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Strategic Studies 
Group takes great 
pleasure in . 
announcing· the 
imminent release of ... 
A GRAND 
STRATEGIC 
ADVENTURE 

(Russia). Or you may elect to command one or 
more Army Groups (Germany) or Theatres (Russia). 

Or you can command everything. Or nothing! Just 
sit back and watch the battle unfold before your 
eyes as your computer plays out the greatest clash 
of arms in human history. 

The Great War in the East 1941-1945 
In addition to the four year campaign scenario, 

the inclusion of our ubiquitous design kit allows you 
to vary both economic and military parameters, 
begin the campaign at any point in the struggle 

Russia, The Great War in the East 1941·45, is a recreation of the 
climactic four years of bitter conflict which raged from the worm shores 
of the Black Sea to the frozen tundra of the Arctic Circle. 

Using the simple, yet sophisticated, menu structures for which we are 
famous, the enormous complexity of this epic struggle is reduced to an 
elegant, easy-to-use order routine. 

Two levels of command are provided for. You may assume supreme 
command of all your forces by taking control of OKH (Germany) or Stavka 

or create a multitude of short battle scenarios using only a portion of the 
game map. These short scenarios, of which two are included with the 
game, involve a single Army Group (Theatre) and omit the strategic 
interphase which occurs every month (i.e. every four turns). They can be 
played to a conclusion in 1 to 2 hours. 

For the keen historical gamer as well as the novice Russia will provide 
a lifetime of satisfying entertainment. 

Look for It soon. For the Apple II Family and the C·64/l28. Just $40. 

BATIC£fROOT 
IS A RECREATION OF LAND BATTLES FROM THE SECOND WORLD WAR 

Four separate scenarios are included with the game system as well as a comprehensive and 
easy-to-use design kit. The scenarios are Crete (1941), Stalingrad (1942), Saipan (1944) and 
Bastogne (1944) . · 

Each commander can control a force as large as an army corps; up to 60 battalions distributed 
in 3 divisions. The computer can direct either or both commands, allowing for an exciting face
to-face contest with a frienp, challenging solitaire play and/or extensive historical analysis. 

A complete range of unit types is provided including among others, infantry (foot, motorized 
and mechanized), armour, anti-tank, artillery, engineer, parachute and marine battalions. 

The game mechanics will simulate meeting engagements, mobile defense operations, set
piece assaults, amphibious and airborne invasions in any combination. 

Unit strengths and types, types and difficulty of terrain, effects of roads, cities and forts are all 
software controllable. A complete and accurate battle environment can be built up to recreate 
each scenario. 

Off-board air and naval support, air superiority, weather, supply, fatigue and combat experience 
are all included. 

Your role as the corps commander is to direct the divisional and regimental HQs of your force 
by assigning an order from the appropriate action menu. The actual movement of battalions 
and the resolution of any conflict is handled by the computer. 

The strategic and tactical decision making is up to you. How well your men execute your orders 
will be a true test of how well you have commanded them. 
For the Apple II Family and the C·64/l28. Just $40. 

IF YOU CAN'T FIND A COPY IN YOUR LOCAL COMPUTER OR GAME STORE, PLEASE CONTACT 

ELECTRONIC ARTS 
1820 GATEWAY DRIVE, SAN MATEO. CA. 94404 (415) 571-7171 

STRATEGIC STUDIES GROUP (AUST.) 
PO. BOX 261 DRUMMOYNE. NSW. 2047 (02) 819-7199 
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EDITOR'S CHANCE 

Well, there's been a bit of a mistake this 
issue. I don't have room for several of our 
regular features, namely letters, questions 
and answers and work in progress. As I'm 
sure you all realize, it wasn't my fault. That 
Roger waxed garrulous this issue and turned 
out a six page article instead of his usual 
three. 

Normally I can edit an article to fit but in this 
case, since I barely understand any of it, 1 

thought it might be a bit dangerous to mess 
around. I mean, something vital could get left 
out. 

The programming techniques behind 
computer game design are fascinating in 
their own right and just as deserving of·care 
as the historical models they are built to 
simulate. I keep a pretty close eye on 
strategy software from other publishers and 
it's my experience that there are very few 
games out there which avail themselves of the 
sort of tool Roger has explained in this issue; 
much to their detriment. 

I expect to talk a bit more on the inter
relationships between programming and 
game design in the next issue. It's an 
interesting topic. 

This issue is going to press three weeks 
earlier than scheduled (it was either that or 
two weeks late) and, among other omissions, 
we have not completed judging in the Europe 
Ablaze contest. We'll do that shortly and 
notify the winner in January. The winning 
scenario will still be published in our next 
issue. 

Speaking of contests, have a look at the last 
issue for the details of our Battlefront 
contest. The deadline for entries is June 
30th, 1987. As an aside, we have received a 
dozen entries already, including a simulation 
of the battle of Gettysburg! 

Danny Stevens has joined the company and is 
presently working on Macintosh conversions 
of our games. We hope IBM and other 
formats will follow. 

Russia is scheduled for release on January 
20th and appears on target! It's our best 
game to date and you can take my word for it 
that the $40 it will cost you is money very 
well spent. Road to Appomattox will 
hopefully be ready in time for Origins '87, 
which is just about three years on from the 
time we first announced our intention of 

SUBSCRIPTION RATES 
( 4 issues/1 year) 

IN AUSTRALIA 
Magazine/disk sub. = $AUD 65.00 
Magazine only sub. = $AUD 15.00 

IN NORTH AMERICA 
Magazine/disk sub. = $USD 65.00 
Magazine only sub. = $USD 15.00 

ELSEWHERE 
(Surface Post) 

Magazine/disk sub. = $AUD 75.00 
Magazine only sub. = $AUD 25.00 

(Airmail Post) 
Magazine/disk sub. = $AUD 85.00 
Magazine only sub. = $AUD 35.00 

To subscribe, consult the schedule of fees 
above and make sure you include your 
computer type (Apple or C-64) with 
your cheque or money order if you want a 
disk subscription. A disk subscription 
entitles you to however many disks are 
necessary to complement all the scenarios 
in the magazine. 
For those of you who don't want to spend 
this extra money ... don't worry. All the 
data necessary to build the magazine 
scenarios will be provided for you. 
North American subscribers should send 
a cheque or money order (in US funds) to 
our US office. Everyone else should send 
their cheque, money-order, Visa or 
Mastercard to our Australian office. 
Individual scenario disks can be purchased 
for $15.00 each. 

doing the game. Well, patience is its own 
reward and you can be sure that if by some 
cruel stroke of fate we are delayed further, 
it won't simply be to develop character in our 
customers. 

This time we've got it right. .. 
Notwithstanding anything we've said to the 
contrary in previous issues, the correct 
version numbers for Carriers at War are 1.2 
for the C-64 format and 1.1 for the Apple 
format. Phew! + 



DESIGN HINTS FOR 
BATTLEFRONT 

Designing a scenario is an activity with much to 
recommend it. It is your chance to simulate a part 
of history. The research, design and system 
manipulation are all interesting and rewarding 
tasks. We would wish to encourage as many 
people as possible to try their hand. It is really not 
as difficult as you might think. 
It was not possible to include a detailed 
design treatment in the original Battlefront 
manual. (We ran out of time, Ed.) This article 
is meant to expand upon the manual, and will 
attempt to explain the essential aspects of 
design in more detail. 

The first question to be addressed is that of 
absolutes. Battlefront, like any game system, 
is itself an abstraction of reality. It defines a 
structure into which scenario information 
must be fitted. You should not be too 
concerned about the manipulations of your 
source information which may be necessary to 
do this. Your sources themselves may be once 
or several times removed from reality, and a 
common sense approach will serve you best. 

TERRAIN, MOVEMENT 
AND MAP CREATION. 

This is actually a lot easier than it seems. The 
terrain in Battlefront is not as important as 
the number and quality of the troops 
defending. Exploiting the terrain setup is 
very difficult where you can't totally control 
your troops. Obviously, the basic terrain 
features should closely reflect the original 
and movement and combat values chosen as 
appropriate. There are no real rules for 
these values, as they depend so heavily on the 
type of troops present. 

One area where care must be taken is in co
operating with the computer. Rivers and 
their crossing can present a problem. The 
river hexsides as defined in the game prevent 
movement by any mechanised unit except at 
bridge hexsides. Remember mechanised 
movement is not dependent on unit type, all 
units with a movement allowance greater than 
a specified minimum value, the 'MECH-MIN' 
use mechanised movement. 

Roger's generalised movement routines are 
very good at finding their way unaided, but 
occasionally they can be tricked. Beware of 
little cui -de-sacs which suck units in and are 
hard to get out of. Block them off with river 
hex-sides, make them prohibited (zero 
movement point) terrain or provide a bridge 
out as appropriate. Sometimes the routines 
appreciate more than one bridge exit from a 
hex, don't be shy about providing it. 

Sometimes a river may not be necessary. If 
units crossed it without any trouble, it may 
be ·better to just leave it out. Alternatively, 
strategically located rivers do an excellent 
job of channeling the advance of mechanised 
troops. 

At other times you may not want anyone at all 
to cross a river, except at a bridge. In this 
case make a one hex wide river, using ocean 
(TO) terrain. Define a terrain type called 
'BRIDGE' or whatever, with low movement 
costs, (it will probably be part of a road 
anyway), and place this type where you want 
the bridge(s). Crossing rivers is also 
important for supply. All HQ's use the 
'MECH-MIN' value for movement and must be 
able to trace a mechanised supply path to 
their troops to create a line of supply. 

The adjacent controlled hex penalty regulates 
how quickly your lead units will move through 
enemy controlled territory. This should be 
related to troop density and ease of control 
over the terrain. 

UNIT CREATION 
This is probably the hardest part of scenario 
design. Exact unit formations and strengths 
are often hard to come by. Boardgames, even 
if they don't cover the scenario exactly are 

often useful. Future Run 5's will also publish 
templates for the more common unit 
organisations. (There would have been some 
in this issue but we ran out of room, Ed.) 

The critical part of unit creation is getting 
the structure right. As an example let us 
consider the different armoured divisions in 
the Bastogne scenario. The Americans have 
neatly divided theirs into three Combat 
Commands, each of which consists of one 
battalion each of tanks, mechanised infantry 
and self propelled artillery. The recon and 
engineer units along with the divisional 
artillery are left as divisional assets. 

The German structure is quite different. In 
the 2nd Panzer XX, only one panzer 
grenadier regiment is mechanised, the other 
guys only get trucks. Assault guns (Stug 
Ill 's) substitute for real tanks. The only real 
tanks, one battalion of Mk IV's and one of Mk 
V's are created as divisional assets. This 
arrangement gives a vital flexibility that 
makes up for a lot of shortcomings in actual 
equipment levels. 

Obviously, the divisional assets are critical to 
a formation. Artillery should usually be an 
asset so all regiments can benefit. So should 
elite or special troops that can really make a 
difference in the battle. 

The other values, like strength and rating, 
are relative, but the average strength of an 
infantry battalion would be between 9 and·11 
and its rating around 9. These values are 
pretty standard but there are often good 
reasons to vary them. Airborne troops should 
get a lower rating simply because they can't 
carry everything they need with them. Elite 
units usually get more of everything. Garrison 
troops, militia, penal battalions or the 
dreaded Guadalcanal airfield construction 
troops are often lucky to have anything more 
than military picks. 

