dmpu~.s) - 

m n r .  W r k  BIL2h 
*". s l ~ l l w d e ?  d.%Elm (Baaad 01 t h .  Mu-nak cn-l. 

........ .."". wa bll... uv w i m  h n g m t  UIPI r lub la h. u.8. New 
mrrnk.. pr..'t MrnlCBd ~ f f l  .h=y b r n  pmwm se.inVm1y that 
thy are mmgcrur urqammra. ow snlr u t. d m ~ p t h .  
-.I pl..lble .MI In A*&" HlI I  -a 

........ LO ~ h a  4ih 83 I. a mmgwr. 1esal ~ rgan l sxmo  d warmmTn m c d n g  
bmqwnnr for h e - m - b c m  games. Wa dlnrlua mtr - turn  c r m e  
1 l u 7  W B  thm.* a d  maw1 !a= mulm~m.nm am rru a. p n a y - ~ - m u l .  

PhUlp M u t ~ s w  fP A N Z h L c m .  sn.4em d chke .  m e ~ s w  cuga rn iw  a d  gmd o r p m ~ ~ a m ~  we 
do wcl-#. im ~hUd1mh dalrra 01 ,,toy but play 41 1w. 

............... 
4ddU 8. Blmemt 

G ~ M  R. Tar= 6 A .m?L.q quU1.a  *pmedmg or lemrmdma - & ~ m d b g  V m  Pw 

Ch lcw ,  IULwL. &OM1 arm 
p r r d~ rma- rb .  imbmmed are 1n expc~umcd =a =my h.dmm r m  dlllmnnl 8~11 m cypsa ma h a t .  4 . t - a u ~  k 

n.n. wrna.m~na C I ~  ............... 
2212 W..l., A w n w  

RLrbl.d I.O*k. 5 W l  f*.1 t b t  OY. club d f s ~  C. bmmfltn nLI IYW w n t Y t ~ .  sirqla 

-.m.. I U l r n l ~  bow1 
-A ,,,hF 

R c . c n ~ r  I r l i e o  Torn Lr.ell t ............... h M r - c l d  cmmpmUtbn a d  dl cbrllrngclm sre.phd am m am 
413 &lorm* 
A-r& I I l h t m  6U14 

wlslbl.. - ~msr&l98li ............... 
LBO1 w d h w .  Drln M l o U ~ ~ . m  l a  The Csmral S W  p r w l M s  lullablc ceag.limn h~ 6h.e I lu- 
B d h n r e .  -7- 2 1 1 4  

dent. of W&l&wn&mlm? H,th Srhm.1 lmhrsa~.d I. p l q ~ o e  
A r h m  HUI m... 

............... 6 
A mu stab ma npp=mt r r+  M hwh ~.ith.. ~ I I L M L  brmrd 

St. WW.  ?d.nnmcbumLta m a  dmy ~s dl mta*m dl WYS m*m. A U ~ d g l l n ~  dmb. 

............... w* c n q u c r  AU (uca) ulcbn* l i ~ s ~ m  trsinet -rimm~a, rrknd.hlpm m t b  mmmbcr. m ~ o n .  m 
I1 ~ - r  nuad m m r r m .  sr-a-a qainnt o h ?  1, slu4s. ~ n d  thc p r l v l k e ~  01 
M m U c t .  ~ m z r h u n r t l m  Ol l l d  g rnw lq  vllb w. 

Wc dh? .*Id Mrhmmmnt 8 1  mkllkd & v r a  and dcdlcpVd~.rnrl. 
Smrwtme~*~  c.mmamd~~m .1* ~ ~ ~ ~ ~ d r  I n t emm~a  in imprwlw =d rnttml 

War~mmlng. ............... 10 Wc h1bm.s mnem mh?~ o t h r n  I t ~ 1 . w  m drdlcamd 
w a a u l . .  rnrn"gh I l m i e d  mrrnbsrsbip v. bp m d m +  

xms.timl ~ m d n  BL~I tr.~ B 
an ~ H P  d rwrwnYrs. dl a&cmcm~ +a bl n m h r  n l  ............... 

ISlA oak &art 
V h m m * ,  nut ur"Or,ty. 

G l u g e w  AIB h t a n .  B ~ L W  ahnt  play =-E ras da.r s m q a  ~ r g a n u ~ n .  

