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Das Boot s the definitive solitaire simulation of the German submarine warfare il e

against the ALlies from September 1939 till April 1943. Each German submarine Das Boot contains: | g =
built in this tim®frame has its own playing piece! In addition, the game includes 1large game map, lots of charts |
French and Italian submarines. and tables and displays in full color, §
1344 game pieces, 1 rules booklet, |
The player steps into the shoes of Donitz, Befehlshabers der U-Boote (BdU) 1 scenario booklet, 2 ten-sided d'ce';1 | /
and tries to direct his U-Boats as good as possible in the Atlditic, 1
the Mediterranean and the Indian Ocean. Das Boot includes lots of scenarios M 1 29(:: |

from small “patrol” engagements (playing time 30 minutes to 1 hour) > _

to the massive campaign scenarios taking up to 150 hours of time. incl. shipping from Germany (so no customs fees_]

B The German-French edition of Das Boot
is limited to 500 copies.
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“Une brute qui marche ira
toujours plus loin

W, 2{ Y The game in this issue was originally supposed to be Bozeman Trail by
/ Lionel Liron. In the end, we changed our minds. The game is very good, but the
problem was that it wasn't enough of a wargame and resembled more of a historical
eurogame. There is nothing wrong with that, but it isn’t what we are trying to present in
this magazine. We tried to re-work the game to veer it towards war, but the result was not
satisfactory. By stretching it every which way, the game ended up losing its essence. We decided
not to go with it rather than publish something that was trying to be two things at once, and
failing to be anything in particular.
Lionel continued to work on the game on his own, and should publish it as a downloadable
PDE We will take a look at it once that happens. You'll also be able to discover his work on the
Indian Wars once the dingos at Nuts! Publishing announce that pre-orders for Hoka Hey! will
begin to be taken soon.

On the subject of Nuts! Publishing, as you might know I am part of this merry band of trompe
la mort. You will find in this issue a review of our first game, Phantom Fury. Before publishing
this issue, I asked myself whether I should include reviews of Nuts! games in Battles. Is it
possible to do it without being suspected of false advertising and without any conflicts of
interest? After asking you on the forums, the answer was “yes”. It wouldn't be very fair to deny
Nuts! the visibility that any other publisher would have. Publishing boxed wargames is already
difficult enough as it is without further handicapping ourselves. David Hughes was given the
task of writing this review, and obviously we did not touch a word of it. ’'m happy he was
willing to do it. He is known for not being a pushover, even a “bad boy” for some, a kind of
wargame terrorist (!) if we believe the rumors. In my view, David is one of those who have
made it possible for Battles to win its second CSR Award for Best Wargame Magazine.

Yes, a second award. Champagne! I am very happy that this magazine pleases you and happy
to receive your encouragement. This award is certainly due to the authors more than me. Guys,
all of you who have been with Battles since #1 or who have come later, I sincerely thank you,
and I drink to your health. Merci! A Week in Hell, our solitaire game on the Battle of Hue, also
took the award for Best Magazine Game. Caviar! Iliked this game and I am particularly happy
for its designer, Laurent Guenette, who is working on some new projects. Thank you, Laurent,
and congratulations. Congrats also to David Julien and Daniel Herbera, their graphic work
was also important in the game’s success.

In this issue, we are also celebrating the 100th issue of the French magazine Vae Victis. An
issue published every two months since 1995. “Marche ou créve”, as we say. You will find in
our pages an interview with Nicolas Stratigos (yes, that is his real name, I swear) and Pascal
Dasilva, two eminent members of this “magazine de jeux d’histoire”. If my calculations are
correct and if we maintain our current rhythm, Iwill be 157 years old and you will all be dead
when Battles publishes its 100th issue.

Yes, Battles might be a little late. As usual. We've already discussed that in previous issues, I
won't do it again now, and only say that. ... it should go more smoothly in the future.

To return to the subject that opened this editorial, I should add that I am very proud to publish
two games by Wayne Cheng Cheng in this issue. Wayne is a Taiwanese publisher who puts
together the Board Wargame Magazine that Francois Xavier told you about in Battles #6. He
is also the brainchild behind Formosa Games, which will be publishing its first boxed games
soon. I have played five of his games up to this point (see review on page 102). Discovering
Wayne’s work was a really nice surprise. I think we will see his name on many great games in
the future. Keep an eye on this guy...
I'am also very happy (really, I am a happy guy today) to see that Battles is made and read on
every continent on the planet. This was one of the goals when the magazine started. Gathered
around several pages, we have Frenchmen, Russians, Chinese, Americans, Finns, South
Africans, Brazilians, etc. — and even a few Englishmen*!
Until next time, merci a tous,
Olivier

*By the way, gentlemen... What about this rugby World Cup? Not too rough for you? cough cough...
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" MAKING THE CONNECTION

,as James Dunnigan has always insisted, wargaming is

the hobby of the overeducated, then the Connections

conference (http://connections-wargaming.com/) this past

Augustin Washington, DC promised to combine the inten-

sity of a doctoral exam with the pizazz of the A-list lecture

circuit. I'd never been to a Connections meeting before

but as an academic I'm no stranger to conferences—1 have

literally hundreds of keepsake badges adorning my office.

So, sorry that I was unable to make the trip up to Lancaster,

PA for the World Boardgaming Championships that very same week, I

instead hied me down to the campus of National Defense University at

Fort McNair. There, in rapid succession, the podium played host to James

Dunnigan, Peter Perla, Richard Andres (a distinguished scholar from

the National War College), Volko Ruhnke, Brian Train, Roger Mason, and
Joseph Miranda. And that was all before lunch.

Connections is a conference designed to fit the niche at the intersec-
tion of professional and recreational wargaming, with active duty military
personnel, hobbyists, academics, designers, industry representatives, and
policy wonks all rubbing shoulders. The crowd numbered about 80 on the
day Twent. Connections has been convening for almost 20 years, with fel-
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low Battles contributor Brant Guillory a long-time organizer and attendee;
but this is the first time the conference had come to the campus of NDU
under the auspices of the Center for Applied Strategic Learning (CASL),
one of several think tanks at the United States’ premier joint professional
education center. As a grognard fortunate enough to live in the greater
Washington, DC area I've found myself increasingly interested in the pro-
fessional side of the hobby; and, as an academic with time on my hands on
a hot summer day, I thought of the trip downtown as 2/3 indulgence and
stargazing and 1/3 intellectual fieldwork. Connections, in short, gave me a
chance to see how wargaming was presented amid the formal trappings of
panels and Powerpoint presentations, or “briefs” as they were sometimes
called.

The morning of speeches did not disappoint. Dunnigan was animated
and pugnacious, and delivered a 25-minute excursus ranging from his per-
sonal history with SP1 to wargaming’s fraught relationship with contempo-
rary partisan politics. Perla, whose seminal The Art of Wargaming is about
to be reissued in a new edition from John Curry (http://www.wargaming,
co/), was characteristically authoritative, shedding new light on the origi-
nal 1811 von Reisswitz Kriegsspiel (the conference advertised itself as hav-
ing convened on the 200th anniversary of the “invention” of wargaming, a
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claim to which the conversation would return). Ruhnke examined the rep-
resentation of terrorism across several different game systems; Brian Train
covered the evolution of his own intricate political/counter-insurgency
designs, and Joe Miranda (who now holds the record for most published
game designs) showed no signs of being jaded as he talked about current
projects. ‘

Several key themes emerged. Above all was the notion that wargaming
was first and foremost a tool for jumpstarting discussions. The “model”
behind any particular game is the engine of a self-contained world whose
selective representation of reality inevitably amplifies and distorts. These
amplifications and distortions are what draw players in, creating “suspen-
sion of disbelief” and getting them talking and thinking (and arguing) free
of inhibition. None of the speakers were interested in pontificating about
realism in wargames; rather, the games were cast as vehicles for analyti-
cal and imaginative exploration. The catch, as Ruhnke put it, was judging
whether any given game’s findings were the result of “context or caprice;’
that is informed modeling of the situational variables or merely the design-
er’s own idiosyncratic views. This dovetails with the second key theme of
the day, the application of wargaming to problems well beyond the battle-
field. Gaming COIN operations was clearly a major preoccupation of many
of the designers present, but beyond that games were mentioned in relation
to a host of contemporary social and economic challenges, from influenza
outbreaks to famine and economic collapse. “What happens when Yemen
runs out of water? How do you game that?” asked NDU’s Vice Admiral Ann
E. Rondeau, who opened the conference. Roger Mason described his work
applying operations research and wargaming methodology to situations
ranging from traffic control to emergency response.

Afinal key theme was the ever-growing gap between computer and board
wargames, and the fact that manual games, seemingly counter-intuitively,
were the real site of innovation. Several reasons were suggested. First, ac-
cessibility: as has often been observed, every board wargame is also a game
design kit since the complete system is included in the box. Computer
games, by contrast, tend to black box their code, their data, and their al-
gorithmic modeling; and even when these elements are exposed
for player modification, there are typically levels of abstraction to
which a non-programmer simply doesn't have access. Moreover,
the cottage industry trappings of recreational wargaming—
epitomized by an outfit such as Victory Point Games, which
has proven the viability of print on demand—means that
designers can work on marginal topics without any immedi-
ate economic peril. A computer game, by contrast, demands
dozens of artists, programmers, project managers, sales
personnel, and so forth. Consequently, the big
budget blockbuster titles have to
answer to the marketplace, and
the result is obsessive attention
to graphics and multimedia ef-
fects rather than risk taking with
game design. James Dunnigan
pointed to smart phones and the
casual games revolution, praising
Angry Birds as the model of a game
that could be bought for a few dollars
and learned in a few minutes. But seri-
ous computer wargaming, aside from the
efforts of a few individuals like John Tiller
and James Sterrett, or the Harpoon team,
remains a niche within a niche (within a
niche).

The early afternoon was given over to
demo sessions spread out across four dif-

ferent rooms. Larry Bond and Chris Carlson were on hand to show off
Persian Incursion (reviewed in Battles #6). Brian Train was teaching and
running multiple games of an abstract design called Guerilla Checkers.
Tim Smith had a display on “Simulation-Based Analysis and Training,”
which appeared to borrow pieces of published wargames like Jutland or
Axis and Allies to teach critical decision-making strategies in the class-
room. A Microsoft Surface tabletop display from BAE Systems was exhib-
ited as a “virtual sandtable”—large tokens like drink coasters are placed
on the touch-sensitive surface to activate game functions. Ellie Bartels
and Guillory, meanwhile,led a demo of the GEMSTONE project,an NDU-
sponsored game engine for COIN operations. The afternoon finished off
with one final panel of talks, this time from the professional side of the
aisle. Topics ranged from Bob Barker’s overview of simulation gaming at
the Air Force Research Lab to Christopher Weuve’s discussion of gam-
ing’s contributions to the USN’s new maritime strategy, unveiled in 2007.
At that point I had to head home for a dinner engagement, so I missed
out on the evening of pick-up gaming that is a traditional highpoint of
the Connections conference.

Connections was a non-classified event. Anyone who knew about it could
have walked in off the street and registered. Consequently, I was somewhat
surprised by my one critique, at least the single day I was able to attend:
the conversations, while animated and broad-ranging, felt curiously insu-
lar at times, unknowingly sequestered from the burgeoning serious games
movement (for example) which has begun garnering popular attention
through the work of advocates like Ben Sawyer. Likewise, the independent
games scene is a space where a tremendous amount of innovation is taking
place, on topics that would have easily fit within the expansive purview of
wargaming embraced by Connections. Jane McGonigal’s recent high-pro-
file (some will say overexposed) book Reality is Broken describes her ef-
forts to use hybrid online/real-world games as “massively multiplayer fore-
casting tools” World Without Oil (http://www.worldwithoutoil.org/), which
is probably her best-known effort, marshaled several thousand players to
game out solutions to daily life after a global energy crisis. Likewise, Mary
Flanagan, a game designer based at Dartmouth University, has worked on
projects such as POX (http://wwwtiltfactor.org/pox), a board game about
immunization policy. [an Bogost has launched the study of “newsgames,”
whose topics and themes are drawn straight from the headlines (http:/jag.
lcc.gatech.edu/blog/).