The experience factor should be allocated 
with care. Remember, each word represents 
two numbers. Elite (7) troops can take 
horrific casualties (up to 80% on occasions) 
before they rout, and they recover quite 
quickly. They are also deadly in minor combat. 
Green (0) men can't even sleep without a 
light on. Very few troops were ever this bad. 
Even the Cons Bde on Guadalcanal, who were 
basically ditch diggers, rated a (1 ). Try to 
avoid the temptation to create one army of 
supermen, fightina another of devout 
pacifists. 

The HQ factors are critical to the outcome of 
a scenario. An army of supermen are useless 
without bullets. The entire character of the 
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Guadalcanal scenario is determined by the 
Japanese Divisional Supply and Admin values 
which are exceptionally low. These values 
severely restrict the offensive capabilities of 
the more numerous and experienced Japanese 
who would otherwise probably push the 
Americans into the sea. Try it and see for 
yourself. 

COMBAT 
The combat routines in Battlefront embody 
the affect of supporting arms and combined 
arms. Bonuses are given in combat for the 
presence of supporting arms in the shape of 
artillery, off board support or heavy 
weapons capacity (any unit with a range 
greater than zero). Similarly a combined 
arms bonus is given for the presence of 
armour type units. 

The presence of armour units, regardless.,.of 
strength or ratings will have a definite bonus. 
These should always be disposed to give 
maximum flexibility. Similarly, the mere 
presence of artillery or OBS points makes a 
substantial difference to a combat. Since 
designation of divisional artillery as a 
battalion is probably an arbitrary matter, it 
is preferable, if there is the room, to create 
two artillery units rather than one. This again 
gives more flexibility, although this extra 
flexibility may not always be warranted, or 
possible. 

CO-OPERATING WITH 
THE COMPUTER 

A large number of Battlefront scenarios will 
be played solitaire. Unless you are trying to 
simulate particularly queer battles, you 
should be able to manage a decent solitaire 
playability. 

We have already discussed how terrain 
choices can control the course of a battle. 
The first choice is actually the location of the 
terrain. You will have noticed how the 
Americans in Guadalcanal suffer from their 
restricted beach-head. The map edge will 
perform the same restrictive function. A 
division in Battlefront likes a depth of about 
eight hexes in which to operate unhindered. It 
should not be deprived of this room to 
manoeuvre without good cause. 

The location and arrival times of HQ's are 
important. The location of a HQ determines 
the axis of communications and supply for 
your regiments. Units will move along this axis 
to go into reserve, and routers will more or 
less try to achieve the same thing. HQ's will 

try to stay away from the edge of the map 
and from enemy forces. Unless you have a 
very good reason otherwise, you should make 
these tasks as easy as possible. 

Supply is the other major function for HQ's. 
Avoid situations where HQ's get trapped by 
terrain features, putting their units out of 
supply. On the other hand, delaying the 
arrival of a HQ can often solve a number of 
problems. Without a HQ, units are out of 
supply and far less likely to get too 
aggressive. This can often be necessary 
where elements of a division straggle onto 
the map over a number of turns. The first 
units need to be there, but have to be 
restrained for a period of time. 

Another way to hold back units is to have 
them start the game fatigued. The Argentine 
units in the Task Force South scenario are 
meant to wait for the British to arrive and 
start beating them up. Unfortunately, it is 
hard for the Battlefront system to reflect 
the total passivity of the Argentine High 
Command. The Argies used to leave their 
excellent defensive terrain and pour forth to 
meet the British, hastening their own demise 
even further. Having them start the game 
tired soon cured them of this habit, and they 
now wait patiently to be attacked. Of course 
units can also be created with fatigue to 
reflect combat prior to the start of the 
scenario. 

There are two major factors which motivate 
the computer, the Victory Points derived 
from Objective Hexes and the location of 
enemy units. Each turn the computer 
calculates the Victory Points as they would 
be if the game ended then. These are also 
displayed for your benefit. The computer 
uses this as a guide to its progress in the 
game. If it is well behind, then it is more likely 
to be aggressive to try and make up the 
deficit. 

However, this is only one input to the decision 
making process. Nevertheless, the choice of 
Objective Hexes and the VP's associated 
with them are critical. (Probably you knew 
this). It should be possible, by choosing 
correct start and end times, and adjusting 
the points per turn and end of game points to 
more or less lead the computer by the nose. 
You may be reassured to note that with any 
given scenario and its desired behaviour, 
there are multiple hex/VP solutions. 

One thing that we may have neglected to tell 
you will help. If the game is running in 
OBSERVE mode then pressing the (esc/f1) 
key while the game displays the 'running' 

message will cause the game to halt at the 
end of the turn. Orders and status of units 
can then be checked mid-game. 

The other stimulus is harder to control. It is 
an integral part of the Battlefront system 
that all units usually want to get to grips 
with the bad guys. This reflects our belief in 
the the difficulties of ignoring uncommitted 
enemy forces. This occassionally leads to 
difficulties as units ignore their objectives 
and pile into the bad guys, who may already 
be being dealt with by other units. 

If this is the case you will have to deal with it. 
Perhaps the bad guys are destined to be 
killed soon and their removal will free things 
up, in which case a slight elasticity with time 
and victory conditions may achieve the same 
effect. Maybe a closer point can be made into 
the vital hex in VP terms with the historical 
point being included but no longer vital. 

Zero movement point units, representing flak 
units or garrison troops can act as bait. 
Objective hexes are sometimes necessary 
simply as navigational beacons. Do not put 
objective hexes too close to reinforcement 
hexes, unless you really want the units trying 
to get on to be chewed up or delayed forever. 

CO-OPERATE WITH 
YOURSELF 

The test of a Battlefront scenario is how 
closely it simulates a chosen piece of military 
history. It is usually no trouble to simulate the 
final result of any engag_ement. With 
Battlefront we have tried to g'o further and 
simulate some of the processes involved in 
reaching that result. This is why we have 
placed such emphasis on conditions like supply 
and fatigue, and why we restrict command 
and manoeuvre decisions. We are trying to 
place you under the same constraints, and to 
give you the same sort of military choices as 
the original combatants. 

The overriding test of any scenario creation 
then becomes whether it agrees with this 
philosophy. Numbers for parameters like 
strength or rating are not as important as 
how those troops are employed, and what 
choices are open to them. The perfect OB 
does not guarantee a perfect scenario. A map 
is only there to reflect ground conditions, as 
they affected the fighting. 

Co-operate with yourself. Do the best you 
can on the little numbers, but concentrate on 
the big picture. + 



Twenty-nine months after the fall of Corregidor, 
MacArthur's promise to return to the Philippines 
became a reality. The fall of the Philippines would 
split the Japanese Empire in two and sever 
Japan's sea lanes with the Southern Resource 
Area. With oil resources cut off from the factories 
and repair yards of Japan, the Imperial fleet would 
become impotent. In one last, desperate attempt to 
stave off disaster, virtually the entire Navy was 
committed to. . . the final battle. 

THE SITUATION 
The capture of the Marianas Islands in mid-
1944 breached the main defense perimeter 
of the Japanese Empire and placed the home 
islands within range of long-range bombers. 
The Allies now adopted a strategy of 
blockade to cut enemy sea communications 
until the defeat of Germany freed sufficient 
ground troops for a direct invasion of Japan. 
The first landing on Leyte (on the western 
side of Leyte Gulf) would provide a staging 

area for the main assault on Luzon. The 
original plan called for a preliminary invasion 
of Mindanao to obtain bases for land-based 
air support, however, pre-invasion raids by 
Third Fleet (Halsey) encountered weak air 
opposition, so the Mindanao invasion was 
cancelled. Air support for the Leyte invasion 
was provided almost entirely by carrier
based aircraft until air bases were 
established on Leyte. The invasion itself was 
covered by Seventh Fleet (Kincaid); including 
six old battleships (five of which had been at 
Pearl Harbour on December 7, 1941) for 

gunfire support and a number of escort 
carriers for close air support. Third Fleet, 
with its fast carriers and battleships, 
provided distant air cover and watched for 
the approach of enemy fleet units. 

The Japanese Navy had developed a series of 
plans to respond to possible Allied invasions 
of key areas in the Empire. The Battle of the 
Philippine Sea (during the Marianas 
campaign) effectively destroyed Japanese 
carrier-based airpower, so the Japanese 
carrier force (Ozawa) would become a decoy 
to attract Third Fleet away from the invasion 
zone. The still strong Japanese 
battleship/cruiser forces (Kurita, Nishamura 
and Shima) would fall on the Seventh Fleet 
and do as much damage as possible to the 
Allied transport and support forces. The 
desperation of the Japanese plan to get into 
Leyte Gulf is emphasized by the lack of any 
real provisions for getting back out again in 
the face of the Third Fleet (which was sure 
to respond with a vengeance). However, the 
cost was acceptable to the Japanese because 
a failure to act would quickly result in an 
immobilized fleet. Had the plan succeeded, 
future Allied invasions could have been 
delayed for months until the lost amphibious 
shipping was replaced. 

On October 23, 1944, the Battle of Leyte 
Gulf opened when two U.S. submarines 
sighted the main Japanese battleship force 
west of the Philippines. After warning the 
the forces covering the invasion, the 
submarines sank two heavy cruisers and 
disabled a third. The next day, Third Fleet 
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search planes sighted this battleship 
("centre") force heading for San Bernadino 
Strait (off the southeast end of Luzon) and 
the smaller battleship/cruiser ("southern") 
force bound for Surigao Strait (between 
Mindanao and Leyte ). The carrier 
("northern") force coming from Japan was 
not yet sighted. The main battle was about to 
begin. 

On October 24, Third Fleet had only three of 
its four carrier task groups available; the 
strongest group, several hundred miles to 
the east for replenishment, was en route 
toward the battle area. Even so, Third Fleet 
was able to launch numerous air attacks 
against the centre force. One battleship was 
sunk and several other ships were damaged 
before the centre force reversed course 
toward the west. Simultaneously, Japanese 
land-based air attacks against Third Fleet 
managed to sink one American light carrier, 
but inflicted little other damage. 

While this was going on, American search 
planes sighted the northern force. Since the 
Seventh Fleet was more than adequate to 
handle the southern force, and since pilot 
reports indicated the centre force was badly 
damaged and in retreat, the entire Third 
Fleet moved northward to destroy the 
Japanese carriers. Because of misunderstood 
communications, Seventh Fleet incorrectly 
thought a major part of Third Fleet was still 
watching San Bernadino Strait. The northern 
force had fulfilled its decoy role. 

Seventh Fleet, thinking that Third Fleet was 
covering all northern approaches to Leyte 



LEVTE GULF 
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Gulf, turned its full attention towards the 
southern force attempting to penetrate 
Surigao Strait into Leyte Gulf. During the 
night of October 24-25, the southern force 
was overwhelmed in a textbook battle that 
was the last surface action ever fought 
between battleships. The Japanese lost two 
battleships, one heavy cruiser and three 
destroyers; the Americans had lost nothing 
larger than a PT boat. Seventh Fleet had 
destroyed the southern force; Third Fleet 
was about to destroy the northern force. 
Everything seemed secure. 