TY* Rmxb 
114 h r ~ m  Btr..~ 

Cm4 PmwIr* 25 Crrmdimr 
O=g=nl ld  te-mntm d m  ~ l u b n .  G ~ m a l  mm.~blllry m 

B W  fi.w Y0.k lllOL md-c: p,r*imrmn 1. *..Lglri.l <.ngmB.L 

Am, o f  DI Hud- J~nahan  r.1- 7 ............... 
vs Y. I f 5 r n S l r ~ t  w+ ffi.l ,ht - .lub &=. a* aswtirs mntrd~mxt~mn I& 
Brnnr, N E W  YOFk 10453 aatlqn. W.. d m ,  bau. a wid .  uarur l  of #&mmn, 

Club Rtqistration Wt play: face-to-face, only a PBM. ady Both 

All club@ are urged to registar with Membership (if my) ara: 3. Age Limitatloaa: 
Avalon HLU. A complete r o s t e r  will hz 
publiuhed in the next isaue with supple- We: are n are accepting ,,,.rnbars. 
mental lisdmg~ added i o  each subse- 
quent edition. Prerequiaita in the We: a conduct 0 do not conduct taumamanta batween other clubs. 
ragiatration of bonafide clubs is tho 
idormatlon requested bebw.  There i 6  

no regist*atiop dedine, Howevar, it 
We publish a -wsl-ttsrlm~ga.ine entided 

will be to each club's advantage to for publi~bcd evary 
register ae early as posulble. Tho 
'*y requirament is the lieti% We: a would 0 would not  be interested lo travaling to attend a 
d names md addraseea of three club 
&icere and the affidavit that *era are gamlag confaranca. 
at laast 6 pereona with mtmbcrship in 
the eaid club. W a  feel that% club offers the benefits of: 

Club Name 

Mailing Addraas 

Officer's Names 
ATTIDAVIT: Currant marnbership i s  now peraona. 

111 assure you, Senator, w e  
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Perhaps  the most  affluent of a l l  w a r -  

game magazines is Strategy & Tactics 
( see  illustration) now available Both 
direct  mail  and over the hobby s tore  K=m&ruppc V I P E ~  'rhm*  amm mien a5 

275 &ach R o d  
tUmpruM. NavYm?L llS50 

M i l ~ B v  Tmchn S r l m q .  Ton, & = m h  7 
I P - I P O I * m n d S t r m m r  
U W *  Reek, PTex Tork 

P.p.*l,&* mrd 
LO00 Dnktnmd Arm- 

Yrmm~i. D. Pbllupa U I D  

Mn-a. w w  YBF* 1c311 
%"& %1. Y"rnllu 

14  Hm=br A r r ~  
D. &nn w-r B 

b~tp. ~ l r s  YerX inrt 
ObcrhfmblmMmr IUpm* R1ckm.d l was.ur 11 

11 3mmn.m D r l m  
w.WLWLP.rs PY.. 
I M Y O r l 1 4 W  

RWOC 7 
715 My& 

-all f. I- 

T * ~ ~ ~ -  park, a h  
=.*m- 

1004 8. E.  PLM 9b..L 
W' CCrddWh'w 7 

%.tllmd. omem s?zl& 
nard .?alp* 

9116 wm&m.. 5ara.t 
7 

8.k. Pe-flwma 
aP.E.C.T.R.E. U 8 

JE1 P m  Smcct 
x t c b u 1  B ~ r n k l  

Hww?.  F m l u l m , l m l n  11331 
~ 6 1 1 4  wd. c o r t r n l  54- u~mm B 

bbso m . w u  an.* 81- ymm~1mm~1. 
10 

RLUkUIP. FI- 11111 

1 F .  d smt hm 
wmr-,n# 

11 

ID! -1.a 
Mal~~rn.Pmn-,L-ll  19111 

m *=my OL ~.-y-i. ES 
B m  eBP. &Dl  
&pen Pmmm#vnmlm la840 

X Gorp. M m d c r m k  A m y  J o b  b s w .  8 
b U-3313 USF 
Cdrmblk LC. ~ 1 1 0 8  