Games, it seems clear, are becoming more
and not less important as tools for mak-
ing sense of the world around us. The
question is whether wargaming can
or will or even should retain its iden-
tity as a distinct game design tradi-
tion, or whether it will once again
fade into obscurity. As Dunnigan
pointed out at the start of the day,
wargaming wasn't “invented”
in 1811 with von Reisswitz;
the knowledge was merely
codified in a written form
which could be repro-
duced and disseminated
via the printing press.
Wargaming, at least on
the professional/policy
side, must make more of an effort
to reach out to its neighbors in serious games,
independent games, and even art games if it is to retain its
identity and vitality. Connections appears poised to provide a plat-
form for doing so in the future. @
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Note: David played a DTP version of the game. Its components were roughly the same than the components of the printed version.
The pictures in this article show our proof samples components, sent by the printer, the same that you'll find in the box

REVIEW
by Dasid Hughes |

Wargames about the immediate past
have a pretty chequered history, and it
is easy to understand why. They must
be a nightmare to research. While
there is a multiplicity of multi-media
sources for recent wars, the very pro-
fusion of these sources adds to and
complicates the designer’s task. Not
only that, but the sources are often
repetitive, biased and superficial.
Perspective is not gained quickly, nor
is consensus. The conflict in Iraq fol-
lowing the fall of Saddam is a good

case in point. If you google “Fallujah,” for instance, then you are confronted
by a daunting list of 3.5 million pages, and based on some random sampling,
most of these have something to say about the fighting there in 2004. How
is the poor designer to home in on the key aspects of his subject under this
deluge of material? Laurent Closier, designer of
e | Phantom Fury, a solitaire game on the action
g | fought by 3rd Battalion, 1st Marine Division
e 2% | in the Jolan district of Fallujah on the morning
ﬁ)f E et { of 9th November 2004 has taken a radical ap-
E* m_ | proach to this problem. To a very large extent,
” ] | PF’s system is based on a single source: an ar-
| ticle published in the Marine Corps Gazette in
| September 2005.
This article, written by four enlisted ma-
| rines who fought at the sharp end in this
action, is titled “Infantry Squad Tactics,
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1 NUTS! PUBLISHING

some of the lessons learned during
Military Operations on Urbanized
Terrain (MOUT) in the battle for
Fallujah.” Now, this may not be a best-
seller, nor does the title exactly trip off
the tongue, but the article is a blueprint
for city fighting against insurgents, and
indeed this is exactly how Closier has
used it. In three decades of wargaming,
I cannot think of any game which is
more closely tied to its material; even SPT's Lord of the Rzngs, a single-
sourced effort if ever there was one, draws some =
of its inspiration from general pre-gunpowder / & "'"'38 |
warfare. PF on the other hand largely discards - |
the conventions of tactical wargaming; if some- ALV |
thing is not in the article, it is unlikely to be in m‘ *
the game - if it is in the game, you'll find it on
the page.

I must confess that I find this a fascinating ap-

proach my primary raison d’etre for bemg
in this hobby is to study the way actual
events can be translated into game me-
chanics. PF is a virtual laboratory for
examining how this can be done. Of
course, the designer has looked to other
sources for his non-system data - scenarios,
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force strengths, cartography etc - but the essence of the game is to be found in
the experiences of the four thinking infantrymen who penned the article.

Before proceeding with the review; though,a disclaimer of sorts is necessary.
There will be few of you reading this who are unaware that Olivier Revenu, our
esteemed editor and publisher, is one the principles of Nuts!Publishing, Can
you be certain that any unkind words on my part have escaped the cut of his
editorial sword? Or, thatif Thad despised the game, that my whole reviewwould
not have found itself on the spike? This is a tricky question. As it happens, Tam
far from despising the game, as you can probably tell already, so that does not
apply. I do have a number of criticisms, and given the circumstances, I will
list them all - even things which in other games I might have been tempted to
pass without mention. As for Olivier’s editorial stance, I have no doubt he will
comment on the topic somewhere in this issue. For my part, Olivier has not
altered a single word in any of my previous reviews, even when controversial,
and even when he himself has disagreed, and T am certain that he will not do
so in this one. And in that unlikely event, you can be sure that Twill post about
it online *. Now; let’s see how PF stands up to this scrutiny.

ONE DAYIN A LONG WAR...

Your job as the commander of a reinforced company of Marines in
Operation Phantom Fury is stark, and unequivocal. You have to clear and se-
cure part of the deadly Jolan neighbourhood in the north-west corner of the
benighted Iraqi city of Fallujah. Your area of operations covers roughly 600

metres by 400 metres — 24 city blocks, of densely packed, stone built, 2 story
housing. You have a single morning to do it - no exceptions — and have to be
prepared to take casualties; if you achieve your mission, High Command will
acceptlosses of up to 20%. Not only that, but time is of the essence; Division
is prepared to trade time for blood, and for a priceless 60 minute reduction
in the time taken to secure the Jolan, will accept a further 10% losses before
conceding defeat in this sector, and relieving you from command. This is a
high priority mission!

Luckily, your 9-squad company has been heavily reinforced, as befits the
difficulty and importance of the task. To augment your firepower you have
been assigned a number of Combined Anti Armor Teams (CAAT,) which will
spend much of their time in a “bunker-busting”fire support role. Much to the
relief of the men under your command, two M1A1 Abrams tanks will accom-
pany your attack. Support will also be provided from the air; you have access
to reports from Dragon Eye Unmanned Aerial Vehicle (UAV) reconnaissance,
and can call in close air support from both AH-1W Super Cobras,and F/A-18
Hornets. Immediately after breeching the front line you will have three more
squads released to your command, and as soon as you reach the sector’s only
mosque,a platoon of Iraqi troops will be made available to occupy this politi-
cally sensitive, and heavily fortified site. If needed, Battalion will place a fur-
ther platoon of Marines at your disposal, but these come at a cost, and calling
for them maylook bad on your fitness reports.

So as you can see, you should have more than enough firepower to get the

job done. The dilemma you will face is to maintain a
fast enough pace of advance while minimizing ca-
sualties. And if you think that taking full advantage
of such a variety of forces will be a challenge, spare
a thought for the real-life commanders. Captain
Timothy J Jent, who commanded one of the Marine
companies operating in the Jolan on November 9th,
recalls that he was reinforced at the last moment
by a platoon of tanks, a section of Armored Assault
Vehicles, an engineer squad, some CAATS, a SEAL
Sniper team, Artillery forward observers, Mortar
forward observers, a psychological operations team,
various interpreters, and several embedded journal-
ists! With no time to train them, Captain Jent was

worried about how he would keep track of them all
when the bullets started flying. No wonder, as he re-
ports, he was pulling his hair out!

Component-wise, Phantom Fury just about gets
the job done. I really like the map, which is based on
a 1:1000 scale grab from Google earth, by the looks
of it. Each of the 24 blocks represented has been
divided into two or three zones, and each of the re-
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sulting 60 zones has to be controlled by the player for victory. A zone contains
anumber of locations — sometimes open ground, a courtyard / entrance, 1st
and 2nd floor locations, and a roof — and it is in the locations that the action
plays out. This is not unlike the way buildings are handled in ASL, but unlike
that game, here the individual floors and levels have their own space on the
mapboard, eliminating the need for stacking. It would be hard to over em-
phasise how much easier this makes PFin play.

Your forces can move from zone to adjacent zone directly, and to neigh-
bouring zones through connecting street sections. As this is very close ter-
rain, lines of sight are limited to adjacent and neigbouring zones, except in
the streets surrounding the map’s sole area of open wasteland. Here the de-
signer borrows and adapts an idea from D Day ar Omaha beach, and marks
directly on these street sections the IDs of the zones from which they can be
fired upon. Zones also indicate the paths of retreat to be followed by guerilla
units recoiling from the fury of your assaulting Marines. All in all I think that
the PF map is a triumph. Like that of the aforementioned D Day at Omaha
Beach, it simplifies and enhances the play experience, and does it without
taking serious liberties with what is a highly realistic portrayal of the terrain.
This has my vote as the best map of the year so far.

I don’t think that the remaining components quite manage to live up to
this exalted standard. The counters are fine, as you can see — clear, functional,
and quite attractive to my eyes. I would have liked a little more use of colour
to differentiate between the marines and the insurgents, but this is purely an
aesthetic objection, as there was never a problem distinguishing the two sides
in play. In a similar vein, the way the suspect counters are dominated by their
location codes detracts a little from their look, but you can’t argue with their
functionality.

The game comes with a two-sided play aid, which pretty well captures ev-
erything you need from the rules. The rulebook itself is astonishingly con-
cise, cramming everything into 16 pages, and this includes a contents page
and a fully articulated 3-page example of play. It achieves this conciseness

by ruthlessly avoiding duplication. Things are defined once, and
once only, and if the topic needs to be
referred to later, that is what it does —
refers back to the original definition.

This is a rulebook which says what it
* means, and means what it says. While
this makes for efficiency in the expres-
sion of ideas, it does not make for ease of
assimilation to anything like the same extent. I took

the rulebook’s advice, read it

through once quite quick-

. ly followed the example
of play in some detail,
and then subjected it to

a second, more careful

12 - BATILES Ma

read before starting play. Despite this, my first play through involved much
head scratching, and considerable rulebook riffling. Some of this is the inevi-
table result of presenting us with a new and quite intricate system, but some
of it comes from wording and presentation choices too. For example, “adja-
cency” is a key concept in the game; zones, locations and street sections can
each be adjacent, and each type of adjacency has its own definition. Choosing
the “adjacency” label for three similar but slightly different concepts made
things much more confusing than they needed to be. It took until into my
second game for things to become second nature - say around the fifth hour
of play, and I was certainly making rules mistakes up till that point. This is
quite a bit longer than with most games of this scope and complexity, though
to be fair, I usually play face to face, where two heads are considerably better
than one.

SHOOTING [T T0 HELL

I read a very succinct description by a Marine corporal of the house-to-
house fighting in Fallujah. “Usually we'll start off with a rocket and then light
it up with Mark 19 rounds (40mm grenades) — basically we just shoot it to hell,
il we go in.” This is a very succinct description of the game’s system, too. The
heart of the game is the capture of a zone — an abstract representation of
around half a dozen buildings.

First, a zone is activated, and this happens whenever your troops capture a
neighboring zone. An activation chit is drawn, to check if the zone is normal
or fortified, and then two suspect markers are drawn, and placed in specific,
individual locations as indicated on the counter. I have not done the arith-
metic, but my play experience would suggest that they will land on the roof,
2nd floor and 1st floor roughly 20%, 40% and 40% of the time, respectively.
Placement is important, as insurgents on the roof are easier to kill by fire,
and whether you are assaulting up or down has an impact on the risks your
troops face, and their chances of success.

Suspects are just that — potential rather than real danger — until you put
them to the test, and you have three ways to do this. The most painless is by
UAV recon, though this is a limited resource, available to you only 4 times per
game. You can attempt recon by fire, which will succeed roughly half of the
time. Or you can assault — which will always reveal what is present in the loca-
tion, but can be a risky business, if you happen to blunder into a “3” strength
insurgent martyr squad. When a suspect is tested, you roll on one of two col-
umns, depending on whether the zone is normal or fortified. In the majority
of cases it will be normal,
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which is a very good thing, as it means that 50% of the time, the suspect will
prove to have been a false alarm. If the threat was real, you draw a random
insurgent unit, and use its guerilla or martyr side, as instructed. 10% of the
time your marines will be ambushed, either by a sniper or IED. In fortified
zones the chance of a false alarm drops to 1 in 10, the risk of ambush doubles,
and the rest of time you will find yourself facing martyrs, whose average
strength is alittle higher, and who do not retreat. Ever.