As October 25 dawned, a small escort 
carrier group from Seventh Fleet with the 
radio call-sign 'Taffy 3', was operating east 
of Leyte Gulf to provide close air support 
for the ground forces on Leyte. Suddenly, a 
force of Japanese combat ships was 
detected on the horizon; it was the centre 
force which had reversed course again, 
passed through the unguarded San 
Bernadino Strait, and was now .only a short 
distance from Leyte Gulf. Taffy 3, consisting 
of only six escort carriers and seven 
destroyers/destroyer escorts, was all that 
stood between the invasion forces and a 
Japanese force of four battleships, eight 
cruisers and eleven destroyers. The most 
dramatic phase of the Battle for Leyte Gulf 
had begun. 

In a desperate two-and-a-half hour battle, 
Taffy 3 and its companion escort carrier 
groups fought back against the Japanese 
forces. The Japanese, thinking they were 
fighting the main combat elements did not 
know their plan was close to success. 
Confused and without accurate information 
about the location of American forces, the 
centre force turned back towards San 
Bernadino Strait, first to regroup before a 
new attack and eventually to retreat for 
good. 

American losses in the battle were one escort 
carrier, two destroyers and one destroyer 
escort sunk compared with three Japanese 
heavy cruisers sunk. One additional escort 
carrier was sunk in the first kamikaze air 
attack of the war. 

While Taffy 3 was fighting for its life, Third 
Fleet was beginning the expected 
destruction of the northern force. However, 
shortly after the first air strike was 
launched, Third Fleet received word of the 
battle being waged between centre force 
and Taffy 3. After a number of frantic 
requests for help, the fast battleships 
turned south toward Leyte Gulf, leaving only 
a part of Third Fleet to face the northern 
force. The result was a partial victory; four 
Japanese aircraft carriers were sunk, but 
the bulk of the northern force escaR.ed. 
Meanwhile, the centre force reached San 
Bernadino Strait a couple of hours ahead of 
the Third Fleet battleships and also escaped, 
except for a straggling destroyer that was 
easily sunk. Allied air attacks claimed more 
Japanese ships in the days that followed. 

The final tally was 28 Japanese ships lost 
compared to only six American ships sunk; 



LEYTE GULF · Task Groups 

LEYTE GULF · Length 

LEYTE GULF · Carriers 

unquestionably a major victory for the Allied 
navies. 

Tl:le Battle for leyte Gulf was the biggest 
naval battle of modern times with nearly 300 
ships involved at one point or another. The 
Japanese Navy suffered a major defeat and 
never posed a major threat for the rest of 
the war. However, the difference between 
defeat and victory was small; different 
decisions at critical points in the battle could 
have changed the course of history. 

THE SCENARIO 
This scenario covers the period when the main 
portions of the battle took place. The 
American forces start on the map except for 
one Third Fleet task group that arrives on 
October 25. All Japanese units :rrive on 
October 2.3. Between October 22 and 
October 27, the Japanese battleships must 
avoid the American fast carrier forces and 
reach their destination in Leyte Gulf, 

~D-US-K----~1-5--2-2~ .•••• ~ ....... ~1~~( ~ .. 
END HOUR 
END. DAY 

FORECAST 

· · slaughter the invasion forces and, if possible, 
escape. Some adjustments were necessary to 
achieve a playable game that is faithful to 
history. These included. 

1. Representing two historical escort 
carriers as one aircraft carrier (Taffy 1.1, 
Taffy 1.2, Taffy 2.1 etc.) to fit within the 
system limit of 31 total carriers. 

2. Abstractly representing ships that did 
not have a major impact on the battle - 8 
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LEYTE GULF · Weather 

10 

N 0 T E - The sh.ortage of 
seaplanes aboard Japanese 
capital ships in this scenario is 
due the squad ron lim it. 
However, Japanese bases, 
coastwatchers and an abun
dance of land-based search 
planes more than compensate 
for this shortfall. 

APA and 8 AP class ships with slightly 
stronger defensive values to represent the 
much larger number of vessels actually 
present in Leyte Gulf. 

3. Setting the Seventh Fleet command task 
group (TG 13) to a speed of 0 (AGC ship 
speed) to maintain the Seventh Fleet 
historical role of protecting the forces in 
Leyte Gulf. 

The key thing that must be recognized in 
playing this game is the victory conditions 
(see below). The Japanese were willing to 
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PASSIVE ASW 0-3 ·······.••·) .•• > .••••••.•. 3 PARA-FRAGS YIN I <> N <. y 

FIRE CONTROL 0-3 ) 2 )< 3 CLEAR MAP PTS VI ••·>•···: ••• v .·•·•:>.>. y 

INVASION MULT. 0-3 ............ o •••.• .. •••• 0 COASTWAT. 11 (x,y) F7o;s8 .. < 28,18 

RADAR TECH. 0-3 1 «fB 3 COASTWAT. 12 (x,y) I . 40,46 > 23,31 

AERIAL TORPS 0-3 

1••·•··········3 ············ 
2 COASTWAT. 13 (x,y) .40,40 .. < 22,40 

SURF. TORPS 0-3 l•·••·····• .. ·•s •• .• · .. •·•·. 2 COASTWAT. 14 (x,y) 1> 46,65 < 43,61 

SUB. TORPS 0-3 l•••·•···•·••••s :.•:·: 3 ANCHOR PT f1 (x,y) , .•.•.•••..•.•• ;.···>··>···· 

ABORT DIRECT. 0-7 ,.·.:••.·••·::·s •·.····•·••·•• 2 ANCHOR PT 12 (x,y) , .............. ;·············· 

LEYTE GULF Plane Types 
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LEYTE GULF - Ship Classes 
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LEYTE GULF • Other Shi s 
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LEYTE GULF - Other Ships (Cont.) 
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LEYTE GULF 

LEYTE GULF · Names 
AXIS THEATRE 0 FUKUDOME ._A_L_LI_ED_T_H_EA_T_RE_o_-f.,o.,o;;;.,.,...;,.,..,.,.,.,..,.,.;.;~~ 

AXIS THEATRE 1 KAKUTA >< t-:A..:.:L~LI~E:...D ..:.:T..:.:H:...EA..:.:T..:.:RE=--..:.1_*#;.:;;;..;.~#.:.1 
AXIS TASK FORCE 0 I OZAWA >< ALLIED TASK FORCE 0 

AXIS TASK FORCE 1 < KURITA ALLIED TASK FORCE 1 

AXIS TASK FORCE 2 NISHIMURA > ALLIED TASK FORCE 2 

AXIS TASK FORCE 3 1 / SHIMA < L.A_L_LI_ED_T_AS_K __ .;._~.;._;.;.;,.-..-.-.,;.;._~ 
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pay any price to destroy the Allied invasion. 
Therefore, the victory conditions allow a 
Japanese victory, regardless of the Allied 
score. The requirement to sink or remove a 
specific number of auxiliary ships represents 
the impact on the Allied invasion forces. To 
win, the Allies must inflict a significant 
quantity of damage on the Japanese, but this 
must be accomplished without incurring 
excessive losses. 

VICTORY 
Allied Decisive - 500 points more than 
the Japanese, less than 5 Allied auxiliaries (in 
TG 13) sunk or removed, AND none of the 
Japanese victory conditions are accom
plished. 

Allied Major - 500 points more than the 
Japanese AND none of the Japanese victory 
conditions are accomplished. 

Allied Minor - More points than the 
Japanese and none of the Japanese victory 
conditions are accomplished. 

Note. An Allied Minor Victory approximates 
the historical outcome and should be 
considered a draw for game purposes. 

Japanese Minor- More points than Allied. 

Japanese Major - 500 points (regardless 
of Allied score) or at least 8 Allied 
auxiliaries (in TG 13) sunk or removed. 

Japanese Decisive - 500 points 
(regardless .of Allied score) and at least 8 
Allied auxiliaries (in TG 13) sunk or removed. 

The following interpretations apply to the 
victory conditions. 

Minor Victory - No significant change has 
occurred in the course of the war, either in 
strategy or in the ultimate timing of the 
war's completion. 

Major Victory -The course of the war has 
been greatly altered. An Allied victory leads 
to a quicker end to the wvar as the schedule of 
future invasions is accelerated, while a 
Japanese victory forces significant delays in 
the Allied plans. 
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Decisive Victory - The course of the war 
has not only been greatly altered, but 
political repercussions force major changes in 
the conduct of the war. An Allied victory 
results in a more moderate Japanese 
government coming to power, and taking a 
serious look at ending the war. A Japanese 
victory results in major shakeups in the Allied 
leadership in the Pacific theatre as the end 
of the war appears further away than ever. 

SOME VARIATIONS 
1. Joint Command. Historically, both 
sides consisted of split commands, so 
opportunities were missed and major 
disasters occurred. Had forces been 
combined, victory could have been greater, or 
losses less disastrous. Combine all task 
groups into fewer task forces on one or both 
sides. 
2. Trained Aircrews. The Japanese 
were desperately short of quality pilots, due 
to combat losses and inadequate time to train 
replacements. If the invasion had been a few 
months later, or the Japanese had 
established a better training program, 
aircrews could have been more completely 
trained. Upgrade the combat experience of 
all Japanese squadrons by 1 or more levels. 
3. More Aircraft. In the weeks preceding 
the battle, the Japanese suffered 
tremendous losses in aircraft, so the forces 
available to counter the invasion were 
woefully inadequate. Assume the Japanese 
had been more careful in committing their air 
power. Double or triple the strength of all 
combat (fighter and bomber) squadrons 
assigned to bases in the Philippines -
Tuguegrao, Clark Field, Manila, Legaspi, 
Bacolod, Butuan, Malaybalay and Davao. 

SOME NOTES 
1. Reinforcements. All the Japanese 
naval forces, and one of the Allied task . 
groups, in this scenario begin the game as 
reinforcements. Remember that there is no 
control over these groups until they enter the 
map. 

2. Creating the Weather. Weather 
forecasts are provided for each of the 
twelve sectors. Enter these via Menu 14 then 
go to Menu 13. Type (RET) five times to get 

the weather report routines up and running, 
then save the result as the Weather Report. 

3. Prohibited Hexes and Blocked 
Hex-Sides. A number of hexes must be 
designated as prohibited (terrain type T1) 
to prevent problems with naval force 
movement routines. 

These hexes are 14:66 23:25 31:34 32:55 
36:35 41 :43 16:64 23:26 32:35 34:34 
40:43 43:48 22:26 24:31 32:47 35:52 
41:41 44:59 

Two hex-sides are blocked because these 
channels were not navigable by naval forces in 
a combat situation. Blocking the hex-side 
prevents movement that would not have 
ocurred historically. 

These hex -sides are: 40:43/41 :43 
42:48/43:48 

4. Clearing Map Points. This is just a 
reminder to type (Y) on the <CLEAR MAP 
POINTS> line. Otherwise, every coast
watcher will end up in hex location 0:0. 
Coastwatchers represent Allied guerilla 
forces and Japanese ground forces that 
might have observed enemy naval movements 
and relayed sighting reports. 
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scenario. 