rm==..r. Fa-. 
rlaa -n.la crr.la wiUh Z*h 8 

Cbattammnl& h - m m ~  31112 

ImPrlL' Mrrlmrrlm. L.IIo~. -,% D-l 
laom Uccarmck Mac. 1 2  

k h a n ,  Tmnmem~e 

.WAT - Mrra~ a 
uo1 w. I=** B l d  

Y h  nm1.y 

I Z W I = . ~ ~ ~ . T . ~ M . . ~ .  no60 
Rmd LC- 

m i  541 
nillsma. , c4 

*..d..I~uh~& v.. ZMaI . 
oxw 6 

701 N. How stmat 
R e M r l  J. &w. 

%=h. Ylll ink 23143 

counters. Write for  their colorful bro- 
chure: Box 11-187, Dept. G, Loudon- 
ville, New York 12211. 

M e * .  n E(.xY.LBr 

II* C W ~  -4-1~. 0- clnb - "Tk L c n d  WnrId 
Wm?: E-" vb lcb  ban A-nt JOOP -t unID d dl w.. 
hl rude. C x l r  b r ~ m m  of WnrY 19&1 U a our b u m -  

,An excellent organizational directive 
has been secreted to our offices. It 
l i s t s ,  in great detail, the Organizational 
Chart  of the Spartan Wargamers. It 
l i s t s  affiliate clubs, plans, akd guide 
I i n e ~  for the creation and sustaining of 
a wargame organization. F a r  too 
lengthy to be reprinted here ,  we sug- 
gest the next best thing: wri te  to Spartan 
Wargamers,  5820 John Avenue, Long 
Beach, Calif .  90805 - ask for  Directive 
NO. 4-C-1281. B-11 m u 4  

~ P I M  a l h  n. 
Brr4 M l l  1 . . . . . . - - - . - . . . . -tiwb rltb 0-1 s l h  md a .wid HIP-- C o w  mu-- 

AIdarrmd bsm~. m i w m  em club h s . p w  n d  p=omwn. 

WaIYwmn 9BPJl The box cover dssigm fo r  Jutland i s  
a reproduction from an oil painting by 
Colonel Donald L. Dickson, now editor 
of Leatherneck Magazine and m e m b e r  
of Avalon Hill 's technical advisory staff. 
His painting is of the German Battle 
Cru i se r  Von de r  Tann. 

The Miltrator's Report fl For the dedicated historians, among 
the m a n y  interesting ar t ic les  of The 
Stormtrooper i s  the Shiloh Order of 
Battle for  the Union side. (October is- 

Hats off to James Misch for  h is  Vol. 
4, No. 3 a r t ic le  "Tournament Bismarck,lt 
which was voted best ar t ic le  by sub- 
s c r ibe r s .  Others rscsiviag $5. 00 gift 

sue). And coming u p  in the January i a -  
Sugar -coated education: Jarne a R. 

McLaughlin, a n  instructor  a t  the Paul  
K. Couaino Senior High. Warren, 
Michigan, informs us that BLITZKRIEG 
has  been integrated into their U. S. 
History course. We don't claim that 

cert if icates f o r  outstanding ar t ic les  in 
th is  issue w e r e :  Gary Zintgraff, "The sue of this magazine will be the beginning 

of a se r i e s  on the command structure,  
set-up, organizational methods, etc. , 
of Aggressor Homeland. . .probably the 
la rge  st war game club in the country. 

Congrats to a r t i s t  Richard Blaes for 
his sat ir ical  cartoons that tone-up 
November1 s up- tight edition, available 

Bes t  ~ n b a s i o a  Area  --  D-Day:') Mark 
Waitz for "Stop Glorifying the Nazis;" 
James C. Eschwsilsr  for "The Indirect 
Approach;" and Jared  Johnson for  
"Mastery of Midway. 