Once you have determined the threat level, the next task is to decide on a
plan of action. Again, there are three basic ways to apply your firepower. First,
you can call up air support — usually devastating, but in very limited sup-
ply, and often unavailable. There is a very neat nuance here. Because a call
for air support required the Marines to pull back to avoid friendly fire, the
sayvy insurgents would often use this lull in the pace of the marine assault to
regroup and reorganize. Whenever a call for air support fails, you roll on the
Insurgents Reaction table, with a range of outcomes, none of which is pleas-
ant. These can be as seemingly innocuous as allowing guerilla units to retreat
from contested zones, to counter-attacks or house-borne IEDs, which always
seem to happen right when you are hard against your casualty limit. As a
result, I found myself religiously refraining from calls for support, hoarding
them until T absolutely, positively needed to eliminate an enemy strongpoint,
or risk falling ruinously behind schedule.

The second approach is what you would expect — to shoot your target to
hell. All combat in the game follows a similar routine - to have an effect, the
shooter must roll equal to or less than his combat factor on a D10. For full
strength marine squads this ranges from 4 to 6, and for insurgents from 1 to
3. There are a small number of modifiers, most of which apply only to marine
fire,but these are largely situational - there is not much you can do to improve
your chance. There is one significant exception to this. You begin the game
with 4 CAAT units, each of which can provide a +2 modifier, four times per
game. I tended to use these in tandem with my 6CF marine squads, providing
firebases which would eliminate their targets roughly 80% of the time.

The third approach is to go in — storming the enemy held location by
assault. The core assault process is in effect the same as fire, with
a different set of modifiers; however, these modifiers are more i
within your control. In particular, you can sometimes maneuvre
your assaulting unit to deliver a top down or bottom up attack,

up is the one to choose if you have time, or are worried about

your casualty levels; it reduces the chances of casualties for both sides. Top
down has the opposite effect. It also allows you to flood a building - in effect,
turning a success into a type of overrun, which continues until the building
is clear, or an attack fails. This is an aspect of the game taken directly from
the article. Apparently, top down followed by flooding was standard doctrine,
but the experience of Fallujah indicated that in the tight confines of the Jolan,
it proved very difficult to haul a wounded marine with full equipment and
body armor back up the stairwells, and so the article recommends adopting
bottom up assault where possible to minimise friendly casualties. Designer
Closier’s solution is both effective and elegant, I think.

Of course, it is considerably more dangerous to storm a building than to
shoot it up, and the game reflects this too, as in an assault, the insurgents
shoot back. In addition, if either side rolls a “0” here, they consult their side’s
assault events table. There are some outcomes here that you never want to
see; for example, if you are facing martyr units, then a “suicide bomber”result
automatically eliminates the assaulting squad.

At the end of an inconclusive assault, insurgent guerrilla units will retreat
to a neighbouring zone. Martyrs will not. Most of the time you are happy to
see the guerrillas go, as they will ultimately retreat off the board edge if you
keep up the pressure. There are two circumstances, however, where you want
them to stand and fight: when you need the Victory Points their elimination
in combat brings, and when their presence in another zone will interdict a
road you have to cross. The game gives you a tool to force guerillas to stand.
Each USMC squad can detach its security element, at a cost of -1 to its com-
bat factor. If it assaults in a zone where the security element is present, the
guerrillas cannot retreat. I must confess to under-utilising this capability,
probably for the inglorious reason of the slight increase in fiddle factor the
additional counter brings.

The net result of all this is that combat doctrine is easy to establish, but
harder to execute. As an insurgent’s combat factor has no influence on its vul-
nerability to fire, you want to blast high CF insurgents with fire. As low
CF insurgents have a small chance of hurting your troops in assault,

especially if assaulting bottom up, you will choose to deal with them
face to face. Putting this into practice depends not just on your rate of
progress (fire is much slower,) but also on whether you can actually
maneuver your troops to the correct locations, and that too can be

depending on the location of the insurgents in the zone. Bottom g ’ fraught with danger.
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THE TICKING OF THE CLOCK
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In Phantom Fury moving troops put themselves in harm’s way on two oc-  pressure. There is no doubt that s ‘: T P
casions: when they cross a street,and when they enter a zone. The movement  the game’s system does indeed il "y g::;i;’"f‘““: 5
process is very clever, and very effective. Marines have a movement factor of ~ capture the essence of the “les- o S 2L E.,,%:,.Eﬁ:
4,and every location or street section cost 1 to enter.4 MF is enough foraunit ~ sons” article, but it does more I 0 s iy Ei%-‘ﬁ;.m
to enter a courtyard and climb to the roof in a single 15 minute turn.A squad ~ than that I think. It also aligns mu?ﬁ".:;i“;”::m: E= :%Tffi;%iﬁ}i o ‘

in a courtyard is subject to defensive fire from all insurgents in the zone, and

benefits from a +1 modifier if it is accompanied by its (detached) security =~ narratives and journalism i SoREENT REAC]

element. If the insurgent shoots well you will suffer casualties or pinning;in ~ which I have seen. All this is ”I‘.‘};EE:EET%"T*::“:;W R

many cases, especially when the clock is ticking loudly, casualties are prefer-  in a smallish, compact, tense, e :::“:’ij‘;‘:’"'f‘%f; .

able, as fire discipline limits you to a single marine squad in a contested zone,  difficult to beat, fast playing i T Pty i

and recovery from pinning is not automatic. game. What's not to like? T ZHIE é;'_z'"f;ﬁ::;ﬂf::; i
Crossing the street is even riskier; in this case ALL insurgents and suspects Not much, to be honest. Of mn%‘SEEr"mﬂm:«:mw i |

in neighbouring zones fire; insurgents can cause casualties, and suspects  course, it is not perfect. Apart . e

only pinning. You can mitigate the risk by positioning an Abrams in the street
to be crossed; in this case suspect units do not fire, and a success by a guerilla
is reduced to a pin. Sadly, you only have one of these, and you cannot always
predict how far it will move.

Luckily for the marines, you do not have always have to cross the street, or
enter a zone by the front door. Zones in the same block are often accessible by
roof, and when the target zone roof is unoccupied, this is usually the method
of choice. Once more the map makes this easy, as a simple symbol shows at a

occupying it when clear of enemy units and suspects at the end of your turn,
by the way. This is no easy matter. A key difficulty is that your combat power
will tend to erode steadily, as you use up your CAAT teams’ ammo, exhaust
your air support and suffer casualties. The insurgents, however, just keep on
coming, just as strong as before. As a result, I set myself hourly (4 turn) mile-
stones: 22 zones in the first hour, which T usually struggle to achieve, 18 in the
second, which is a rare event, 13 in the third which is all but impossible,and 7
in the fourth, which I have yet to see. If [ am not at 35 by turn 8,1 would tend
to admit defeat.

The net effect of all of the above is that you tend to spend your thinking
time on a discrete series of tactical problems, which are connected and held

& . together by the ever-ticking clock.
\?ﬁé/"“ How will I cross that street? Who
- 4
R

will fire? When will I call in

support? Can I take that roof?

Where should the tank be po-

sitioned? It’s very tactical, and very
enjoyable. Not only that, if you allow your-
self only 15 minutes to play out a turn, not
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discussed earlier, the biggest

weakness for me is its lim-

ited scope. Zones are pretty much interchangeable. Oh,

you can vary the number of fortified chits seeding the activation

container, and the strength and location of the insurgent enemy will

vary, but still and all, attacking one block is much like attacking an-
other, and that is basically the whole game. And this is pretty much

unfortunately as it stands Phantom Fury is a one trick pony. It's a great trick to
be sure, but even great tricks lose their appeal.

Another weakness — or perhaps more accurately, missed opportunity —
arises from the game’s single minded focus on fire and movement. This is
almost exclusively a combat game, but, as Captain Jent’s comments remind
us, even at the height of the fighting, a company commander has much more
on his plate than killing the enemy. The thing I most missed was some pro-
cess for ensuring that marine casualties are recovered, given immediate care
and evacuated quickly out of harm’s way. I continue to hope against hope that
our collective interest in games about war will transcend a simple focus on
fighting and killing. Some day perhaps, but not today. There is not even the
excuse that this is an aspect ignored in the source article, which shows how
seriously the Marine Corps takes the care of its wounded. In this regard, sadly,
Operation Phantom Fury missed being Operation New Dawn.

But these small points do little to temper my enthusiasm for what is other-
wise a fine effort. This is a game which came out of nowhere and really sur-
prised me. As I have mentioned elsewhere in this issue, I am not much of a
fan of solitaire games. However, I am a fan of this topic, and Phantom Fury’s
system is so engaging that it has made a fan of me. At the risk of sounding like
the teacher’s pet, Nuts Publishing is off to a flying start. @
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only will you complete a game in real time,
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D TOM & GRANT DALGLIESH
G DON TROIANI

IN 2008, DAN VERSSON, BEST KNOWN FOR HIS SOLITAIRE LEADER SERIES
(PHANTOM LEADER, HORNET LEADER) AND THE ACKNOWLEDGED DESIGNER OF THE
DOWN IN FLAMES AERIAL CARD GAMES, CAME UP WITH A NEW SOLITAIRE SYSTEM,
THIS TIME FOR LAND BATTLES. Field Commander: Rommel gave use the Desert
Fox’s famous campaigns - France, Africa and Normandy - and challenged us
to doas well or better than he did. The system worked quite well, so well in fact,
that I named it one of the best games of 2008.

This year he gives us Field Commander: Napoleon, featuring twelve
Napoleonic campaigns from 1796 through 1815 to challenge our capabilities.
Battles are far more tactical than the Field Commander original, as youd ex-
pect, since broader tactics were key to victories back then.

The BIG package is deluxe in every sense of the word. There are seven sepa-
rate 11”x 17” mounted maneuver maps to cover the twelve campaigns, and
six full slick countersheets to provide the forces for
each campaign, and the battle plan markers that
make the system run.

The maps are area movement maps with very
little terrain, except for key cities to fight over.
Each map has the starting forces and locations

for the campaign(s) fought in the region, the ene-
my orders table for movement of your opponent,
resupply, victory conditions/objectives and other
special rules for the campaign and a turn track
that youll find way too short!
Overall,whileI thought the maps did a reason-
able job of handling the campaign maneuvers,

THE NATO!
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FIELD COMMANDER

NAPOLEON

the broad stroke area movement negates grand maneuvers. You get the move
forward to engage type of warfare that typified the era, but some of the details
seem odd. For example, the 1809 Campaign, Napoleon has to take (among oth-
ers) Vienna and Wagram, crossing the map with Charles and the Austrians in
the way. Youd get the sense from the map and campaign that Napoleon started
this particular fracas, when in fact Austria did. Another anomaly was the 1815
Campaign - the famous Hundred Days - Napoleon'’s maneuvers to beat the
Prussians and get between the British and Prussians is negated by the starting
locations that have the Allies already in contact in adjacent areas.

The general purpose of Napoleonic warfare was to beat the other guy’s
army and that’s the focus of this version of Field Commander. The counters,
called forces, you use are both mobile and static, infantry, cavalry and artillery.
The nicely done 1.25”long slick counters show nationality, activation number,
combat value, and a skill level ranging from conscript, poor, line, veteran to
elite. The activation number is the number rolled on a D10 when the force at-
tempts to do something; the combat value is the value or less to roll to score a
hit on the opponent. Some units, notably cavalry, have a superior superscript
that provides the ability to hit twice if the combat roll is below the superscript-
ed number. For example, Davout’s 1809 cavalry is a veteran force, with an acti-
vation of 8 and a combat value of 84 meaning a roll of 1-4 scores two hits on an
enemy, 5-8 scores one hit and 9-10 misses completely. Most infantry units are
back printed with reduced values to show a reduction from combat hits. Those
that don't are destroyed with a single hit. Cavalry is quite fragile that way.