PROGRAMMING AND 
GAME DESIGN 

By Roger Keating and His 
Computer 

Before you start a strategy game you have to 
decide on how the game is going to be displayed 
to the players. In almost all cases a grid system has 
to be developed that will do three things: regulate 
movement, allow for the easy resolution of combat 
and give the computer's intelligence something to 
bite (sic) on. 
The method that I have used in all games to date is 
the hex grid system, a system that has been used in 
traditional board wargames for the last 25 years. 

A NOTE ON 
NUMBERS 

A small note before starting. Any number 
which is intended to be read as a decimal will 
have an exclamation mark in front of it (i.e. 
!1 0 means decimal ten). Machine language 
programmers use the exclamation mark to 
denote surprise at the fact that people still 
use this system! A hexadecimal number has a 
dollar sign .attached (i.e. $10 = !16). This is 
to indicate the vain hope of the programmer 
that he will be paid! 

The hexgrid has several advantages over 
other grid forms, such as having 6 sides and 
6 adjacent hexes to play with; i.e. you can 
move in 6 different directions. Unfortunately 
computers do not have the ability to display 
this type of grid easily but that is another 
story. 

My problem has been to get this hex grid into 
a small amount of memory and build routines 
to access it rapidly. To demonstrate this 
process I will use the grid system from 
Battlefront. 

THE BASIC HEX 
Battlefront uses a map size of !39 hexes 
across and !28 down. Through the creation 
routines it is possible to choose a smaller 
portion of this basic size to allow smaller 
battles to be fought out. For this purpose 
the map has been divided into 12 segments, 3 

across and four down. The variables MAXX 
and MAXY are set to the maximum number of 
columns and rows respectively. The map 
system is labelled as shown in diagram 1 a. 

The values of MAXX and MAXY can be 
decided by reference to diagram 1 b. 

0 (!12) 1 (!25) 2 (!38) 

The Stalingrad scenario in Battlefront 
uses 1 screen across by 2 down therefore 
MAXX = !12 and MAXY = !13. 

This means that !39 * !28 (!1092) hexes are 
going to be stored in the Battlefront map 
database. I will use the co-ordinates 
(XC,YC) to mean the central hex that is 
being discussed and the directions 1 to 6 will 
be used to address the six adjacent hexes. 
See diagram 2a. 

The variables that will have to be stored for 
the central hex and its 6 adjacent hexes are 
identified in diagram 2b. 

Thus-

CO = color of the central hex 

. C1 • C6 = type of sides surrounding the 
central hex 
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STO - ST6 = flags to identify features in 
the hex 

TO - T6 = natural terrain of hex 

TXO - TX6 = shape that 'occupies' the hex 

DIS = flags to indicate if central hex 1s 
objective for either side. 

SETTING UP THE 
TERRAIN TABLE 

To fit the data for the !1 092 hexes into the 
APPLE II or C64 with their limited memory 
capabilities it was necessary to try to limit 
the number of bytes allocated to each hex. 
After much discussion about the size of each 
of the above variables it was decided to 
allocate 3 bytes to each hex in the map for a 
total of !3276 bytes. The variables are 
arranged in each of the 3 bytes as shown in 
diagram 3a. 

Thus for the town of BASTOGNE, the data 
in th~ 3 bytes would appear as shown in 
diagram 3b. 

BASTOGNE is a town with a road through it 
and is under Allied control. Side 3 is a bridge 
and the natural terrain in the hex is clear 
(terrain #1 ). Both sides have objectives in 
this hex. 

Note that CO is not needed as the color of 
the central shape can be found from the 
terrain and C4, CS and C6 can be found by 
looking at the C 1, C2 and C3 values of the 
surrounding hexes as shown in diagram 3c. 

Having decided to use 3 bytes per hex, it was 
a simple matter to allocate memory to it and 
devise a small subroutine (called ADDRESS) 
to access it. See diagram 4. 

The map has been allocated to memory 
between $4000 and $4CCB. The space 
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lo1~<Se~NI ~al 
STO C1 

TO C3 C2 

1 L__L_I ---l.I----L-1 ---l;;;;;l ~> I=> ·.;;.J.._I __._I -----' 
TXO DIS 

o lillloiPlllolo Ia I 

1 I o I o I o I 1 I 1 J<o I o I o I 

2 I 9 19 I 9 I 9 I o <I 9 I 1 I 1 I 
TO (terrain) The data for the town of Bastogne. 

0 - Ocean 8 - Airfield 
1 - Clear 9 - Shape 1 
2 - Woods A - Shape 2 
3 - Rough B - Shape 3 
4 - Jungle C - Shape 4 
5 - Mountain D - Shape 5 
6 - Swamp E - Shape 6 
7 - Desert F - Shape 7 

C1-C3 (sides) 
STO (flags) 0 - Null 

C - City 1 - River 
R - Road 2 - Bridge 
F - Fort 

M - Mine DIS 
A - Allied AL - Allied Obj. 
E - Exposed Mine AX - Axis Obj. 

TXO indicates the unit shape to be 
displayed; for example. an ~!lied landi~g 
craft is $15, a mechanized Infantry un1t 
is $22. There are !55 different shapes. 

occupied by the hex (1,2) can be found by 
looking at column 2 (the hex grid is numbered 
from 0 so that XC = 1 indicates the 2nd 
column) which starts at $4054 and 
advancing 2 hexes ( or 6 bytes) along, thus 
( 1 ,2) occupies the 3 bytes $405A through 
$405C. 

SETTING UP THE 
INDEXES 

To save the computer having to perform 
calculations for each hexside of an adjacent 
hex it is preferable to set up index tables 

I•••• ~Q~!l~lll on ·•••• P:I·~··••••••·• I 
$4000 $4054 $40A8 $40FC $4CCB 

I 1§t Q()lyffio H I 2nd Col urn n 3rd Col urn n I ---_ J 
$400F 

HEX (0,0) (0,1) (0,2) (0,3) (0,4) ... (0,27) 

Top 
Hex 

First 
Hex 

Down 

Second 
Hex 

Down 

etc. 
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that will allow the computer to look at each in 
turn but use the same subroutine. This table 
can be set up by looking at the relative 
position of each adjacent hex compared to the 
central hex. See diagram 5a. 

It can be seen from diagram 5a that two 
index tables will be required depending on 
whether the XC value is even or odd. This is 
due to the way in which a row of hexes is 
drawn across a map. By moving 3 bytes back 
or forward the hexes in direction 1 and 4 can 
be examined and as each column is !28 hexes 
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long and each hex occupies 3 bytes it takes 
!28 * 3 or !84 bytes ($54) to get to the hex 
in the next row. 

It is hard to have a simple index table with 
both positive and negative numbers in it so I 
decided to reference all the hexes from a 
point 1 column back and 2 hexes up from the 
central hex as shown in diagram 5b. 

To get to the new reference point I only have 
to subtract $5A from the (XC,YC) position 
and from there I can then index each adjacent 
hex. For an even hex the table would be -

Direction 1 (add $57), Dir 2 (add $AB), Dir 
3. (add $AE), Dir 4 (add $50), Dir 5 ($06), 
D1r 6 (add $03). 

This is tabulated in the subroutine 
BREAKHEX and called HEXIND. In HEXIND, 
there are in fact two additional indexes. They 
are used when the hex (XC, YC) is in the top 
row or the bottom row. They allow the 
computer to know when the adjacent hexes 
are outside the map. If an even hex is in the 
top row then hexes in directions 1 ,2 and 6 are 
off the map and if in the bottom hex row then 
direction 4 will be off the map. 

For the top row -

Direction 1 (-), Dir 2 (-), Dir 3 (add $AE), 
Dir 4 (add $50), Dir 5 ($06), Dir 6 ( -). 

For the bottom row -

Direction 1 (add $57), Dir 2 (add $AB), Dir 
3 (add $AE), Dir 4 ( -), Dir 5 ($06), Dir 6 
(add $03). 

THE CODING 
ADDRESS and BREAKHEX are the 
subroutines that locate ·a hex in memory and 
reassemble the data into a usable form. They 



Planning for Operation Market-Garden started on 
the 1Oth of September, 1944 when Field Marshall 
Montgomery received Eisenhower's permission for 
a daring air and ground operation to seize a 
bridgehead over the Rhine. One week later, the 
most ambitious Allied airborne operation of the war 
began. Within a further week, it was a total failure. 
The British 1st Airborne Division was virtually 
destroyed by the remnants of two SS Panzer 
divisions (in the area for refit) and the Rhine 
crossing at Arnhem remained in German hands. It 
was to do so until April 1945. 

THE SITUATION 
As the Germans retreated in disorder 
through France it seemed that nothing could 
stop an early end to the war. In fact, the 
Germans were retreating faster than the 
Allies could advance. The Channel ports had 
been bypassed in the headlong advance and 
were still held by their garrisons. All supplies 
for the Allies still came by truck from the 
Normandy beach-head. 

In the inevitable supply shortages that 
followed, it seemed that the only barrier to 
further advance was logistical. The greatest 
enemy for a commander was not the Germans 
but other Allied commanders, all grabbing 
for a share of the supply cake. 

Montgomery, now in command of the 21st 
Army Group fighting in the north favoured, 
as did the British generally, a single 
concentrated thrust at the Germans, the 
'narrow front'. He, of course, would do the 
advancing. Eisenhower and the rest of the 
Americans favoured a continual advance on a 
'broad front'. 

This fundamental conflict of ideas continued 
throughout the operations on the Western 
Front. Moreover, the stunning success of 
Patton's Third Army had produced a 
military/political climate which would have 
made it hard for Eisenhower to give 
Montgomery what he wanted in any case. 

Meanwhile, the Allied enthusiasm for Airborne 
operations had produced the First Allied 

Airborne Army. It contained six divisions and 
over 1500 transport aircraft plus gliders. 
The speed of the advance had meant that 
since D-Day, no operations had been possible. 
A total of 18 separate plans had been 
prepared and cancelled when the Germans 
were unsporting enough to retreat before 
they could be implemented. 

This was a large force (one sixth of the total 
Allied strength) to have sitting around doing 
basically nothing. The Air Force wanted the 
pilots for the bomber offensive. The 
European commanders wanted air supply to 
help continue the advance. It was adding up to 
a use it or lose it situation. 

Montgomery's plan was thus expedient for a 
number of reasons. His stated aim was to 
bottle the Germans in Holland and render the 
approaches to Antwerp safe. His ultimate 
aim was to break through to the Ruhr and 
thrust towards Berlin. This way he could not 
be denied the supplies necessary to finish the 
job. For Eisenhower, it offered a use for his 
airborne troops. 

Moreover, it was undeniably true that if a 
narrow front breakthrough were to be made 
then the North was the best place, if the 
difficult terrain of Holland could be 
negotiated and Antwerp was usable as a 
port. 