But in Vol. 4, No. 4, a close race  
fo r  kudos developed with Michael W. 
Leach's ,  "Vary Your Play" edgeing 

transferr ing t o  this school will teach 
you any more history, but jroulll have 
a heckuva lot more  fun learning it. from John Rancourt, R o o m  3 16 Aroostock 

Hall, University of Maine, Orono, Maine Captain Fraakiewicz and Myron Brund- 
age ' s  "Principles of War" ar t ic le  for 
top honors. Others receiving the gift 
cert if icates were: E r i c  Shimer,  "Blitz- 
krieg for  the Depraved; " Geoff Burkman, 
' 'Gsttysburg Expanded;" and Jim Arnold, 
"Morale in Waterloo. I f  

The Courier ,  official news organ of 
Red Lions, has  crossed into our p o s -  Lf you are interested in sports  gam- 

ing in addition to wargaming, Panzer- 
faust  hag goodies for  you. Write: Box 
280, RD #2, Sayre, Penna. 

session. Vol. 1, No. 5, reports ,  and 
speculates, a t  length on the internal. 
civil war befallen Aggr es sor =meland. 
Aggressor Homeland has split into two 
factions: The Loyalists, headed by the 
Gervol-Libby -Rancourt faction, versus  
the Reformists  under the Sullivan-Hall- 
Kruger leader ship. With so many sub- 

The Tank, emanating from the halla 
of higher learning at Cambridge, -BE - 
437 1 Burton House, 420 Memorial Dr . ,  "Our man" aboard the Coral  Sea r e -  

por ts  their virtual "destruction of Hai- 
phongl s communications with the world." 

to be exact, continues i t s  ar t iculate ex- 
poses of just about everything-wargarn- 
ing .  Of part icular  interest  in their 
October issue was a n  ar t ic le  entitled, 
"How to Get the Blood and Thunder of 
WWII Without the Thud and Blunder of 
WWI. Nice. 

Having earned a respite from tbis ac- factions aligning and re-aligning them- 
tion, seaman Brian Babcock and ahip- selves  it could be a long civil war.  To 
mates have returned to the m o r e  excit- k e e p a b r e a ~ t  of these events, andothera,  
ing business at hand - AH gaming, what 
else ? 

inquire a t  the Red Lions stronghold: 
Box 547, Fredericksburg,  Va..22401. 



. - . , 

OPPONENTS WANTED 
CErmpuw War G- New War (ml 
other) Gum= onerated bvan IBY mrmter. 

rulea ur choke. Remikh if d d d  Sand 
chiimpto Ilichard Nichols lZl Illinow 

Wanted Namm and A m  ol Adberents 
of Sho or  Japnese C h w  h W  Mike 
~ l a t t  % vista ~ t o e t  EI 
Cnlifmpin. Alan the ssmn forgo Adhekts.  

or : - en 
!5~wsnd%'~%~~wiumSua~~ 
Stdinmad. ALao i n k e d  In b b f a e e  

Join the all-- A m w a r .  PIw for tun 
in w n h d  ~erica no chlldlah w m  of 
liberation. All land freedl Play In friend- 
ahi n d  hatred Write: B m  8ullivm 
&EL ~mdo h n g  B ~ ~ J I ,  C~M: 
wG.- 

nB=p &= JW O = ~ B G ~ M  a- 
any AH mrguma fwto-  

ince, m o m  a csmmand M, 
5562514 or writ@ Ned Zu !% 
Catime Driw h r  Gatoe. ~ u l i e n i a  9W30. 
Are there y -m in 8hntr 
M m b  area' loaae write rn 1 w d d  a h  
like to P.B.M. Blltslirieg wlth all optlonale 

ercg 
nucleur and w&r. Drew k i t h  

181 Kin- Drive. Wbu. W o m i %  

' _  

OPPONENTS WANTED 
~ ~ y ~ " f " ~ .  w b l -  Roaa 
a t h S B a n m u ~ D ~ w ~ K o r ~ a 1  Con- tagngdmdOhqe mu h t  i iue only 

n story and game oi the 
Camvnb, wurnamenta h. and 

wiuhiiyb6ppeu.mntactma.Ahirq- 
om wdf ta Join un contact me. D a d  
&tdoh 3 Sauthumd Ave. I(- CalLe 
81M? -- . 
Why m a i n  m unlmown dub7 J d  a 
Gadeitor Club in your are% or ntartrme Ed y own. Just W r l k  hew for dl daalla 
F h ~ I e ~ ~ ; ~ l &  hive, Pan 

PBM: Watprloq %grad. WDay AK. W w  
g u m  intemtwl in joiniw' der f i b -  
atandane ahwld write me far I n h m a M m  

m'6 of tap Great Ldm. d wl- 
tim &ill o p t  Wn* k t  Ada club 
In Ule U.S! G. Em, l79W. 
vincennes unim=Rne~ I& 
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