Not surprisingly; the only leader on the map is Himself. He is rated for tac-
tical ability that shifts with time, as did his real abilities. The tactical ability
provides the number of special orders he can give to his forces in battle as

France (nue
Marmont, Ne

Erance (Sens]
prussia (Brier
Russia (Brien

8 parclay, Gallit
& Lambert, Gorl

Russia (Verdu
Pahlen
Austria (Ciney
Wrede, Wurte
te Arrivals: Pl
' France (Moret
Prussia (Brien
Russia (Verdul
jte Arrivals: Pl:
France (Moret
Russia (Verdur
attle Plans: No
SP]
Jou cannot ref
tench Forces.
Victory: Play u
le Paris Area, C
lmpalgn turn,

e: Counter = Co
Iy points: Fran(

may choose to
I in the middle
11 to all Fog of
ce the Enemy F
e to the side to
&nd of the Camy
ftory: Gain Victo
based on the
oyed during th
Forces Destre




oo i Sdeacieoumnabeny i

M;f‘mont, Ney, Vlcto';, MacDonald, Grouchy
France (Sens): Mortier
prussia (Brienne): Yorck (Z&V -

i ienne): Karpow, Wasilchow,
g:rscslfy,(%:mzm), Yerraolof, Wittgenstein,
Lambert, Gortchakof
Russia (Verdun): Langeron, Lieven, Olsufief,
Pahlen »

Austria (Ciney): Gyulai, Nostitz, Frimont,
Wrede, Wurtemberg
\ate Arrivals: Place Feb 1814...
France (Moret): Oudinot, Amey, Rebeval
prussia (Brienne): Kleist, Bulow (2) »
Russia (Verdun): Stronganof Gl
{te Arrivals: Place Mar 1814...
France (Moret): Henrion
Russia (Verdun): St. Priest
attle Plans: No Napoleon 1, Enemy 3
SPECIAL RULES
Jou cannot repurchase your Destroyed
'ench Forces. o
i : Play until an Enemy Force en
ch:rri‘s/ Areg, or until the er:/d of the last
ympaign turn, whichever occurs first.

iaforol i
b w =2

18159

5 SET-UP f (@)

e: Counter = Corps

ply points: France 3, Enemy 5

ing Forces:

drice {Chateau-Thierry): Napoleon, Gerard,

ouot, D’Erlon, Reille (2), Vandamme, Lobau,

bjol, Exelmans, Kellerma

itain (Brussels): Orang

ellington (4), Uxbridg

ussia (Liege): Thiel

ussia (Ciney): Zieten

e Plans: No Napoleon
SPECIAL R :

may choose to end the Campaign at any time

in the middle of a Battle).

I 1 to all Fog of War Battle Turns.
e the Enemy Forces you Destroyed during a

le to the side to calculate your Victory Points at
\ 2nd of the Campaign.
£ ANAVE ttory: Gain Victory Points at the end of each
details l)e based on the number of Enemy Forces
g oth- oyed during the Battle.
. . i
famis I nvzy Forces Destroyed VPs Glalned
started 4 2
e 1815 7T 151
eat Fhe 512 19
tarting [ more 30

r: eliminate all the Enemy Forces from the map,
- | he Campaign and score +5VP.

guy 10 30+, Historical 29-20, Inferior 19-
unters, 5 - —- -
rtillery. 3 S ] | :
umber, Al 6 | | 1814
°ran to A S o 1 { 2 W
g " VAV~
rce at- i \'/ (R
score a ' = : i §E
rscript ‘ 8 ¢
script- . e m—
n acti- - )
con ¢ REsupPLy 959
its are ‘I FRANCE 8 Ql” PLAY
.Those Gain 1 Supply point for FRANCE
. each French-Held Area. B R anca Turm Counte
for tac- /i : - Moves ‘
e T p— e —

izlhty |{* terior 10'|{ istorical 20 |{ suerior 30 | - Resolve Battles
attle as !

| S
Ladi ) Vel . P | | ENEMY - Forced March
4 Z | /[/14/ F‘[///}/]/' 7 EP@,/. Jf“ /llliy I orced Marc

1814 || 1814 | 1814 ,' 1811 1814 | Rollforlfifse,Brienne, ‘ | Erz:iﬁhﬁiff;gﬁs

B 5




well as the number of Insights allowed.
Insights are special combat bonuses that
Himself can wield - as long as he's there to
lead. Players will learn quickly that French
forces without Himself at the helm tend to
melt fast.

The rule book is very complete
and is written as per each step of the
sequence. There are a variety of look-
ups that players will need early on, es-
pecially the battle plans that will lead to
page flipping, but so far we haven’t found
anything that isn't there.

The turn sequence is straight forward.
As the French leader you get to move your
forces into adjacent areas as desired. If en-
emy units are in any area you enter, a battle is
generated and is resolved, unless one side has
a 3-1 combat value advantage. In that case, an
“envelopment”is declared and the smaller force
is considered destroyed. After all French initiated
battles are concluded, French resupply is per-
formed, with French given supply points based
on what they hold. Damaged units can be refitted by expending supply points,
and if you have enough supply, you can purchase previously destroyed units,
for the cost of their combat value. Buying back Davout’s cavalry, for example
would cost you eight supply.

Following your turn as Himself, the system provides enemy moves. Enemy
forces on the map are separated into discrete groups (2-4 forces) and each rolls
on the Orders table to find out what it does. Options include holding in place,
advanced toward the nearest (and smallest) French force, or moving toward
friendly or French held objectives or cities. The die roll is modified by the
amount of supply available at the time of the rolls. As with French moves, all
enemy moves that end with opposing forces in the same area result in a battle.
Once these battles are resolved, enemy resupply takes place that results in more
troops, more forts, or more supply. As with the French, any damaged forces on
the map can be refitted to full strength with the use of supply points.

A note on the random orders. In the example below; Jellacic’s 1809 Austrian
Division is ordered to advance against a French held objective — in this case
the city of Munich, defended by several corps of French soldiers - -an obvi-
ous mismatch. Would such a thing happen in reality? Sure,as any student of
Napoleonic times will tell you. It could be that his scouts failed to give him vital
information, or those same scouts were repulsed by French vedettes - or he’s
an idiot officer who follows orders regardless of whether they make sense. I
noted only a few anomalous situations when following the enemy orders; the
rest made sense. I was impressed.

Now we move on to the battles themselves. Ah, the battles. The smoke, the
fury, the bouncing cannon balls...

Battles in Field Commander: Napoleon take place on a battle map divided
into French reserve, approach and front boxes and opposite enemy boxes.
Forces are placed on the battle map oriented to show Line or Column forma-
tion. These forces then maneuver through the use of Battle Plans. There are
two basic types of battle plans; those chosen (or drawn) for forces and default
plans when a chosen one it not available. As Himself, players chose the number
of battle plans available to His tactical ability in the campaign. When he’s ab-
sence, chosen battle plans are more limited. You can buy extra plans for - you
guessed it - supply points. Enemy battle plans are drawn randomly.

At the start of a battle, the Fog of War table is checked with a D10 die roll
- enemy supply can affect this table. Fog of war provide a variety of potential
results from gaining or losing supply, to moving mobile forces from another
area to moving Himself to the battle if not already there. In addition to these
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effects, the table also tells you how long the battle
will last. Battles last until one side is completely
gone or until the Fog of War time runs out.
If Napoleon is available, you get to choose
any Insights you might want to use to aid
the French cause. There are seven pos-
sible choices, with each one selected
counting against the French battle
plans available for the real fighting.
They include adding a battle turn to
the Fog limit, aiding morale checks
during the battle, raiding enemy
supply, and engineers to hit stat-
ic garrisons and fortifications
the enemy has. There is one to
let you start closer to the en-
emy (Front) and one that is
still a mystery to me - Terrain,
which allows you to place enemy
forces in violation of normal place-
ment rules.

Finally there’s the very power-
ful (occasionally) Cavalry Sweep. This
Insight lets from 1-3 cavalry units leave the battle field and attack the sur-
rounding area inflicting hurt on the forces opposing you. Each cavalry unit
chosen can attack three times, and with the right cavalry unit (like Davouts
1809 cavalry) this can pretty much eliminate the enemy. The caveat is that the
cavalry is not available for the actual battle should one occur afterwards.

While most of these Insights activate automatically, Engineers and the
Sweep require activation by Himself, rolling against his tactical ability.
Choosing the best one for the battle is a key decision for players.

Before discussing battle plans, combat mechanics need to be defined. A unit
attacks by rolling a D10 equal to or lower than its combat value. A success-
ful roll can cause one or two hits with each hit taken by reducing an enemy
force or eliminating an already reduced force. Units moving into an area con-
taining enemy units shock them - basically a morale check with a D10 rolling
against the shockee’s combat value. Less or equal succeeds and the unit stays
put. Failure puts a hit on the unit and sends it into retreat one space if it isn't
eliminated outright. Units in column always lose a shock test. In a nice touch,
the shock test is taken by the unit with the lowest skill rating. Units starting
their activation in the same area as enemy units are considered in melee, and
can only attack but with greatly enhanced power. Note to self, melee is not a
good way to maintain force integrity.

Each Battle turns starts with any Insight activation remaining, then the
French chooses the number of battle plans up to his limit and assigns them
to specific forces. These include Charge, where cavalry can advance up to two
locations, shocking the enemy as it goes and finally attacking. There is a Volley
plan, allowing an infantry unit to attack with increased firepower. There’s an
Engage plan that moves an infantry unit forward, perhaps shocking an enemy,
and then attack. Any force that does not get a chosen plan gets a default plan:
march, pivot, fire or retreat.

Some of the plans require the force to pass an activation test before actually
doing what the plan requires. To use the Charge plan, Davout’s cavalry above
would need to roll an 8 or lower. Messend’s 1809 infantry could use an Engage
plan immediately if they were in column formation; if they were in Line for-
mation they'd have to roll a 7 or less. It’s a nice system that resolves quickly
and lets you grapple with the problems of command when your units become
reduced and are less prone to do what you want them to do. Messena’s reduced
force, for example, would only activate with a 5 or less.

Once the French plans are in place, the enemy plans are randomly drawn
and assigned from highest to lowest skill level. Once the plans have been drawn
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(or default plans identified, resolve the enemy plans from front to
back; highest to lowest skill level. These plans include things like as-
saultand forward (advance and attack), aimed (enemy volley),and
melee (an advance and two attacks.) In addition to plans given to specific
forces, there are three plans that affect the battle turn for all enemy
forces: well struck adds power to attacks, officers add to activation
rolls,and close ranks cancels the first hit against them.

After the enemy plans have been resolved, resolve the French
plans, then check to see if someone has a 3-1 strength advantage.
If so the other side routs and can only retreat. If not, go to the next
battle round.

Here’s an example of a battle turn:

It’s the start of the 1807 Peninsula campaign. In Toledo French
General Dupont and his veteran infantry (7-7) find themselves
challenged by the Spanish leader Castanos and his poor infan-
try (4-4), plus a conscripted force of Spanish patriots (3-2). In the fog
of war, the enemy has stolen two French supply points, and shows that

4 \[ L Estocq ¢

41806

and Wagram - basically six of eight cities on the map.
The Austrians are poised to stop him. April’s turn sees
Napoleon moves Oudinot, Massena and Rouyer from Ulm
to Munich, currently defended only by a garrison and fortification; Napoleon
~ himself, with Lannes, Vandamme and Bessieres cavalry
T marchon Nuremberg, joined by Davout. His forces envelop
Nuremberg with more than 3-1 strength advantage; the
Austrians try to reinforce Munich but can only muster a
2 strength cavalry unit which still leaves them enveloped.
Himself collects four supply points and banks them as he has no casualties
at this point.