Monty's plan was to use three airborne 
divisions to seize and hold the river and canal 
crossings between the Meuse-Escaut Canal 
where the British XXX Corps had gained a 
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HEADQUARTERS DATA 

BATTALION DATA 
FORMATION 11/111 1/t 2/1 3/"f 4/1 1/2 2/2 3/2 4/2 11.3 2/3 3/3 4/3 1/.4 2/4 3/4 4/4 1/- 2/- 3/f< 4/-
UNIT 1.0. [3] )If 2/1 31JH HW I 18 / 7K 2s> HW GPt HW ·21S GP2 <10 156 · 1f HW Art AT AT AT 
LOCATION (x,y) ],J$. 8,14 8,15 9,15 };11 8,10 7,12 8,11 7,16 8,16 7,15 8,14 3,10• 3,11 )4,9 4,10 7,14 8,13 9,14 7,13 
CLASS 0-13 / 3 / 3 >3 } 4 1<3 :> 3 ) 3 < 4 7 3 < 4 3 < 3 >• 3 / 3 <<3 . 4 <13<< 9 / 9 ) 9 
MODE 0-3 / i 1 i t 1 IY2H 2 >2> 2 2 2 j ) 2 •t 1 <j . 1 2 \ 2 \ 2 > 2 
EOUIPM'T o-31 4. ? 4 >4 < 6 1 su 5 •··.• 5 > 6 <s •.· .. 6 >A 5 >A 4 .... 4 ·· 6 .·22·: 17 17 17 
M 0 V E M EN T 0-31 jj4. < 1 4 j 4 1 4 1 14 1 4 • · 14 .•. 1 4 ·14 .. • 1 4 /14 ·. • 1 4 14 < 1 4 ·· • 1 4 ·. 1 4 j 6 . 1 4 /14 < 1 4 
STRENGTH 0-15 \ 8 8 ··.·. a·.·.·. 11 . f2 .::. 12 <.6 .· 10 .tt •. 8 / 11 · 10 / 8 .> 8 8 11 \ 6 > 8 9/ 8 

RATING 0 -1 5 < 5 \ 5 •• , ... 5 · ·•· 9 6 < 6 ·.: 6 .. . 1 0 /6 8 / A . · .· 7 • • 5 < 5 •··· • 5) . 9 /8 / 7 <· T 7 
• RANG E o -1 5 b Y o < o>.. : o < o : · ... o . ·. 1 77617 H o ·.. o .,, ... o .. ·.• o > • o< 1 7 < 1 .. 1 < 1 

ARRIVAL 0-63 .() \ 0 ) () 0 Oi 0 .• .. o .. •• 0 0\ 0 \5 5 <5 .. 5 .·· 5 y 5 \o< 0 \ b ) 5 
FATIGUE 0-7 :7 7 / 7 ) 7 <7 7 ..... 7 .... • 7 ·7</ 7 7 7 < 7 ) 7 <7 \ 7 7 / 7 7 < 7 

.... ;........ : :..•c:: '•TI ··<< ·· · -:::: · ··z:- •: n~ ,... ···i~ •:>. >.: ,~ :::: ..... ; ···· ··::., EXPERIENCE 0-7 :7: 7 <7 7 <6> 6 > 6· .. 6 7 > 6 < 6<> 7 < 6.> 6 ....... 6.} 6 <7 6 6 < 6 
ATTACH M'T 0-4 'N/A• N/A NIA N/A N/A N/A N/A N/A N/A N/A N/A N/A N/A• N/A N/A N/A ·:f 1 j 2 
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HEADQUARTERS DATA 

BATTALION DATA 
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HEADQUARTERS DATA 

BATTALION DATA 
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HEADQUARTERS DATA 

BATT A LION OAT A 
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HEADQUARTERS DATA 

BATTALION DATA 
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ARNHEM - Briefing 

ARNHEM- Terrain Effects Chart 
TERRAIN 

CODE 
(TO-T15) 

TERRAIN 
NAME 

[1 0] 

TERRAIN COSTS PER HEX 

MECH NON-MECH 
(0-31) 0-31 

ATTACK EFFECTS 
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ARNHEM- Objectives 
I.D. NAME 

(1-24) [11] 
~~ 

.-

ARNHEM - Miscellaneous Factors 

32' 



j ,r...•.•·•.•.•,·.·.·•····.•• .. <.•,<.t< ~.·,··.<,•.>. •. > <. c. A.<,•.·,•.•.•.•,•.• .•. f ..... ,•.·.>.•,•.·,· ·••····.•. > >.•,••,••,•.·.·.·,<.•.•.n.•·2,•••.<·.·.·a .. •,.,, .. ,. l von tnueu .. <rom << · .. . •. .................................................... .............. H .......... . 
bridgehead and the Rhine at Arnhem. The 
US 101 st Airborne division was to capture 
bridges between Eindhoven and Veghel. The 
American 82nd Airborne was to capture the 
major river crossings at Grave and Nijmegen. 
The British 1st Airborne was at the end of 
the line, the bridges over the Rhine at 
Arnhem, sixty four miles away. 

In two days, the XXX Corps troops, led by 
the Guards Armoured Division was to link up 
with each airborne division in turn, until they 
reached Amhem. 

Planning for this operation was, of necessity, 
rushed. The haste was necessary to exploit 
the imagined parlous state of the Germans: A 
number of critical decisions had to be made 
with no chance in the limited time available of 
changing them. 

Critical decisions in this category 
includeddisregarding intelligence reports of 
German tanks, deciding to make only one 
airlift on the first day and positioning the 
drop zones a long way from the actual 
objectives. 

The airdrop at Arnhem was perfectly 
performed and all elements landed with 
negligible opposition. Since a whole brigade 
was to be landed the next day, the 1st 
Airlanding Brigade had to stay behind and 
guard the drop zones. This left 1 Parachute 
Brigade and the divisional troops to strike 
out for the bridge. 

They were not to get very far. Determined 
resistance initially from the 16th SS Training 
Battalion, and then from troops from the 9th 
SS Panzer Division held up most of the 
regiment well short of the Bridge. Portions 
of the 2nd Battalion, moving through the · 
night, made it as far as the north end of the 
road bridge and set up shop. They were cut 
off from the rest of their regiment and the 
Germans held the southern end. 

The situation on the second day, the last day 
on which the British might realistically have 
hoped to retrieve the situation, was not good. 
Radio communications had almo.st totally 
broken down. 

This forced Urquhart, the divisional 
commander, to go into Arnhem itself to try to 
find out what was going on. He had been 
caught up in the fighting (personally 
despatching one German with his revolver) 
and was totally out of touch. Lathbury, 

commander of 1 Parachute Brigade was in a 
similar situation. 

Moreover, close support air missions had been 
prohibited when transport aircraft were 
close to the target area. Given that the 1st 
Airborne lift was to extend over three days 
and that air liaison communications were as 
poor as the rest, not much could be expected 
in the way of air support. 

The newly landed 4 Parachute Brigade was 
pressed into the attack. Over the next two 
days the rest of the division would try to 
force its way through to the 500 men holding 
out at the bridge. They would make little 
progress and take a lot of casualties. 

Increasing German pressure was to turn the 
fight to reach the bridge into a fight for 
survival. Rescue, in the form of the arrival of 
XXX Corps, was remote. The division was 
hemmed into a small bridgehead around 
Oosterbeck. Attempts to reinforce this 
position with the Polish Brigade which landed 
south of the Rhine at Oriel were unsuccessful. 
On the evening of the ninth day some 2398 
officers and men of the 1st Airborne Division 
were evacuated across the Rhine. Left behind 
were 1400 dead and 6000 prisoners. 

Operation Market-Garden was a failure. If 
the bridge over the Rhine was not captured 
then the expenditure of all those lives and 
resources was a complete waste. It is 
debatable as to whether the plan itself was 
militarily feasible. Even if it was, the 
ludicrously short period available for planning 
virtually guaranteed that things would go 
seriously wrong. They did. 

THE SCENARIO 
The scenario lasts for four days and covers 
the initial landing and fight for the bridge. 
After four days the men defending the 
bridge had been defeated and the rest of the 
1st Airborne had given up all hope of reaching 
it. 

The Rhine has been depicted as a one-hex 
wide river. That way nobody gets across 
except at a bridge. There are two special 
land hexes representing damaged and 
undamaged bridges respectively. The 
damaged bridge hex depicts the railway 
bridge which was blown by the Germans just 
as the British got to it. 
There is also a ferry hex. The ferry at Oriel 
was working for the first three days of the 
battle but the British i;rored it. 

SOME VARIATIONS 
1. Two lifts on the first day. This was 
technically quite possible and should have 
been done. Advance the arrival turns of all 
day two arrivals to turn 3 on day 1. Remove 
the German GRS battalion which is there to 
persuade the 1 AL to guard the drop zone as 
they were supposed to. 

2. Proper use of the Polish Brigade. The 
Polish Brigade were scheduled to drop just 
south of Arnhem on the 3rd day. Due to bad 
weather and the fact that the Germans 
owned the drop zone they were dropped 
southwest of Oosterbeck on the fifth day, 
from where they failed to materially influence 
the battle. For this reason they are not 
represented in the original scenario. 

3. If the British player holds Arnhem Bridge, 
then the Poles could be dropped as intended 
south of the city. Otherwise, they can be 
dropped on any original DZ still controlled by 
the British or around Oriel where they ended 
up. They can be used from Day 3, or Day 2 if 
the British do a double lift. 

4. The Ferry. The British controlled a 
working ferry at Heavadorp for three days 
without ever using it. Replace the ocean hex 
at (16, 17) with the ferry hex type already 
defined in the terrain list. 

5. XXX Corps to the rescue. The OB list for 
the Poles also lists three regiments and two 
assets from the Guards Armoured Division. 
They can be thought of as the XXX Corps 
advance elements. If the British held the 
Arnhem Bridge and if the 82nd Airborne had 
captured the Nijmegen Bridge they could 
have arrived after about three days. As it 
was they were stopped south of Arnhem by 
troops of the 1Oth SS Panzer Division who 
were able to use the recaptured Arnhem 
bridge. To activate those units with a 
bracketed combat strength on the OB, alter 
the strength value from 0 to that shown in 
the brackets. 

6. Better Air Support. Poor planning and 
worse communications meant that the total 
Allied Air Superiority counted for nothing on 
the ground. Since ground support techniques 
had worked in Normandy, they could have 
been made to work here. Give the Allies at 
least 25 Air Support points. More if you 
actually want to win as the British. 

7. Extended Scenario. Change the game 
length from 4 to 7. The British will need 
some help, however, to avoid total 
destruction. + 
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PATTON VS ROMMEL 
A review of Chris Crawford's latest game 

Chris Crawford, the talented computer game 
designer who has authored such titles as 
EASTERN FRONT:1941, LEGIONAIRE and 
BALANCE OF POWER (reviewed in Issue 2 of 
Run 5), has released a new game based on 
Operation Cobra, the Allied breakthrough in July, 
1944, west of St. Lo. 
Patton vs Rommel is a game depicting the 
final, successful attempt by the Allies to 
break out of the Normandy area, Operation 
Cobra. The game covers the period from July 
25th to August 8th 1944, fo'r' one or two 
players, and represents divisional level units. 

The game begins shortly after the Allied 
carpet bombing of the German line, and the 
Allies have two air force units at their 
command, 2TAC and 9TAC, weather 
permitting. 

PRESENTATION 
The game comes in a square album cover with 
the manual in one sleeve and the disk tucked 
into a pouch inside. This is the way games 
should be packaged, bookshelf style. It is far 
superior to a box filled with padding and 
empty space. The cover is attractive and 
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includes a map on the back showing the entire 
game screen. There's a photo of Chris on the 
inside cover, but exactly what kind of tank is 
he reclining on? 

