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ONLY SSG DELIVERS REAL 
COMMAND ON lH~ BAlll~fl~lD 

Battlefront is the first release of SSG's revolutionary game system. No other 
game makes giving orders so easy! No other game requires them to be so 
right! Battlefront recreates the feel of land warfare as never before, 
presenting you with all the decisions of a Corps Commander. Naturally ... you 
also get all the p(oblems. 

You must deal with the supply, organisation and fatigue of your men and 
issue your combat orders. Then watch as your subordinates try valiantly to 
carry them out. Be warned! The computer opponent is not easily fooled and 
is smart enough to take advantage of your mistakes. 

Battlefront comes with four complet~scenarios, Saipan, Bastogne, Crete 
and Stalingrad. Solitaire playing times vary from one to three hours, 
depending on scenario IE:lngth. Taking on a human opponent takes a little 
longer. 

The Battlefront Game System gives you real command. The design kit 
included with every game allows you to vary the parameters of scenarios 
or create entirely original games. Only SSG delivers this unique form of 
military power. 

Read what the critics have said about Battlefront .... 

"Battlefront is easily the finest wargame currently available for any 
computer system." Ahoy! 

"Battlefront is one of the most exciting new wargames. It captures the 
feel for corps-level command as few other wargames hove." Compute! 

"Battlefront is an excellent game; fast, interesting, well-designed and 
well-presented." Breakout. 

"More like a movie ... a simulation of World War II that the avid historian and the 
casual gamester can enjoy and understand." II Computing. 

Battles in Normandy is the much demanded sequel to Battlefront. Using the 
Battlefront Game System it covers the two months of fighting that followed the 
Allied invasion of Normandy in 1944. No seaborne invasion of this scale had 
ever been attempted before. When the Allies landed, nobody was quite 
sure what would happen. The last thing they expected was to be pinned 
down for two months in Normandy. 

The Battlefront Game System gives you a unique opportunity to examine 
a part of military history. Battles in Normandy contains a large colour map 
of the entire Normandy Peninsular and eight scenarios. Those scenarios 
recreate the battles of Omaha, Utah, Sword, Cherbourg, Carentan, 
Villers Bocage, Goodwood and Epsom. Each scenario is 
accompanied by an historical article. There are suggested variations to 
each scenario, examining various military alternatives. 

Of course, our comprehensive design kit is again included, providing you 
with the tools to create scenarios and variants of your choice. 

If you liked Battlefront ... you'll be delighted with Battles in Normandy! 

TILES IN NORMANDY 
FOR:tPLEIIFAMILYANDC64J128 

$40.00 

In North America - ELECTRONIC ARTS 
1820Gateway Drive, San Mateo, CA. 94404. (415) 571-7171. 

How to Order: Visit your retailer or call 800-245-4525 (in CA call 800-562-1112) for Visa or Mastercard orders. 

In Australia- STRATEGIC STUDIES GROUP 
P.O. Box 261, Drummoyne. 2047. (02) 819-7199. 

How to Order: Send cheque or money order or dial direct for Bankcard, Visa or Mastercard orders. 

SSG publish a quarterly journal, Run 5, which contains extra scenarios and features for all our historical simulations. 
For more details, please write for a catalog to our Australian or American Office. 

SSG Inc., 1747 Orleans Ct., Walnut Creek, CA. 94598. (415) 932-3019 
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EDITOR'S CHANCE 
As you can see from the front cover, the 
third edition of Reach for the Stars is just 
about ready. Nick Stathopoulos' has done a 
splendid album painting for us. 
Battles In Normandy was released on June 
6th, our first game ever to be finished on 
schedule. 
It looks like we will just complete the paste
up in time to have the magazine printed 
before we leave for Baltimore and the 
Origins '87 Game Convention. 
See you there! 

WORK IN PROGRESS 

Reach for the Stars (3rd Edition) 
We have always believed that Reach for the 
Stars is unique as a computer game. We are 
still getting letters from fans who remain 
strong in their praise some years after its 
release and Reach for the Stars remains a 
favourite game at SSG, despite the 
unimaginable number of times it has been 
played. 
For those unfamiliar with the game, RFTS is 
a four player game of space conquest and 
colonization. As a fledgling space tyrant, you 
start with only one planet. Then you expand 
your space empire by exploration and 
colonization, while maintaining tight economic 
control of your empire. Since there are 
always four players in the game, (the 
computer runs any that are not controlled by 
humans), expanding empires will sooner or 
later collide. 
This is when colonization turns to conquest as 
you fight for a the choicest pieces of 
interstellar real estate. All the while you are 
faced with classic economic dilemmas. Should 
you build more warships now or invest in the 
future of your economy through industry and 
R&D. In a four player game you can never have 
too many warships but in the long run a 
better performing economy can and will crush 
you. No one said space-tyranting was meant 
to be easy. 
Now we are going to make a great product 
even better. The new scenario will have even 
more tough decisions to make. The range of 
your starships in unexplored space is now 
restricted. Paying for navigation technology 
will increase this range. Industrial technology 
can increase the effectiveness of your 
economy, but you have to pay for it first. 
Planets can now maintain standing armies to · 
help repel invaders, unfortunately they cost a 
lot to maintain. (Check with the Pentagon 

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 Amerfcan 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. Back issues are available 
for $5.00 each plus $1.00 (surface) or 
$4.00 (air) for postage and handling. 