8 / In return, the Austrians (expending two of their five supply
points to get a +2 on their movement orders) start moving,
Gyulai and John hold in Klagenfurt, refusing to advance and
4 flank the French advance. Liechtenstein and Hiller advance
~ into Ratisbon, threatening both Munich and Nuremberg.
Kienmeyer and Bellegrade hold in Pilsen, but Kollowrath, expect-

the battle can last a maximum of three battle rounds. Dupont
starts his force in column in the French Approach area, while
both Spanish columns appear in the Enemy Approach area.
Since Napoleon is not in attendance, the French only get one
plan and Dupont chooses Engage and graciously allows the

Spanish the first move (after all it is their country - and the rules say the enemy

goes first!)

Spanish get two battle plans and these are now drawn ran-
domly from the coffee-less coffee cup and assigned to each
force, starting with Castanos (since he has a higher skill than
the conscript Patriots.) The Closing plan is drawn - this will
activate Castanos infantry automatically and move him for-
ward in column. The Assault plan is drawn for the Patriots. They’ll
have to activate to follow this plan.

Castanos activates the Closing plan, moving his column
into the Enemy Front area. If the French had been in this
area, they'd have had to survive a shock check. If the French
had been in their adjacent Front area, Castanos could have
fired. But Dupont is too far away.

The Patriots attempt to activate the Assault, needing a three or féss.
asix, so they stay put and are done.

Dupont now activates. Since he’s in column, he can acti-
vate Engage without a roll. He moves forward into the French
Front area, changes to Line formation, and attacks Castanos
with a + 1/+1 bonus. That turns his 7° infantry into an 81
infantry for this battle turn. He rolls a three scoring one hit
on Castanos, dropping the Spaniards to a 2-2 infantry.

The battle turn ends with a rout check to see if either
side has gained a 3-1 advantage. The French still have 7
strength, the Spanish now have 4 so the battle continues
into Round two.

The battle plan markers take some getting used to, so
expect to use the rule book the first several battles. But the abbrevia-
tions are pretty good and after you've been through a campaign or two, the res-
olution becomes quicker. I can't say the same about choosing your own battle
plans. Tliked the system. (except when Ilost. ...)

Campaigns last until Himself gains all the objectives lists or when time runs
out. Many of the campaigns list a “grade”level for achieving all objectives early.
If you're really into historical comparisons you can try to get through all the
campaigns and total you score against His. It quite a feat if you can.

So how does it play?

We take you to central Europe in the spring of 1809 (mainly because I just
finished John Gills magnificent trilogy on the campaign.) At the start of 1809,
Napoleon's goals are to take Freiburg, Nuremburg, Munich, Caldiero, Vienna
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ing help, advances against Nuremberg all alone (ouch). Vecsey
moves east out of Vienna to protect Wagram, while Charles
and three infantry move back into Vienna. Jellacic, seeing the
| bulk of Austrian forces moving east, holds alone in Salzberg.
~ Kollowrath inflicts a hit on the French (taken by Vandamme
through fog of war) before being overwhelmed at Nuremberg. During
their supply phase, Freiberg and Austerlitz get recruit cannons, Caldiero an
extra garrison, Wagram a fortification and Vienna gets two supply
and a recruit infantry.
7 In May, Napoleon moves his entire force out of Nurenberg
to engage Kienmeyer and Bellegarde in Pilsen, Oudinot and
Massena move out of Munich to take on Hiller and Leichtenstein
in Ratisbon, while Lefevre and Rouyer stay in Munich to hold
the objective city, and the reduced Vandamme does the same in
Nuremberg.

At the battle of Pilsen, Napoleon chooses to unleash a cavalry
sweep as his insight, choosing Lannes’ and Davout’s horse to
84 do the deed. Fog of war sets the battle length at two, which He

chooses to increase with another insight of duration. That leaves
him with a single battle plan to select for his remaining forces.

At the start of the battle, Napoleon activates his cavalry sweep (rolling 3
" against his ability). Devout and Lannes with their three attacks
each, smash the Austrians with eight hits, having needed only six
to destroy the whole enemy force. Pilsen is an overwhelming vic-

. tory.
S At Ratisbon, fog of war allows Napoleon to move to the scene,
but again limits the battle to two turns. Oudinot and Massena’s cavalry

is not as good as Davout and Lannes, so Himself chooses only to add
Duration as a single Insight for this battle. For his battle plans he se-

/ 3 lects Oudinot’s cavalry to Charge and Massenas infantry to Engage.
(1 M 8 Y gag

The Austrians all advance, using different battle plans; Hiller’s
2 cavalry is the only unit that has to roll for activation for its Wedge
plan, while Liechtenstein and Hiller’s infantry Closes and moves for-
ward, respectively. None of the forces are in combat range and they sit in their
Front area.

Messena opens the dance by engaging — moving forward in column and
changing to line before attacking with a bonus of +1/+1 which changes
his 80 infantry to 91. His attack roll is a 6, scoring one hit on Liechtenstein.
Oudinot’s cavalry strikes next, charging two areas into the Enemy front and
shocking poor Liechtenstein. The Line troops there fail a shock check and the
unit disintegrates. The horse then attack and score two more hits, destroying
Hiller’s infantry. The rest of Napoleors forces march forward. At the end of the
first battle turn, strength comparison stands at 23-6, which is an envelopment.
Hiller’s cavalry will have to retreat, if it can.
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In the second battle turn, however, Napoleon chooses to volley with
Massenas infantry and engage with Oudinot’s infantry. Hell retreat the horse
if possible, Hiller’s battle plan of retreat is discarded because he shares an area
with Oudinot’s horse and thus is in melee. He attacks with melee’s +3/+3
bonus, making him a 96 juggernaut; his attack roll is a 2 putting two hits on
Napoleors forces. Oudinot’s horses are destroyed and Oudinot Line infantry
take the second hit. Massena’s volley destroys the Austrians and the battle
ends.

With six supply, Napoleon moves his five forces into Passau at a cost of five
supply — Himself moves with them at no cost.

The seven Austrian forces spend one supply for a +1 on their orders. Jellacic
moves onto Munich to contest the French there, while Charles, Hohenzollern,
Rosenberg and Louis move directly against Napoleon, aided by recruit can-
non and infantry along the way. Gyulai, Vescey and John move into Vienna to
defend the capital.

In Passau, fog of war sees the French gain two Austrian supply points and
afive turn battle. A strength comparison has the Austrians with 34 strength
and the French with 35; Napoleon decides it is worth sending Davout’s excel-
lent cavalry on a sweep and holding the rest for the battle. For his battle plan
he decides to engage with Davouts infantry and flank with Besseires’ cavalry,
hoping that some of the Austrians move close enough, for that plan to work.

Napoleon fails to activate Davout’s cavalry sweep initially and the main
battle begins. The battle starts poorly as the Austrians pull a close ranks battle
plan, which will ignore the first hit on them. Charles gets an aimed plan, leav-
ing him in place while the others get forward and a rush to plunge forward.

Besseires cavalry moves forward on his flank attack, forcing Louis into a
shock check, which the infantry fails. Louis doesn't lose the required step be-
cause of the close ranks plan, but has to retreat anyway. The French follow-on
attack scores two hits reducing both Hohenzollern and Rosenberg. Davouts
infantry engagement scores another hit, destroying Rosenberg. Both Lannes’
cavalry and infantry march forward.

On the second battle turn, Davout’s cavalry sweep activates and scores four
hits. The recruit infantry and cannon die, as does Louis’s force. Napoleon in-
tends to charge with Lannes cavalry and volley with its infantry.

The Austrians get an assault for Charles and a wheel for Hohenzollerns
reduced group. Hohenzollern is in melee with Bessierre’s cavalry, improving
from a 40 to a 73, but fails to hit anything. Charles successfully activates his

- force and moves into the front, his
=) Morale | aBttagk (barelﬁ)lrlits and destroys
; essieres cavalry.
Yo‘l)lll; I;gl:;f f:lllrsl + The French chose to default fire
: with Davout hitting and destroying
Hohenzollern. Lannes activates for
his volley and hits Charles. Lannes’ cavalry charges, and the resulting
- 5 shock failure destroys Charles and wins the
™~ 2:3 éRaId battle for Himself.

3. 5:' 5 ;‘PPI,V Points At Munid.l,)Ro.u}.fe.r and Ijefebvre square off
6-10: 1 Su PPly poin ts agamst.]ellagcs division, being one point shy of
Pply point enveloping him. Fog of war loses the French two

supply points and a three turn battle.
In those turns, Jellacic is damaged and
forced to retreat, but the French could not

destroy him; he retreat to Salzberg.
Austrian resupply sees Wagram
collect two supply, which goes to heal

'\Ieﬂadc’ldjvision in Salzberg, Austerlitz, Freiberg
+() E . and Caldiero get additional garri-

n ﬂ,ctlig:{,leef S sons, which Bellgarde’s rejuvenated
Garr; 1t on ach cavalry and a recruit cavalry join the

ort i;foﬂ and Austrians in Vienna.
Icatjo, June sees Eugene’s two infantry

‘Volley
"1 Line
No Roll
Tnf: Atk
(+4/+0)

Cav: Atk.
(+2/+2)

arrive at Freiberg, while
Bernadotte, Poniatowski
and Marmont arrive
in Passau to reinforce
Napoleon. Rouyer and Lefebvre march south to reinforce Eugene against the
strengthened forces at Freiberg, while Oudinot and Massena move back to
Munich. Napoleon and all his forces move against Vienna.

At Vienna, Napoleon chooses to send Davout’s cavalry on another sweep,
and send his engineers against the Austrian static forces; that will leave him
with only one battle plan, but he feels the hits will be worth it. Strength stands
at 37 French, minus Davout’s cavalry,and 41 for the Austrians. Fog of war pro-
vides an additional recruit infantry for the Austrians and a five turn battle.

Napoleon fails to activate his chosen insights and chooses to engage with
Marmont’s infantry. The Austrians get four battle plans: Gyulaf’s cavalry rush-
es forward two areas but the French aren’t there as yet. His infantry closes to
the enemy front but can't attack; Vescey’s cavalry assaults forward, but again
has no target. His infantry fails to activate for its wheel plan.

John, Bellgarde’s cavalry and the recruit infantry all move forward from the
reserve area. The fortification’s cannon fail to hit anything.

With cavalry right in front of him, Napoleon fires with Bernadotte who
misses,and with Poniatowski who hits and destroys Gyulafs cavalry. Marmont
engages and scores one hit. Vescey’s line cavalry takes the hit as it is a lower
skill level than Gyulai’s veteran infantry. Davout and Lannes infantry march
forward, while Lanne’s cavalry holds in place.

Napoleon again fails to activate his insight plans, and the battle rages. He
chooses to volley with Lannes infantry to increase their potency.

Now that the French are closer, Austrian officers arrived to bolster their
troop’s ability to activate. Gyulaf’s infantry aims at Marmont’s troops and hits
them; John's infantry moves forward, changes to line, but misses his attack;
Vescey’s infantry, with the help of officers, moves forward in a wedge, misses
its attack and forms line; Bellgarde’s cavalry assaults forward, changes to line
and misses his attack as well. The fort’s guns, however, hit Marmont's infantry
and destroy it.

Davout’s infantry fires and hits; Lanne’s infantry volleys and hits as well,
killing the recruit infantry and some of Vescey’s infantry. Bernadotte and
Poniatowski move forward and Lannes’ cavalry holds.