The Manual looks great but one of its most 
enjoyable features is that you only have to 
read page 3, the Quick Start Overview, to 
play your first game. The Manual, as well as 
concisely detailing game mechanics and giving 
strategy hints, includes a summary of the 
history of the Cobra campaign and a synopsis 
of the personalities of General George S. 
Patton and Field Marshal Erwin Rommel. 

One innovation of the game is its approach to 
cartography. There are no squares or hexes; 
you are presented with a geographically 
accurate map. Terrain is represented by 
light and dark patches, there are white, 
wiggly road networks and towns are 
represented by circles of a size related to 
importance. It looks great! See the 
accompanying illustration. 

PLAYING THE GAME 
When you boot the disk you are presented 
with an image of Patton and Rommel glaring 
at each other from opposite sides of the 
screen. The object of the game is to make 
your commander smile and the other one 
frown. At this point you may select to play 
Allied or German sides solo against the 
computer or play a two player game. You may 
also select three levels of play: Beginner, 
Intermediate and Expert. 

Once the game starts the map is set up. It all 
fits on the screen so there's no scrolling 
around, and you enter your first order 
session. There is one order session at 
midnight each day, and the game executes in 5 
min increments, pausing to display combat 
events. During the day new orders may be 
issued from your command division to any 
divisions within its command radius. You just 
click the mouse, play is suspended and a 
flashing circle appears showing which units 
are close enough to order around. This also 
includes reassigning the air force units to any 
of the indicated divisions, but you cannot then 
give their support back to any units outside 
of your command radius. 

Orders are given to units by activating them 
with a mouse click and then pointing at a 
number of map locations. The unit will move 
from point to point in the indicated sequence, 
blasting away at any enemy units that get in 
its zone of control. When combat occurs it is 
animated; a screaming arrow dives from 
attacker to defender with a whump sound as 
it hits and perhaps the crunch of breaking 
morale, resulting in either attacker or 
defender flinching away. 

At the end of the day your supreme 
commander shows up, glaring out of the 
screen at you and pointing a finger, to give 
you some friendly advice. "Don't attack units 
frontally." yells Patton, "Why don't you allow 
your troops to rest before a big battle?" 
asks Rommel. 
Don't expect any congratulations for doing 
things right, although if you play an 
exceptional game then Chris has provided a 
heartwarming suprise for you when the 
battle's over. The advice feature is useful for 
getting beginners off the ground but 



becomes annoying once you know what you're 
doing. • 

Sound, combat animation and friendly advice 
are all optional. I usually play with the sound 
and advice off and keep the animation on to 
draw my attention to the conflicts. 

When giving orders to units it is important to 
consider the unit's facing. You do more 
damage attacking an enemy unit's flank or 
rear, which is an unusual thing to find in a 
game with division sized units. It can be hard 
to take advantage of facing in the beginners' 
game since facing is determined entirely by 
direction of movement as a division cannot be 
made to wheel in place. 

LEVELS OF PLAY 
The basic game merely allows movement 
orders and the assignment of air power. This 
is a fast and easy to learp game. The 
Intermediate level introduces attack, defence 
and movement modes, facing orders and a 
useful feature to instruct units to begin 
actions at a certain time. At this level you 
have a very stimulating strategy game with 
enough options to keep you happy through 
many battles. 

The expert game is really the wargame 
construction set. At this level you may edit all 
the units and features in the game 
environment. 

Two player games of Patton vs Rommel are 
best when played at intermediate level. 

WAR GAME 
CONSTRUCTION 

SET 
The important point to note is that you may 
not change the map and you cannot manipulate 
the weather. Apart from these, everything 
else may be altered. You may alter global 
variables that affect zone of control radius, 
airpower strength, the parameters for the 
various attack and defense modes etc. You 
may set up all the possible units with new 
starting locations, initial strength and time, 
reinforcement arrival times and so on. 

All this is done after having started an 
Expert level game. You then save everything 
as a normal saved game. The construction set 
does not distinguish between a saved game 
and a scenario. 

• Game 

Cloudy 
Score: 

-72 

An intermediate level game in progress. The 3 US Armored Division is 
displayed and ready for orders. The icons on the left of the screen are used 
to select different display modes for the divisions; from top to bottom • 
unit type, unit facing, actual strength, total strength and morale. 

HISTORY AND 
SIMULATION 

The first thing the manual explains is that 
neither Patton or Rommel were actually 
there! It then explains that they did have an 
effect on the command style on both sides so 
may be considered to have been there at least 
in spirit. 

There is no consideration given to line of 
supply in this game, which may not be 
considered critical at this level of simulation 
for the time period covered, but would have 
tidied up one of the problems with the way 
the game plays. Once there is a break in the 
lines, units from both sides can begin to run 
around claiming and reclaiming towns from 
one another in merry-go-round fashion. Units 
that have been crushed and end up routing 
behind friendly lines find it all too easy to 
reform to full strength and add to the 
confusion. 

A further effect of this omission is that it 
becomes a disadvantage to surround enemy 
pieces. It is very difficult to wipe them out, 
especially playing against a computer player, 
and you must commit many divisions to 
containing the unit for a long period of time, 
even when its morale is cracked and its actual 
strength is very low. 

Units are represented as a body count of 
men, artillery and tanks. No value is given to 

the quality of troops and armament or to the 
efficiency of the unit's command and 
administration, factors that have been shown 
to be very important historically. 

The method of mapping homogenises terrain 
effects. For example, there is no situation 
where infantry would fare better than 
mechanised units because the game system 
does not know specifically what type of 
terrain is involved. 

When a unit flinches in a battle it forgets all 
orders and adopts a defensive mode. The 
units do not show any initiative in determining 
. if it may be safe to proceed with their orders 
at any time. It might, then, have been a better 
reflection of the situation to allow more 
frequent order sessions or at least one other 
at midday. 

CONCLUSION 
Patton vs Rommel is an enjoyable and fast 
paced strategy game. It is well presented 
and very good value for money. Although it 
does not rate strongly as a historical 
simulation it is a good introduction to 
strategy gaming and the criticisms are 
intended merely to be of use to serious 
simulation buffs. 

I can recommend keeping an eye out for 
anything Chris Crawford does in the future 
and for this game right now. + 
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From his sickbed in ~ Tunis, Winston Churchill 
hatched the plan for 'Operation Shingle'. He 
became obsessed with the idea of a 'eat's claw' 
thrown behind the stalemate line in Italy. Intended 
as a quick way to break the deadlock, it envisaged 
a lightening strike from Anzio to cut German supply 
lines south-east of Rome, co-ordinated with an 
offensive by the Fifth Army against the Gustav Line 
at Cassino. 
The landings could not have had a better start, 
achieving complete tactical surprise with no 
German units in the immediate vicinity. 
All the ingredients were present for a stvnning 
Allied ·victory. However, Anzio would develop into 
a bitter and protracted struggle. It would 
eventually lead Churchill, its creator, to lament "I 
had hoped that we would be hurling a wildcat 
ashore, but all we got was a stranded whale". 

THE SITUATION 
The Anzio area, just 33 miles from Rome, 20 
miles west of the Alban Hills and 70 miles 
north-west of Cassino appeared to be an 
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ideal location for an amphibious landing. In 
addition to being well within the range of 
fighter aircraft operating from the Naples 
area, it offered several useful topographical 
features. 

Beaches suitable for landing craft existed 
both north and south of the town. The towns 
of Anzio and Neituno offered sheltered 
harbours useful for resupply and landing 
operations. 

To the north the landing area was bounded by 
good defensive terrain, consisting of a 
fissured labyrinth of wadis and gullies that 
made armoured movement all but impossible. 

To the south the Mussolini Canal, a 170' wide 
irrigation channel with large embankments 
formed an almost purpose built anti-tank 
obstacle. Beyond this the Pontine marshes 
further hampered mechanised movement. 
This area, like the Anzio area itself, was 
reclaimed land crisscrossed by small 
irrigation ditches. The area south of the canal 
had been flooded by the Germans turning it 
into a marsh. 

Just inland of Anzio the Padiglione woods 
provided useful cover for supply dumps and 
artillery. Beyond the woods, pastureland 
(dotted with newly built fascist farms) ran 
to the foothills of the Alban hills. These hills 
would later provide an excellent artillery 
position for the Germans, allowing any 
position in the Beach-head to be targeted. 
Railway and road embankments provided 
good defensive positions and allowed 
movement even after heavy rain had turned 
the reclaimed pasture land into a quagmire. 
The German supply-line to Anzio runs via 
Campoleone and Cisterna. Beyond Cisterna 
the main supply lines to Cassino ran along the 
Velletri (Highway 7) and Valmonte (Highway 
6). 

As Anzio is situated on the west coast of 
Italy, the assault would be launched from 



Naples. Because Naple"s was controlled by the 
U.S. Army they would be in charge of the 
operation. Yet it was clear that the 
Americans had little faith in the operation as 
proposed by Churchill. 

The British believed that the US Fifth and 
British Eighth Armies' offensives would draw 
German reserves (3rdPzGr Div and Hermann 
Goering Div) from the Rome area and that 
the landing in the rear of the German XIV 
Corps would cause it to withdraw in an 
attempt to contain the beach-head. 

For their part the Americans believed that 
the Germans would react violently and call on 
all available reserves from Italy and beyond to 
contain the beach-head. 

The British wanted to gamble at Anzio, 
however the Americans stood to lose the 
most should this gamble fail. With the 
Salerno disaster weighing heavily on his mind, 
Clark anticipated heavy resistance on the 
beach-head and intended the ac;ivance troops 
to go immediately on the defensive. The 
decision on whether .to advance was left to 
the Corps Commander, General Lucas. Clark 
knew Lucas was not a man to take risks, no 
doubt the main reason for his appointment. 

Lucas was certainly pessimistic about the 
operation as the following quotes from his 
diary indicate; 

"I felt like a lamb being led to the slaughter" 
and "the whole affair has a strong odour of 
Gallipoli and apparently the same amateur 
was on the Coaches' bench". 
Lucas planned to land his men as soon as 
possible and ensure that he had fifteen days 
supplies with ten days ammunition. Then and 
only then would he consider an advance. 
The landing craft approached the beach 
without any preliminary bombardment. 
Complete tactical surprise was achieved and 
first news seemed to have reached German 
Headquarters via a German railway engineer 
corporal stationed at Anzio who dashed off 
on a motor cycle to raise the alarm. 
The American 15th, 30th and 7th Infantry 
regiments quickly established a perimeter 
based on the Mussolini Canal. To the north the 
British 1st Division experienced trouble 
moving troops over the soft dunes but they 
pushed north to the Maletta River and by 
dusk recon units were five miles inland from 
Anzio along the Via Anziate. 
The three Ranger battalions landed at Anzio 
were soon in possession of the port and it 
was cleared allowing its use by LST's and 
other craft by the afternoon of the 22nd. 

Field Marshal Kesselring had kept two 
divisions in reserve near Rome (3rdPz Grand 
Hermann Goering) to guard against possible 
Allied landings on the Tyrrhenian coast. 
However, when assured by his intelligence 
staff that an invasion could not take place for 
four to six weeks he decided on Jan 18 to 
commit these units to the X Army along the 
Garigliano. (The British diversion was 
working). 
When news of the invasion first reached 
Kesselring in the early hours of the 22nd he 
wasted no time in employing his genius for 
improvisation. By 0500 all available local 
troops had been mobilised. Every artillery 
piece, including A.A. units, were thrown into 
an organised cordon around the beach-head. 
His two divisions were withdrawn from the X 
Army and O.K.W. plan 'Marder' was 
activated. This plan called for 
reinforcements from outside the Italian area 
to repel Allied amphibious landings. This 
reaction had been predicted earlier by 
American planners. 
The beach-head line was stabilised along the 
Mussolini Canal through to the Flyover and on 
to the Mol etta River. Lucas decided to 
consolidate his position, preparing for the 
inevitable German counter-attack. 

For his part Kesselring was prepared to 
allow General Eberhard Von Mackensen to 
prepare his defences. Any extra delay by 
Lucas was gratefully accepted. 

On Jan 24 the 5th Grenadier Guards 
advanced to Aprilia, a model farm settlement 
that was promptly dubbed 'the factory'. 
They displaced the 3rd PzGren defenders 
with support from Tanks of the 46 Royal 
Tank Rgt and the Irish Guards. A determined 
counter -attack was repulsed on the 26th. 

Meanwhile patrols from the US 3rd Div were 
making little progress towards Cisterna. 
Gen. Truscot decided on a tWo pronged 
attack towards Cisterna; one via Crocetta 
with the 30th Rgt supported by tanks and 
tank destroyers from the 751 st and 601 st 
battalions; the other by the 15th Rgt along 
the Conca, Isola Bella, Cisterna axis. These 
attacks went in on the 25th but the 30th Rgt 
was stopped in its tracks by the Hermann 
Goering Div after making only four miles and 
the 15th Rgt made just one and a half miles. 
Further attempts by the 3rd Division on the 
26th and 27th could get no closer to 
Cisterna. 
By Jan 28 the British 24th Guards Brigade 
had managed to move only one and a half miles 
forward from 'the factory'. The "cats claw" 

was getting stuck in the mud as persistent 
rain caused parts of the reclaimed .land to 
revert to its original condition. 

In spite of Allied air activity Kesselring 
succeeded in matching th·e Allied troop 
strength in the Anzio beach-head cnly one 
wee·k after the landings commenced. 
Additionally, his heavy artillery could pound 
any area in the beach-head and German air 
raids were slowly increasing in intensity. 

Gen Lucas was urged by Generals Alexander 
and Clark to take Cisterna and Campoleone. 
Both road centres provided equally good 
jump off points for Allied attacks out of the 
beach-head or German attacks into it. 
Coincidently, the Germans were also ma~sing 
reinforcements to mount a counter-attack. 

The Allied plan called for the the US 3rd Div 
with the 504th Parachute Rgt and four 
Ranger battalions to attack Cisterna. This 
attack was to have three axes of advance. 
Firstly, the 1st and 3rd Rangers would 
infiltrate along the Pantano Ditch. This 
irrigation channel runs from the west branch 
of the Mussolini Canal roughly parallel to the 
Conca-Cisterna road which it joins 
approximately one and a half miles south of 
Cisterna. secondly the remaining Rangers and 

·the 15th Rgt were to attack along the 
Conca-Cisterna road via Isola Bella, flanked 
on the left by the 7th Hgt. Finally the 504th 
Parachute Rgt was to protect the right 
flank by making a diversionary attack along 
the Mussolini Canal. 
The main thrust was to be made by the 
British 1st Div on Jan 30 against Campoleone 
supported by the US 1st Arm Div which was 
to advance north west from Carreceto on the 
right flank. Phase 1 of this went well with the 
24 Gds penetrating to about 1 mile south of 
Campoleone railway station. After spending 
an uncomfortable night under constant 
shellfire the Sherwood Forresters took up 
the advance, but failed to cross the railway 
line even after further support from the 
armoured units. 
Meanwhile the American 1st arm Div was 
struggling to advance on the British right. 
Si:ff opposition by German units allowed 
little advance and Gen Lucas called off this 
part of the offensive after Jan 30. 

The American advance on Cisterna began 
with the 1st and 3rd Rangers moving up 
along the Pantano ditch. When they emerged 
just over a mile from Cisterna they were 
decimated by a well laid ambush that cut 
them off from support. The beleaguered 
Rangers defended desperately until their 
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31 Riflemen 
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ammunition ran out about midday. Only six 
men escaped being captured troops from the 
Hermann Goering Div. The relief columns 
were stopped by stubborn resistance from 
elements of the Hermann Goering Div. Little 
progress was made on Jan 30. 

During Jan 31 Gen Truscot renewed his 
attacks and almost succeeded in reaching 
Cisterna. The advance stalled only 1 mile 
short of its objective. 

The Allied position after both offensives had 
concluded was a precarious one. Neither of 
the main objectives had been taken, and a 
German counter-attack was expected. The 
men were ordered to dig in and hold until 
reinforcements withdrawn from other areas 
in Italy could reach them. (Anzio is now 
weakening the Allied front at Cassino). 

The Allied front line consisted of two 
salients. One pointed at Cisterna and the 
other at Campoleone. The British position 
was by far the worst, the bulge here was 
four miles deep and only two miles wide, an 
ideal place for the German counter-attacks 
to concentrate. 

Gen Von Mackensen's initial objective was to 
eliminate the British salient and then regain 
'the factory' and Carreceto as a jump off 
point for the major offensive planned to 
eliminate the Allied beach-head. The initial 
objectives were taken by Feb 12 during 
stormy weather that kept most of the Allied 
Aircraft grounded except for an initial 
onslaught that pulverised the 3rd Pz Gren 
Div's communications so badly that the 
commencement of the offensive was delayed 
for one day. 

With the initial objectives intact, the major 
German offensive, dubbed 'Operation 
Fischfang' commenced on Feb 16. The main 
thrust against Anzio was made by 31 
battalions from various units. These attacks 
would concentrate along the Via Anziate in an 
attempt to drive through to Anzio itself. A 
diversionary attack was also to be made by 
the Hermann Goering Div against the 
American positions at Isola Bella. 

The assault went in and encountered dogged 
resistance from Allied troops. By often using 
night attacks to minimise the effect of Allied 
air support the Germans succeeded in 
forcing a salient along the Via Anziate as far 
as the flyover. They threw units across the 
fields in a desperate attempt to make the 
final breakthrough. The Allies mobilised all 
reserves including cooks and storemen to 
stem the tide. The line held, and on Feb 19 at 
the insistence of Generals Truscot and Clark, 

Lucas agreed to a counter-attack against the 
flank of the German salient. 

This attack was made by the US 6th Arm lnf, 
30th Rgt and a battalion of Shermans from 
the 1st Arm Rgt along the Padiglione
Carreceto road. Although heavy resistance 
from German Tiger tanks was· initially 
encountered, the troops pushed forward. By 
4 p.m. American units had taken 200 
prisoners and penetrated to within two miles 
of Carreceto. 

Hard fought local actions around the German 
salient continued as Allied and Axis units re
organised and brought forward 
reinforcements. 

On Feb 29 the Germans attacked again in the 
Crocetta area. Little progress was made 
against the American 3rd Div's positions and 
Kesselring called off the attack on Mar 1. 

Minor shifts in the front lines occurred as 
both sides stabilised their positions. A 
stalemate had developed and instead of Anzio 
breaking the Cassino deadlock, the Fifth and 
Eighth Armies' spring offensive launched on 
May 11 (4th Battle of Cassino), some three 
months later, would be the trigger to get 
things moving again. 

The end result was far from that imagined by 
Winston Churchill when he originated the 
plan. The 'lightning strike' had resulted in a 
slow, costly advance. Eventually, the general 
withdrawal resulting from the Anzio 
breakout showed that the strategic basis for 
the landings was sound. If Gen. Lucas had 
been aggressive from the outset of the 
campaign, could this have occurred earlier? 

THE SCENARIO 
This scenario simulates the period from the 
initial landings up to the time that the Allied 
offensives are stopped at Cisterna and 
Campoleone. Allied and Axis troop strengths 
are approximately even at this point, and the 
Germans have some units available that were 
used in the counter-offensive to follow. 

To win the Allied player must take and hold 
either or both of their primary objectives and 
maintain a stable front. Good results on one 
flank only may expose vulnerable rear areas to 
a crushing German counter thrust. 

The Germans must hold on grimly to each 
objective while also trying to preserve units 
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ll.ll~iiYIIl l~~~ ~~~~~ 
for later offensive use. l·f the Axis player can 
take and hold Anzio or Nettuno for several 
turns he will win the game .. 

For both si.des, maintaining a reserve is 
crucial. Uncontacted units can quickly seize an 
open objective or plug a hole when needed. 

SOM.E VARIATIONS 
1. The invasion convoy was not spotted en 
route to Anzio by German air reconnaissance 
and German Agents in Naples did not 
reported the increased shipping movements 
in the port. Assume that German Intelligence 
was more intelligent and provided Kesselring 
with a warning of the impending invasion. 

Advance the arrival of the listed units by tne 
specified number of turns; 1J.HG (4 turns), 
2/HG (6 turns) and the 256 lnf (18 turns). 

2. President Roosevelt delayed the 
departure of 56 LSTs from the 
Mediterranean to allow their use at Anzio. 
Additionally the Allies were extremely lucky 
to capture. the Port of Anzio in such good 
condition. Assume the Port of Anzio is more 
extensively damaged and fewer LST's are 
available, therefore delaying supply buildup 
and the landing of armoured units. 

Delay the arrival dates of the listed units by 
the specified number of turns; GCA (8 
turns), CCC (10 turns) and the 179 ACT (8 
turns). 

3. Miserable weather conditions prevailed 
over the beach-head for periods throughout 
the campaign, beginning just two days after 
the landing:s. Without these periods of poor 
flying weather Allied air support would have 
been more effective. Assume better weather 
conditions prevailed. 

Change the weather forecast from 3 
(Building) to 5 (Stable). 

4. Assume· the Allied diversionary attack 
caused Kesselring to commit his reserve 
divisions earlier, thus delaying their arrival at 
Anzio. 

Delay the arrival dates of the listed units by 
the specified number of turns; 104/200 (5 
turns), 145 lnf (5 turns), 3rd PzGr XX HQ 
and assets (5 turns), 1/HG (7 turns) and 
2tHG (3 turns). 

5. The AtH:es mounted a concerted effort 
during the Anzio campaign to bomb out 
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German communications in order to delay the 
arrival of reinforcements. These measures 
proved to be surprisingly ineffective. 
Assume German reinforcements were 
significantly delayed by Allied bombing. 

can be accessed by machine language calls to 
$800 and $803 respectively. 

To build your own map you must first write a 
create routine but if ADDRESS and 
BREAKHEX are understood this should not 
present a problem. 