Napoleon finally gets his engineers and Davouts cavalry sweep going; in-
flicting hits on the garrison and the fort, and Davout scoring five hits. The
fortification, garrison and recruit cavalry are eliminated, as is Vescey’s reduced
infantry. John's infantry takes the final hit. Another excellent sweep. With all
the enemy now at his front, he again orders Lannes’ infantry to volley; the rest
to fire. But the Austrians get their chance first and, helped by a closed ranks
plan, their orders initiate first. Gyulafs infantry activates its wedge plan and
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moves into the French front, shocking Bernadotte’s infantry who is reduced
and retreats; the follow on attack at 71, misses. John’s reduced infantry makes
its activation roll and rushes forward, shocking Poniatowski into a retreat and
step loss. Finally Bellegarde’s cavalry uses aimed fire to make a 64 attack, but
misses.

Napoleon has Poniatowski, Bernadotte and Lannes’ cavalry fire. The infan-
try miss, but the cavalry scores two hit, eliminating John, with one hit w1ped
out because of the close rank plan. Lannes infantry cannot volley as it is in
melee; but the melee raises the unit to an 83 strength and a two scores two hits
which destroys Gyulai’s infantry. Davout’s attack kills off Bellegardes cavalry
and Vienna is Napoleons.

Freiberg, defended by two garrisons, a fortification and recruit cannon, sees
a three round battle. The recruit cannon is eliminated and one garrison hurt,
but the French are forced to retreat.

Post battle, the French force march Davout’s and Lannes’ troops into
Wagram, leaving Poniatowski’s and Bernadotte’s reduced infantry to hold
Vienna, spending four of five supply points. The fog of war gives the French
a scout and four turns to reduce a fortification and two garrisons. Himself
chooses the engineers to hurt the static forces opposing him, and the front in-
sight that lets him start closer to the enemy; leaving him one battle plan to
push troops forward in the face of heavy cannon-fire.

He fails to activate the engineers, and the fort fires and misses. All the
French move forward. Battle turn two sees the engineers activate hittingall the
static forces and reducing them. The fort fires again and misses (it would have
hit had the engineers not reduced it.)

Lannes’ cavalry charges and shocks one of the garrlsons into destruc-
tion; rolling a 4 for his 74 units attack kills the remaining steps of the enemy.
Wagram falls.

The French resupply, gaining four points and using them to refit Vandamme’s
force in Nuremberg and Oudinot’s reduced infantry in Munich.

Austria’s June moves are limited to the only mobile force on the map:
Jellacic’s refit division. His orders send him back into Munich where he’s im-
mediately overwhelmed by the mass of French forces there. Austrian resupply
provides Bellegarde’s rebuilt infantry as reinforcement for Freiberg, a recruit
cannon for Caldiero and two supply points from Austerlitz, which goes to refit
the garrison in Freigberg,

July sees the French move en mass against Freiberg. Bellegarde’s infan-
try and one garrison are eliminated, Freibergs other garrison and fortifi-
cation are reduced and two French forces are destroyed. The reduced static
forces are eliminated as the French now hold a 30-4 advantage, Freiberg has
fallen. Now only Caldiero remains on His to-do list. The only other French
move is Napoleon and Davout’s infantry moving to Klagenfurt to help against
Caldiero.

August sees the end of the campaign as Napoleon's engineers help over-
whelm Caldiero for an inferior (i.e. took Him too long) victory.

When I first looked at the maps, I didn't think I'd enjoy Field Commander
Napoleon - itlooked to me to be very samey for each campaign. 'm glad to say
I'was wrong. The campaigns play very dlfferenﬂy and each battle plays differ-
ently. Look at the battle of Passau above. For grins I played it out three times,
literally losing two of those times when Davout’s cavalry sweep simply failed to
materialize or hit anythmg when it did.

The later campaigns, though, are my favorites. You don't have as power-
ful a weapon as the cavalry sweep in them, and you can't just bull ahead. In
one memorable 1814 campaign, I clobbered two allied forces on the first turn
and had another advance two spaces into Paris on turn 2 while I counted my
laurels. Whoops. The Egypt campaign, the 1813 and 1814 campaigns were
outstanding challenges; oddly, I didn't have the same feeling about 1815, the
penultimate affair,

Overall you will get your money’s worth of challenges, frustrations and en-
joyment from this Field Commander. @
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s modern warfare has focused more and more on the native populations

of areas in which wars are being fought, civilians on the battlefield have

become more and more important, especially in cities and towns. The

US Army once referred to this as “MOUT;” or “Military Operations in

Urban Terrain.” Tellingly, the British had a different term that both

more wry and more accurate: “FISH” or “Fighting In Someone’s

House” Not all interactions with civilians take place in urban terrain, with

current operations in Afghanistan a perfect example. Moreover, the importance
of the civilian population is magnified during insurgencies.

When addressing the issues of civilians on the battlefield, there are two
approaches to examine. The first is the way in which current military doctrine
describes civilians on the battlefield, and plans for their interactions. The second
is fo examine the way in which they are portrayed in wargarhes. Z

As noted above, the US Army and USMC refer to MOUT, which inherently
addresses some civilian considerations. But even more important, the Armyhas
emphasized not only their Civil Affairs units, and their role in current operations,
but they have also spent the last 5 years developing academic-focused Human
Terrain Teams, whose purpose it is to use academic methods and structured
research to assist the local commanders in understanding the local population.
Current US military practice refers to the wealth of civilian-focused knowledge
~ infrastructure, the economy, schools, religion, emergency services, etc — as
the “Green COP” (see sidebar).  This information becomes more and more
important as local military commanders are expected to not only perforate bad
guys, but also provide the local population with governance, services, and any
other professional assistance they could provide.

With all of the importance placed on them in the real world, ifs a wonder
that civilians don't play a larger role in wargames, especially contemporary
ones. There have been a smattering of civilians appear in wargames over the
years, going back to Raid on Richmond in the Civil War, and through Victory

i the West in WWIL and up to Sautur Sur Kolwezi in current days. Portraying
civilians in wargames, though, has been tricky over the years, for a variety of
reasons.

As a designer approaches the wargame, the most important question to
answer is: “Whyam I putting civilians in my game.” What are the effects I expect
them to provide and how do I model that in the game? Why am I modeling
them that way? Given their expected effects within the game system, how to
the players access the ability to influence those effects? In short, the civilians
in the game have to have a purpose beyond decorating the map, or providing a
marketing edge on the box cover.

Civilians might affect the logistics and supply model of a game. They may
have the ability to interfere with supply routes by clogging roads. They may sap
logistics capability from a the local military units if the commander has been
tasked to provide assistance to them. In games in which units are required to
forage, or locally procure supplies, (common through the late 1800s), those
military operations may directly affect the local population, but if there’s no
rules mechanism to track the supply status of the local population/area, then
there’s no point in tracking the damage done by foraging,

The security and defensibility of civilians could be another important game
consideration. If the players' mission(s) include securing the local population,

“ how do they do s0? Equally important is this: if one side has the requirement
‘10 secure civilians from harm, does the other side have the ability to somehow
inflict that harm, to use as a gauge for the success of the mission? While it might
be accurate to model the targeting of civilians by military forces, it might notbe
the best PR move to include it in a commercial game.

ivilians may serve as nothing more than physical impediments on the

battlefield, almost as a sort of roving terrain’ that hinders movement, supply lines,
and stacking limits. When pondering this level of integration within a wargame,
a designer has to ask, “Are these issues limited to specific areas, or are they
widespread across the battlefield where the effects can average themselves across
the map with no special rules required.

Most challenging of all, however, are combatants with the ability to hide in the
civilian population. This is of paramount importance in an insurgency or counter-
terror campaign, as well as unconventional warfare and wars of resistance against
an occupying force. The variables of concealed movement, hiding the population,
collateral damage from combat among civilians, and the support the local
population provides to the concealed forces can all have overwhelming effects on
the battle, and therefore ought to be present in any comparable game.

Given the multitude of effects that civilians can have on military operations,
ignoring them in a game seems counterintuitive, But even worse is including them
inadesign without a real purpose. If civilians in the area are primarily a hindrance
to mobility, then perhaps simply reducing the movement factors is sufficient.
Historically, civilians may have been an important source of information about
enemy movements, but in most tabletop wargames, unit locations and statuses
aren't exactly secret. S6 while they are important on the battlefield, their presence
on the tabletop should not be automatically assumed.

The “Common Operating Picture”
The US military discusses the current battlefield situation, as expressed on a map, as the
“Common Operating Picture.” This is the set of information that is shared among all of the
units in the command, usually through a variety of digital tools like the “Command Post of the
Future” (CPOF). :
The three COPs are describe with color codes, based on the colors of the symbology as they
appear on the map. The BLUE COP is friendly forces, both US and immediate allies. The RED COP
is enemy-focused, and will include known/likely/suspected enemy locations, as well as recent
enemy activity. Within the past 3-4 years, more and more units are incorporating the GREEN COP.
which displays the Local civilian situation.
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STAR RISING

NATIONS AT

It's the summer of 1944 and Allied forces fight to liberate occupied France from
Germany. It's a titanic struggle that pits the advanced weaponry of the German
Army against the airpower, artillery, and ever-improving soldiers of the Allies.
Welcome to the world of Mark H. Walker's Nations at War.

*kk

White Star Rising focuses on the fighting between the Americans, their British
allies, and Germans in France, Belgium, and Germany during 1944-45. You'll
fight battles at Omaha Beach, in the Lorraine, on the outskirts of Belgium, and
in Germany itself. There are 16 scenarios played out on four 11” x 17”
geomorphic maps with .75” and .625” counters. That’s right, no more squinting
to make out that tank platoon’s range; these counters are BIG.
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White Star Rising Includes:
+ Over 300 game pieces.

» Four 11” x 177" game maps.
+ Rules and scenario book.

« Player aid cards.

« Dice.

Complexity: 5.5 out of 10.
~ Solitaire Playability: 7 out of 10.
" Playing Time: 45 minutes to 4 hours.
. Ages: 14 and up.
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GROSSDEUTSCHLAND MOTORIZED INFANTRY DIVISION
CUMBAT COMMANDER WITH TANKS?

DESIGNER CHAD JENSEN GRAPHICS LEE BRIMMICOMBE-W0OD, CHAD JENSEN, CHARLES KIBLER, RODGER B. MACGOWAN PVUBLISH[R GMT

Along,long time ago. .

I can still remember

How that game used to make me smile. .

And that game was AH’s old Panzerblitz (PB) Ibelieve it was my 3rd game,
after AH’s Battle of the Bulge and Afrika Korps. Tt was the coolest game on the
block. Neat-olittle tanks and guns and men shooting each other up across an
ingenious invention - the “geo-morphic” map board. Iwas hooked, and could
easily see exactly how the Soviet and German commanders felt maneuvering
in over the Russian Steppe. Then my 15th birthday came and I received a few
WWII history books and my dream was shattered. PB was a hoax! It was
nothing like the accounts I read. I had been lied to. The coolest game on the
block, I now realized, was a fraud. Disappointed, I shelved it, and figured I'd
concentrate my interests in operational and strategic games, for they, at least,
had a narrative that sometimes followed the scr1pt that the history books re-
lated to me. But, secretly, I always hoped a “new” PB-like game would come
alongand catch my fancy because, well, because fighting with those ittle tanks
was 50 cool. .

SoItried to findit. For a while, I thought Squad Leader would fill the niche,
but it kept on getting more and more complicated and then went “Advanced”
Not for me, T decided. Others too numerous to recount came and went, with
nothing really grabbing my fancy. I told myself T just wasn't meant to be a tac-
tical gamer. I was OK with that.

Then, in 2006, the game Combat Commander (CC) hit the market. Tt was a
tactical WWII game that used, wait for it, cards! Now, P'm a big fan of CDGs,
and I guessed I lied a little about no tactical game grabbing my fancy; for Up
Front (UF) definitely did. However,it was limited in that it was too small to rec-
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reate individual battles and I never enjoyed the vehicle
rules, for they tended to dominate the game. Yet itis a brilliant design, one I still
enjoy, and, I figured, a board game based on UF had to be good. So, remem- %
bering that long, long time ago, I took the plunge. Well, when my game arrived, P
it certainly looked cool, but there were no vehicles. Hmmm, looks like a more
grown-up UE pethaps, but I'm still not going to get my tanks. Indeed, I was re-
luctant to even try the game after all my disappointments with tactical games
over the years, but, luckily, Battles’ own
contributor Nels Thompson twisted my a
arm and taught me via a German vs.
Yugoslav scenario. Since that first game,
I'have never looked back! CC remains
one of the, if not “the” favorite game in
my collection.

So, where does that leave us? Well,
if we come full circle, I have the tactical
game that PB could never be. SoI should
be happy; and I am. But I still dor't have
my tanks, and this piece is supposed to
be about Fighting Formations (FF), so I
guess I need to open the circle a little and
fitit in. And it fits in because it could be
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the game, with tanks, that PB or even CC could never be. It is from a
designer, Chad Jensen, whose work I respect. Not only do I tend to
enjoy his games, I admire the fact that he designs using many ~ *
of the philosophies laid out in Jesse Schell’s The Art of Game '
Design: A Book of Lenses. Plus, he designed CC, so FF will &
have to be good, right?-CC with tanks, or CC on steroids, 3
whatever you prefer. A no-brainer purchase for me.
So the circle does indeed close, and we're all happy,
for FF gives me that game I've been looking for — one with
tanks — since my early disenchantment with PB,

Or does it? When my game arrived, I punched out the counters
for Scenario 0, the “training” scenario, a hypothetical clash of fairly
equal units. T plowed through the rules, set up the game solitaire,
and began playing. Inever finished. The game seemed tedious. I
surmised my problem was twofold - I don't enjoy solitaire gaming,
and the scenario wasn't historical. So I get my friend Mark to play a
historical scenario with me. We had an OK time, kind of, but both of
us say, “We should have played CC instead, it’s much more fun.”

For me, the search continued, and, if I had not commit- SN\OKE
ted to this review, I would have shelved the game and ~ °~
concentrated on CC for my tactical fix. But Thad workto @ o =
do for Battles, so I slogged on, twisting arms to play so I s 5
could get more info and, at least, write a fair review of the
game. Battles and its readers deserved nothing less. So I persevered, not

S
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looking forward to the task. \
» 0N

But a funny thing happened along the way and the game be-
gan to grow on me. The more I played, the more I enjoyed
FF. I'began to see aspects of the design that hadnt initially
been clear to me. I'began to enjoy the game for what it was,and
I stopped trying to make it into my teenage PB replacement.

GROSS

Back to my enchantment, every once in a while the jaded old fart in me
gets excited about an upcoming game. It doesn’t happen often, but when it
does, the game’s arrival makes me feel like a wee lad again, opening Christmas
presents, knowing that my Red Ryder BB gun is in the pile somewhere. As my
doorbell rang one Saturday morning and I saw the postman had a game-sized
box in hand, T was once again a 12 year old boy being handed the present I was
looking for. Yes, here it was, my copy of Fighting Formations: Grossdeutschland
Motorized Infantry Division, the game I had been eagerly anticipating since
playtesting it with the developer (well, playing a couple turns. ..) a year and
ahalf ago. I ripped the USPS Priority Mail box open, and the gleaming green
and black box was candy to my eyes. Only a whimper from Cheyenne, my dog,
reminded me I was not 12 and that the game would have to wait as I took care
of other responsibilities. Cursed by being an adult!

pm— Grumble, grumble.

OK, dog is walked, lawn is cut, laundry’s thrown in the
. wash, now I can get to the fun. But before I do, let’s cut
right to the quick about this game, for that’s what the ADD
reader wants anyway. Yes, it fills an unfortunate slot in
\ the Nazi glorification pantheon (but please, read on...)
and no, it is most definitely not Combat Commander
with tanks. Looking at the last point, one expecting to

find “CC with tanks” is going to be very disappointed.

. Very. FFis not some kind of “grown up” CC. Nay, it
is a completely different game with a few mechanics
that are less “it’s like CC” and more “it’s like other tacti-
cal WWII games” I think, since I don't really play many
WWII tactical games, but it sounds right. So, don't come
| here looking for “CC on steroids;” come here looking for

a WWII game where you can fight chosen battles down

. books on the subject, given to me by a friend. Thad a “voila” moment about

to the platoon and squad level with some clever mechanics. Comparisons,
though, are inevitable, and I'll even use a few here. Oy vey.

Transitioning from my rudimentary Yiddish, I have to say that the
Nazi thang is a lot trickier. Grossdeutschland didn’t always employ the
nicest soldiers in the German army. There were atrocities they committed and
yes, they are Nazis. Going even further than the Blues Brothers, my hatred of
 Nazis goes beyond Illinois' Nazis and I'm not exactly fond of the guys in
GD. In fact, if this game was designed by most other designers, I prob-
ably would have passed on it, as I passed years ago on the “GD” games
from MMP in their TCS series. Who wants to fight with these pricks?

£} Butitwas designed by the guy that designed my favorite tactical game, a
guy who is a true “outside the box” thinker. So,1 asked him why he chose GD
to highlight first in what promises to be a series of games focusing on vari-

ous formations. He replied that, one of the many books he received for
Christmas one year was on the GD. At this same time,
the idea for FF was germinating in his mind. To quote
Chad Jensen, the designer: “The book was a fascinating
read, which led me to discover that there were copious
amounts of detailed information on GD, even down to
the tactical scale which is often hard to find: exactly
what a design of this sort needed. So an interesting unit with
lots of existing research data at my fingertips made for an easy tran-
sition to T think I'll start with this one.”
That's the story, no thought of “Let’s have a game with Nazis be-
cause they're Nazis!” I personally find this credible, as my inner de-
signer has been working on a game of the Tet Offensive since reading a few

a design, and that game had to be on Tet. because of a book, period. I find

nothing nefarious here, and hope that others can look at FF as a documen-
tary ona unit, not a celebration of said unit. The next two volumes promise to
cover the U.S.2nd Armored and the 1st Canadian Infantry; so, if you absolutely
can't stomach GD, you will have choices with which to look at in this series in
the future. So,while I wish an Allied division had been chosen for the initial of-
fering, I do see the designer’s explanation as valid. This is Chad Jensen doing a
game ona unit that gave him a “voila” moment not“Chad Jensen doing a game
on Nazis because he thinks Nazis are cool” As folks say online, “YMMV, but [
am confident that FFwasn't meant to be putin the Nazi glorification pantheon,
$0,now, we can focus on the game. Well, I can,and I hope you can too.

Ah, yes, the game. Did I mention we have Nazis and Commies fighting
across Mother Russia in from 1941 through March 1943 using platoons and
squads? If not, rest assured, this is a tactical game of WWII in the Soviet
Union, following several battles GD was involved in. As the game is laid out, the
maps are historical, based on where the fighting took place (there are 4 back
printed historical maps, no geomorphic “could have beens” here), and units
are rated for their anti-vehicle and anti-infantry/gun firepower and range as
well as protective armor (front/flank) and/or morale (soft targets). However,
each unit in a class is “generic;” in that a Soviet Rifle Platoon is a Soviet Rifle
Platoon. Not sure one could do it any differently at this scale, frankly. The game
uses different sided dice based on the situation, so youll be
rolling d6s, d8s, d10s, d12s, and d20s as yo
play. The GMT version has these —
dice in different colors so theyre i
easy to pick out. A couple friends |
I played with “pimped out” their
dice,buying a red set for the Soviets |
and a black set for the Germans.
While these may “look” cooler, I
found it a chore to pick out the right dice.
My advice is to stick with what GMT pro-
vided. Finally, the game comes with two
double-sided charts (I made color copies of
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these so my opponents could have a set, as well) and an 8.5%22” orders matrix
which wants to curl up on itself, even though it supposed to lie flat. Lef’s hope
that future printings of this game will use the same stock that was used in CC,
as the 8.5x22” matrix from that game lies perfectly flat. Overall its a full pack-
age - too full for the box, it appears, as one won't be able to use counter trays
with this one and still shut the box lid. One final caveat is that the counter col-
ors (light gray Germans and light brown Soviets) look a bit washed out. T had
10 problem with them, though others have reported trouble telling the sides
apart in poor lighting. Overall, though, I liked the components (save for the
curling charts) and there is a good deal packed into this box.

So, the counters are punched, the rules are read, and T’m ready to go. The
rules come in one 24 page (20 actual pages of rules) series rulebook, which
gives the basicrules for all games in this series, present and future. These rules
cover the components, mechanics, and orders in an easy to assimilate fashion.
Each game in the series will have a playbook and the playbook in FE:GD is
64 pages of goodness. One page deals with rules exclusive to FE:GD such as
Radioless vehicles, Engineers in Melee,and Smoldering Wrecks. Two pages are
devoted to terrain that is found in FF:GD but not necessarily in other games
to come. Tiwo additional pages details special actions units in the game can
use, such as firing APCR projectiles, using light machine guns, and loading/
unloading passengers, for example. Add in five pages explaining the use of
assets (these are cards, we'll get there!), 1 page detailing fortifications, and a
page of optional rules, and we're now at the scenarios. The playbook has 11
scenarios — 9 historical, 1 hypothetical, and 1 introductory. But wait, there’s
more! Anyone familiar with a Jensen (Chad and Kai)/john Foley game has
come to expect great notes and examples of play. These items fill out the play-
book; and are very well done, indeed. I actually had a friend read through the
examples of play (he had not yet played the game), not the rules, and we were
off inless than 5 minutes. Nice. ‘

Now, I guess, the big question is, how does this game play? If you stumbled
through my earlier prose, youd know I think it plays pretty well, but we really

should talk about the mechanics. These mechanics are pretty slick,and they’re
barely related to your grandfather’s PB. Barely. ..

MATRIX

Playing the game appears to be pretty easy — pick a scenario, choose sides,
set’em up and get started the sequence of play. Hmmm. .. Where is the se-
quence of play? One frantically searches the rules and can’t find one - be-
cause there is none! Now, that’s not absolutely true, as there is a sequence to
go through at the end of each turn, but the player turns arerit broken up into
move/fire/rally actions. The player turns and how they play out is up to, of all
things, the players! Take off the shackles you may be used to and get ready to
command units as you see fit - no more rigid, “I must do this, that, and the
other thing, then repeat”” But the game isn't a simulation of anarchy, so how
does this work, in practice?