Lines 64 • 91: XCL and XCH are the low 
and high components of the address of each 
column. To find the address of the 7th column 
count along from XCL and you will find the 
value is $F8. XCH gives the value $41 
therefore the seventh column starts in 
memory at location $41 F8. To that value 
must be added 3 times the YC value (as each 
hex occupies 3 bytes) and the result stored. 
The data for that hex can be accessed by; 

ldy 00 
Ida (ML),y 
iny 
Ida (ML),y 
iny 

; for the first byte 

; for the second 

Ida (ML),y ; for the last 

Lines 96 • 113: HEXIND is the table to 
allow for the easy breakdown of adjacent 
hexes. MINE and CITY are the respective 
shapes from the shape table to be used if the 
mine or city symbol is to be displayed on the 
screen. ROADFLG is set to indicate whether 
a road and/or fort is in the hex. 

Lines 120 • 127: All the variables are 
first cleared to zero. Since BREAKHEX 
gives the terrain of all the adjacent hexes as 
well as the central hex, T1 1 through T6 must 
be cleared as well as TO. 

Lines 131 • 165: The 3 bytes of the 
central hex are accessed and reassembled. 

Lines 170 • 21 0: $5A is now subtracted 
from MUMH, the address of the central hex 
and is stored in AUAH. The appropriate lin~ 
from HEXIND is calculated so that the 
correct adjacent hexes will be addressed. 
This represents a bit of 'self modifying 
code', i.e. the program itself is changed to 
address the correct data. This is not 
something to be encouraged but. .. 

Delay the arrival dates of the listed units by 
the specified number of turns; 71 st XX, 
except the 129 AA bn from the 1 Fshjr Rgt 
(4 turns), 1/HG (2 turns), 104/200 (2 
turns) and the 145 lnf (3 turns). + 

Lines 212 • 268: These lines sweep 
through all adjacent hexes and the relevant 
data is reassembled and stored. If an index of 
00 is used the computer knows that the hex 
will be off map and TO and TXO is set at $FF 
and STO is set to 0. 

Lines 270 • 299: As well as the top and 
bottom, the sides of the map must be 
identified and the TO, TXO and STO values 
of those hexes must be changed as above. 

Lines 302 • 327: Edge of board and 
coast hexsides do not need to be entered 
through the creation routines. Coasts are put 
in wherever an ocean and land hex are 
adjacent. The edge of the board is easy to 
spot as the terrain of those hexes is negative 
(any number above $80 is regarded as 
negative), so in line 304 the branch will be 
taken if the terrain is positive (bpi) and if 
negative the side is given the value 5 to 
indicate the map edge. 

Lines 331 • 365: ROADFLG is set to 
indicate whether or not there is a road 
and/or fort in the hex. Also, by looking at the 
appropriate flags in STO, a MINE or a CITY 
may be displayed. Finally TXO is looked at to 
see if a 'foreign' shape is occupying the hex, 
and, if it is not zero, it is placed in the 
variable used to indicate the shape to be 
displayed (called SHAPE). 

These routines have been slightly abridged 
from the original Battlefront routines but all 
the basic functions are there; i.e. the small 
amount of code that has been stripped out 
has nothing to do with this hex assembly. 

All that is needed now is to address the high 
resolution screen and dump the appropriate 
shape onto the screen. 

Actually, if you throw in a few creation 
routines, a bit of AI and a number of other 
bits and pieces you could have a fairly decent 
strategy game in which case we could be 
interested in publishing it. If, on the other 
hand, this feels like reading a Mongolian 
thesaurus then I would probably stick to 
playing the things and wait for self 
programming computers to become a reality 
(in which case I may be interested in a job 
somewhere). 

I would like to thank John Smith for his help in 
writing this article. + 



SUPERIOR STRATEGY GAMES 
FOR YOUR COMPUTER 
FROM STRATEGIC STUDIES GROUP 
EUROPE ABLAZE 
Available for the Apple II Family (64K) & C·64 
Suggested Retail $50.00. Stock Nos103(Apple) 203(C·64) 
EUROPE ABLAZE Is o complete game system designed to bring to life the vital struggle In the olr Which raged over Europe for 
almost ttve years. 
Three major scenarios, selected from the various phases of the war, are presented to simulate the changing fortunes of bome as 
Britain, at first beleaguered by an overWhelming luftwaffe, finally becomes the bastion from which American and British bombing 
forces wreak havoc upon the German war machine. 
Each scenario offers up to six command positions per side, any or all of which may be computer controlled. The player tokes the 
roll of C In C (Air Forces) and/or up to five subordinate commands. The result Is an entertaining and rewarding experience for 
either solitaire or group play. 
Major bombing missions are planned twice per doy (daylight ops at midnight, night ops at noon) and require target selection, 
course plomng, speed and H hour determination and finally squadron allocation. Other operations available to strike aircraft 
Include harassment, raid, and recon missions. 

~~~~,fog~~~~!g~~r~a~n~~~~~tn~~~cfg:rg~~btlo:e~andlng patrols and Intruder patrols) ops In response to ground and radar 

Targets range from city centres (population, Industry, communications and port facilities) to radar stations, airfields and 
shipping lanes. 
And furthermore ... we have provided the creative gamer and historian with a complete game design kif. 
This exceptional tool will allow you to create your own scenario variants as well as designing original campaigns. To explain 
their use, the design routines are Illustrated with an entirely new scenario recreating the operations of the US 15th Air Farce 
from Italy In May 1944. 

CARRIERS AT WAR 
Available for the Apple II Family 

(64K) and C·64 
Suggested Retail $50.00 Stock 

Nos 102(Apple) 202(C·64) 
"Besides Its historical accuracy, Carriers at War Is the best-playing simulation of naval warfare 1 have seen on either tabletop 
or VIdeo monitor:· II Computing. 
"Carriers at War Is the best game available on World War II carrier operations. It Is, perhaps,_ the best wargame of 1984 
on any topic:· Computer Gaming 
"In actual play, the computer Is no more predictable than a human counterpart. It Is capable of undertaking uu'"'"~;:o~ 
and risky manoeuvres, or It might play conservatively. You can never be sure:· Your "u1111p1111•'1 -i!l .. 

·: .. lfs on excellent game- playable, enjoyable and tense. Kudos to SSG, and I hope they continue 
products.of this high level for others to try to emulate:· Strategy i 
"The combination of excellent detail and an Innovative, easy-to-learn game system makes Carriers at War one of 

most attractive products currently available on the market:' Commodore's rv· ... a::n:tr·LA•. 

"All In all, Carriers at War Is one of the best computer wargames around, and Is definitely the 

•~~lllilll! .... -~p.rogrammlng accomplishment In quite some time. You gotta get ltl' 
Fire and Movement. 

"Reach for the Stars . .. Is just about the best science fiction game for the thinking person available on 
any microcomputer." 

"This Is an Interstellar strategy game ... but that's like calling the Apple a 'nice computer: It leaves a good 
deal out. Think of It this way: If Wizardry Is a fantasy game and Zaxxon Is an arcade game, then Reach tor 

the Stars Is a strategy game ... In short, the game Itself Is beautifully designed. More than that, the 'engineering· 
of the thing Is lovely. You can do just about anything you want to with the system, from adding various hazards 

to the game universe, to stopping a game In the middle and saving It on disc." 

"Reach tor the Stars Is a stimulating program." 

"RFTS Is, after a little playing, a very user friendly game ... (It) offers features to be found in no other space game. 
Its great artificial Intelligence and careful design could only be expected after Roger Keating's many successful 

designs for SSI and ian Trout's long hours of work In development. My only hope is that RFTSis soon followed by more 
games of the same quality." 

" .. . once mastered this might be the only game you'll ever want to buy for your C-64. Indeed, It would be worth buying 
a computer to play it. Definitely one of my most favourite games and a classic." · , 

"In summarizing, RFTS Is an excellent game. It Is fast and Intelligent, and the game mechanics are simple but the strategy 
required Is quite deVIous. Add to this the natural strengths of a game employing four people In subtle but all out competition 

and you have a winner." 

LOCAL GAME OR COMPUTER STORE OR DIRECT FROM:-

ELECTRONIC ARTS 
1820 GATEWAY DRIVE, SAN MATEO, CA. 94404 U.S.A. (415) 571-7171 

STRATEGIC STUDIES GROUP (AUST) 
FO. BOX 261 DRUMMOYNE 2047 AUST (02) 819-7199 



A Strange Woman Wants to Marry You. 
An unknown man is 
trying to kill you. The 
State of Texas wants 
you for murder. But 
that's not your 
problem. Your 
real problem 
is ... 

It's a new text adventure that 
feels like a Hitchcock-style 
nightmare. You're lost on the 
streets of Manhattan with no 
money, no friends, no mem
ory-and someone wants you 
dead. Somewhere in The City 
are the clues to your identity 
-and your survival. The hard 
part is finding· them-and 
eliminating your problems 
before they eliminate you. 

You are locked in a cell . It is bare and 
dark and smells of lives gone sour. The 
only light is a feeble fluorescent glow 

that slants in through the louvered grill 
on the iron door. You know the door is 

iron because you have been beating on 
it. Your hands are sore. and your right 
eye is swollen shut. You ache all over. 

- Ask the guard lor some food . thank 
him. then eat it and go to sleep. 

A 1700-word vocabulary recognizes com
plicated commands in plain English. 

It feels great to be a faceless. nameless 
atom among a million others churning 

about in the grid of Manhattans streets . 
It feels sale. As you approach Fifth 

Avenue. the brief buoyancy of feeling 
free gives way to ordinary nvw-what 

anxieties. Youve got no money. no credit 
cards . nowhere to sleep . and no 

visible means of support. 

- Beg lor money. then enter the 
subway station . 

lfs Manhattan on four disk sides! Over 4000 
locations to explore, including 650 streets 
and the entire Manhattan subway system. 

We think it's the best writing ever in a text adventure. 
It was written by award-winning novelist Thomas M. Disch
not a team of computer programmers. In addition to his 1980 
Campbell Award for On Wings of Song, Disch's works have won 
major awards in England and Japan. The game's 300-page 
manuscript is the most ambitious ever in interactive fiction. 
"A robust writer ... a virtuoso:'-New York Times Book Review 
'~ .. perhaps the most respected, least trusted, most envied ... 
of all SF writers of the first rank: his reputation can only grow." 
-The Science Fiction Encyclopedia 

ELECTRONIC ARTs·· 

How to order: Visit your retailer. If you are unable to lind the product at your local retailer, you can caiii00-245-4525 for clrect VISA or Mastercard orders 
(In CA ca11100-562-tt12). The price for direct purchases is $44.95 for the Apple and IBM versions, $39.95 for the Commodore version. To buy by mall, send 
check or money order to Electronic Arts Direct Sales, P.O. Box 7530, San Mateo, CA 94403. Add $3 for shipping and handling ($.4 canadian). Allow 4 weeks for 
delivery. There is a 14-day, money-back guarantee on direct orders. For a complete product catalog, send SOC and a stamped, seH-addressed#10 envelope 
to Electronic Arts catalog Offer, 1820 Gateway Drive, San Mateo, CA 94404. Commodore, Apple, and IBM are registered trademarks of Commodore Business 
Machines, Apple Computer Inc., and International Business Machines, Inc., respectively. Thomas M. Disch's Amnesia and Electronic Arts are registered 
trademarks of Electronic Arts. 
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