Can you say “Order Matrix?” The Order Matrix (Matrix) is a devilishly in-
genious device that allows players to take actions for certain “costs” Each turn,
10 cubes are “seeded” on the in boxes that go from 1 up through 10, matching
the pips on a 10-sided die. To play a cube (that is, to issue the order in the box
the cube occupies) costs Initiative points. When you've used enough cubes
(issued enough orders) to send the Initiative pawn (yes, Initiative is tracked
throughout the game) to your opponent’s side, then he can start giving orders.
This way, play swings back and forth, while players play a game within a game
as they miserly try to hold onto Initiative while performing the actions they
need to perform. As an example, let’s say the Imitative pawn rests on your side
of the track at “5.” If you choose an order cube that costs only “4” Initiative,
then you can carry out that order and, after you're done, give a new order since
you are still the Initiative player at “1” However, if your first order had cost“7”
the Initiative would now be with your opponent at “2,”so after your order is
complete, the turn goes to your opponent. The Initiative track can never go be-
yond “20”for one side, so, rest assured, both sides will get to play - but holding
onto the Initiative for as long as possible is what a good player will strive to do.
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TRACK DISPLAY

lpd of Turn sequence (below) i 3/Assat Division
I is devoid of order cubes Support
Regiment
Draw 2 Assets Support
Battalion
Draw 1 Asset Support
Flip the Sniper marker. German si
then perform an Advance, Assault, Rally, Sniper
Move, Fire or Asset order
Advance activated units:
move into adjacent hex then must stop Advance
ignore MPs; no Return Fire or Op Fire allowed (Melee: Inf)
Move & fire with activated units:
printed speed is halved Assault
may spend 1 MP to fire once: -1D if direct fire (Melee: Veh.)
Rally activated units:
base 2d10 Rally
(+1D in cover; +1D w/Command; -2D in melee)
Move activated units:
unit's speed = available movement points Move
expend MPs to move hex to hex (Melee: Gun)
[ Fire activated units:
i see Player Aid for direct fire Fire
Co mmand see Melee Table if same-hex
of tum- |
M:; R ! Pi ne Asset order fre r ha Asset
to 0x l

[0 map 1o e Fir nemy firi ing un
Tand to ther Tactical sige) | | (Costs Initiative equal to unit's activation cost)

l\_
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When choosing an order, there are subtle differences in the Matrix between
the two sides. Soviets can move more easily, so their cost for a move is “2”vs.
“3” for the Germans. Conversely, the Germans fire a little more easily (“2”vs.
“3”), Other differences are that the Assault order is easier for the Germans
while the Sniper order is more cost-effective for the Soviet player. High costs in
Initiative will secure Asset cards (1,2, or 3), while the lowest Initiative cost (a
“17) allows either player to use their assets. Even more interesting, is that the
Matrix is “seeded” randomly before each new turn, rolling a d10 and putting
the cube on the corresponding box (roll a “7;” a cube goes on box “7”). This
means that some orders will not be available that turn. If no “10s” are rolled,
bummer for both sides, as no division support (in the form of asset cards) will
be available. But this brings up a potential problem — what if no “2s”are rolled,
does this mean the Soviet player can’t move? No, it doesn't, as one may always
overpay for an order. The Soviet player could spend 10 Initiative and then call
for a move order, if he had to, as one can always use orders that cost the same

OR LESS than the amount of Initiative spent.
)| Sometimes, in the metagame of the Matrix,
- one will overspend just to deny his opponent
a“cheap” order. Yes, the Matrix can be an evil
mechanism. Here’s how the designer de-
scribes it:
“[The Matrix models] the ebb and flow of
initiative on the field of battle. Also, the battlefield maneuvers
that tend to be more difficult to coordinate
effectively (combined arms assaults, for
example, as opposed to simple fire or move-
ment) have a higher initiative cost, meaning
more planning is involved if you want to
execute one and retain the overall initiative.
Alternately you can order an assault on the

fly, at the expense of perhaps
giving the opponent more ini-
tiative elsewhere. Note that your
Assault order will always execute
perfectly -- the way YOU as the gam-
er want it to -- whereas the real troops on
the ground will have had a harder time of it. The extra
initiative given to your opponent abstractly represents the fact
that your opponent may be szmultaneously”domg more basic ﬁrzng

and moving while you're spending precious time coordinating a difficult ma-
neuver. The request for higher-level assets - air, artillery, etc. -- also takes time
and coordination above the norm, so carry with them a similar higher in-game
initiative cost.”

Some have called the Matrix nothing more than a “gimmick” I will side
with the designer here and say that, in my experiences with the game, the
Matrix nicely models what he intended it to model - and, best of all, with no
cost in complexity!

NEW ORDERS

But enough of the Matrix, what are the orders? This is a tactical game on
WWII warfare in the Soviet Union, so, what can units do? Well, they can do a
lot,maybe...

Going down the Matrix may be the best way to explain the game. Il use
the Soviet side as an example — the German side has the same orders, though
the cost may be different. Starting at the cost of “1” Initiative, we have “Asset”
Asset allows the player to play one asset from his hand.. Assets come in the
form of cards, and range from calling in air support and artillery to ma-
nipulating on-map command. Other assets, such as anti-tank rifles, smoke
screens, and Commissars are played as “reaction” cards, not costing anything.
It's a great feeling to know that your superiors have given you the OK to lay
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ORDER MATRIX — Soviets

Fo

‘moving unit:

If either die < ROF: firing unit becomes spent

%’ﬂ @ reaction during enemy order @ %ﬂ!

Division

Support Draw 3 Assets

Regiment Draw 2 Asset:

Support
Battalion
Support Draw 1 Asset

M fire with activat its:
Assault printed speed is halved
(Melee: Veh.) may spend 1 MP to fire once: -1D if direct fire

Advance activated units:

Advance move into adjacent hex then must stop
(Melee: Inf ) ignore MPs; no Return Fire or Op Fire allowed
lip the S ker to the Soviet si
Sniger then perform a Rally, Fire, Move or Asset order
all jvate
Rally base 2d10
(+1D in cover; +1D w/Command; -2D in melee)
Fire see Player Aid for direct fire
see Melee Table if same-hex
ve e 5 -
Move unit's speed = available movement points

(Melee: Gun) expend MPs to move hex to hex

Asset Play up to one As! r i

Fire at enemy firing/moving unit:
(Costs Initiative equal to unit's activation cost)

Basic Procedure—When you have |

Pending-Com!

first, move Command from her
then, move Tactical Command
(then flip active Mission Commanc

1. Move the Initiative marker a nump
the row from which the cube was

2. Choose to perform: the order list(
Soviets) of where the cube was t

3. Activate units if appropriate: spe|
0 if under Mission Command. Ur
Vehicles may then be abandonec

4. At the end of every order oppon

A turn ends at the conclusion of tt

Atend of turn:

If either die < ROF: firing unit spent

Initiative = player holdlng»tfl!ra’ Fale l:a(d




down a Katyusha Rocket barrage, one only hopes that the Germans dor't have
counter-battery fire that will negate it!

At Initiaitve “2” the Soviets can move. So, the Soviet player looks at all his
units and moves them. Wrong. ... Units need to be “in command?”to move, or
they cost extra Initiative, and we know that's something that isn't spent lightly.
Each side has limited command markers they can place during the game.
These represent orders being received and carried out by leaders in the field.
The best command is “Mission” command, which activates units to move for
free within their command radius — anywhere from 0-4 hexes. As the battle
rages, “Mission” command degrades to “Tactical” command. Units activated
to move that are under “Tactical” command each cost an Initiative point, and
remember, we hate giving back Initiative to our opponent, but sometimes ya
just gotta move these guys. In addition, there will be units on the board who
are“Out”of command. These units can still move, but they’ll cost“2” Imitative
points each. There will be times you'll pay this penalty out of need, but it
hurts. ..

After you've chosen all units to activate - flipped them over to their active
sides and paid their Initiative costs - you begin moving. Infantry are platoons
and squads, represented by 5/8” counters. They can move in any direction,
platoons breaking down into squads or squads reforming into platoons prior
to movementif you wish. Vehicles and guns are on long counters (double 5/8”)
and they have to conform to facing rules to move and pivot, facing a hexside at
all times. Units pay terrain costs for each new hex they enter, and can be fired
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on by any eligible unit each time a new hex is entered (opportunity fire). This
Imay seem excessive at times, as some units could conceivable be fired at by
hundreds of enemies (OK, I exaggerate). The good nevws is that ifs not that
clear cut,as each opportunity fire carries a cost — an Initiative costand a poten-
tial “Spent” cost. Sure, the enemy can fire his “Mission” command guys for free,
but all those under “Tactical” command (or, even worse, “Out”of command)
are going to cost him Initiative. Yeah, he'll take those shots that may do dam-
age, but taking a low odds’ attack here probably won't happen, as the cost is
usually too high. In addition to paying Initiative, each unit has a“Rate of Fire”
(ROF) number. If any die roll is <= the ROF, that unit is done (“Spent”) for the
remainder of the current order. Simple mechanics here prevent an unrealistic
“rain of fire” occurring at each move.

Movement sounds reasonable, eh? But what about combat? This is a game
on WWII, so we have to have some shooting, and at a cost of “3;” the Soviets
can activate units to fire. Additional costs will have to be paid for units under
“Tactical” command or “Out” of command, and this happens on all orders, so
it won't be mentioned again. Infantry can fire through any hexside, while ve-
hicles and guns need to fire through their front arc - pivoting is allowed, but
ata cost. As each unit fires - and fire is done unit by unit though each fire
attack affects all units in the defending hex — one rolls two d10 and adds this
to his appropriate firepower to come up with a total. The defender rolls two
d10 and adds this to his defense (multiple rolls if >1 unit is in the hex) - this
is actually alot like some miniature games T have played. If the defender’s total
is equal to or greater than the attacker’ total, the shot has no effect. it less
than, the defender takes a hit and selects a “Hit” marker from the ubiquitous
opaque cup, placing it on the hurt unit. This marker will give restrictions on
what the “Hit” unit can do, and a unit with a “Hit” marker on it that is hit a 2nd
time will be eliminated (an eliminated platoon will actually be an eliminated
squad, with the platoon breaking down after the loss) . But why d10s, when we
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\hav\e—\‘c%\ 85, d10s, d12s,and d20s? This'is one of the simple beauties of the
game — each die roll starts with d10s, but can be modified. As high rolls here
are better, one strives to get to “better” dice! So,an attack that starts with d10s
can be raised to d12s if firing on an adjacent hex. On the other hand, it can be
lowered to d8s if the fire attack is at long range, or even dbs if the attack s at
extreme range. This simplicity makes the game easy to play — no looking on
charts or reading through 10 values for each shot. Take the attack value, roll the
appropriate dice; take the defense value, roll the appropriate dice, compare. It's
ahit or a miss. Simple, but effective. No, one won't find 17 armor values here.
What one will find is simple math showing relative strengths of units. Front
armor is better than flank, but a hit is a hit and a miss is a miss. Pretty straight-
forward. . The designer has done the work for us and broken down each attack
and defense into simple die rolls. I like that!

As an example, let’s have a platoon of Soviet KV-1B tanks fire at a single
German Panzer IVF at 5 hex range through its front armor. The line of sight
is through all clear terrain, so there are no hindrances between the units, more
on that shortly. The Soviet attack begins with 16 AP firepower (not modified
for range as the normal range is 7 hexes). The Soviets decide to play a special
action, discarding an asset to use APCR rounds which add +4 firepower at
range 5, upping the attack to a“20.” 2d10s are rolled and they come up“3”and
“8” The final fire attack is thus 20+11 = 31. This is marked, and the German
armor rolls its defense. The base defense for a frontal attack is “17.” The
German unit is in the open, so no terrain modifiers apply. 2d10s are rolled for
defense and both are “6s.” The final defense is thus 17 + 12 = 29. Comparing
the two results, the Soviets “win;” so the German armor is hit. The German
player, feeling unlucky, draws a “Hit” marker for his Panzer IVF and gets an
“Immobilized”” Pretty bad, as the unit can’t move and is very hard to rally (get-
ting eliminated if there’s a failure). However, it can still fire its guns, so things
could definitely be worse. ..

One caveat about
firing. Your opponent |
isn't impotent when you
rain steel on him. When
each unit fires, ONE (and only one) enemy unit can attempt
return fire. Initiative costs are paid, and units fire away. As
with opportunity fire, these units can become spent for the re-
mainder of the order. OK; there is another caveat, as well. Each
fire (order, opportunity, return) has a “hindrance number - that
is, how well the firing unit can see the target hex. The base hindrance isa“1;
line of sight going through non-clear terrain or smoke will raise this. If either
die results in a number which is that hindrance number or lower, the shotis an
automatic miss. So, even with overwhelming firepower, nothing is certain. A
simple, yet effective mechanism.

I'm hoping you have an idea of how the game plays, so, instead of going
through each additional order one by one, here they are, with their costs:
Rally (4), Sniper (5), Advance (6). Assault (7). Battalion Support (8), Regiment
Support (9),and Division Support (10). Well, maybe some slight explanations
are in order, know that:

Rally attempts to remove hit markers from units, though it may backfire
and eliminate a unit!

Sniper is a special order that let’s you put the sniper marker on your side
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