about that one). Even ordinary citizens cost 
more as their standard of living increases and 
they clamour for more high tech consumer 
toys. (Ask the Kremlin). 
Standing armies make planetary conquest 
more· difficult and all conquered planets are 
now more difficult to incorporate in your 
empire as the ungrateful population keep 
throwing sand in your silicon chips. Outright 
guerilla war is a certainty if you don't 
garrison them well. 
With the new scenario, we have simultaneously 
increased the emphasis on both the military 



and economic aspects of RFTS. That's got to 
make for a great game. 
Naturally, the versions of RFTS for Mac, IBM 
and Amiga that we are currently working on 
will contain the new material as well as the 
original game. The Mac version will be finished 
first with release planned for October 1987 
to coincide with the Apple and Commodore 
enhancements. The Apple version will run on 
the IIGS like all our software. However, we 
are planning a IIGS specific version (using the 
mouse and menus) for release at the same 
time. · 
The existing Apple and Commodore versions 
of RFTS will also get the new scenario. The 
rules for the new scenario will be bound into 
Issue 8 of Run 5 and all disk subscribers will 
get the RFTS scenario disk appropriate to 
their computer. The new disk is not a stand
alone game but will require the Second 
Edition disk to boot. Those disk subscribers 
who already own RFTS will therefore get the 
new scenario for nothing. • · 
All R FTS sold from then on will naturally 
contain the new material and will be called 
RFTS Third Edition. People with the the new 
material who don't own RFTS Second Edition 
will be able to purchase it direct from SSG 
for $25.00. Those lucky people who already 
own RFTS Second Edition will be able to 
purchase an upgrade consisting of the rules 
and the disk for $20.00 from SSG. 
The retail price for RFTS Third Edition will 
be $40 for all versions. 

Battles of the Civil War 
This project is currently getting the bulk of 
our design time. We have determined the 
major structures of the game and begun work 
on organizing the data base. 
The system will be grand tactical in scope; i.e. 
it will simulate entire battles from the 
perspective of the commanding officers 
present. 
We have selected what we think to be a very 
innovative approach to the use of hidden 
units. Each hex on the battlefield is under the 
control of one side or another at any given 
time. We will use this feature to drive the 
mechanism which will reveal or hide units as 
appropriate. When entering your orders, all 
friendly formations will be visible as well as 
those enemy units identified by the sighting 
routines. During resolution of the turn (i.e. 
run time), moving units will appear/disappear 
as determined by the current hex control 
situation. 

We have done a lot of work on the graphics; 
the screen images will be quite different 
from Battlefront/Russia. 
The command structure will also be different 
from anything we have tried before. 
Subordination will be completely software 
driven so that, for example, an army 
commander could directly control corps, 
independent divisions and even independent 
brigades. 
The distance between headquarters and the 
value of staff ratings will determine whether 
formations are in direct control or not. 
Formations beyond direct control will 
continue obeying their previous orders until 
the current one catches up with them. Each 
army commander (that's you, the player) will 
have access to the order menus of those 
subordinate formations in command range 
and can directly issue orders to their 
subordinates. 
The striking feature about this system is the 
importance of efficient command structures. 
Trying to manage the Union forces directly 
at First Bull Run is going to be much harder 

. than commanding them at Gettysburg. 
Every formation in the game will have an 
arrival rating attached to it. This measures 
the likelihood of the unit reaching the 
battlefield; the value will range from 
certainty to highly unlikely. 
We have introduced this concept to make it 
unnecessary to use stupid activation rules to 
hamstring forces at certain battles. History 
tells us that McClelland dropped the ball at 
Antietam. What's not so well known is that his 
hesitancy was principally due to uncertainty 
over the size and whereabouts of Lee's army. 
Our Antietam scenario will include provision 
for these uncertain units; it will be 
interesting to see just how many McCiellands 
there are out there! 
Similarly, the use of this scheme is vital to 
properly simulate Chancellorsville where the 
opposite problem wrecked the Union chances. 
This time Fighting Joe Hooker ignored any 
potential threat to his flanks and charged 
ahead; Stonewall Jackson rolled him up! 
Rather than assign firepower rating and 
range values to each unit, we have provided an 
ordnance table for both small arms and 
artillery. These can be defined for each 
scenario and from this selection the 
equipment used by each brigade is 
determined. 
We hope to release the first volume in this 
series (covering six Civil War battles) 
sometime in October. + 

LETTERS 
Dear Mr Keating and Mr Trout, 
I am writing to thank you for your company's 
personal attention given to your customers. I 
entered your Carriers at War contest and 
received a very nice note thanking me for my 
entry, it was greatly appreciated and really 
made my day to find out my entry was well 
accepted even though it didn't win. I am 
curious to know if you plan to have another 
contest for CAW in the future? If not, would 
you still accept scenarios and pay $100 if you 
decided to print them in the future? I enjoy 
going to the library and doing research for 
new scenarios and wouldn't mind sending one 
or two in. 
Well, keep up the great work, thanks for 
listening. 

Eric Graef 
Independence, MO. USA 

Dear Mr lan Trout, 
Thank you for the hours of enjoyment that you 
have given us through Battlefront. You have 
given our miniature addiction a new outlet on 
a grand scale. We own all your games (aren't 
we darlings) and we think you are great. 
Now that the pleasantries are out of the way, 
down to business. We have a couple of 
questions. Why are the Panzer IV Ausf H's 
(we are assuming they are H models in 1944) 
in the Anzio scenario the equivalents of 
Panthers in rating at 12 apiece? The Panther 
had a 20% increase in penetration at most 
combat distances, had nearly twice the 
armour and was more agile and responsive, 
not to mention more feared by Allied tank 
crews. 
On the subject of Panthers (you may have 
figured out by now that we have a certain 
attachment to them), why do Tigers earn a 
higher rating than Panthers? The short 88 
of the Tiger had barely more killing power 
than the 75/48 of the IV Ausf H, and was 
inferior to the 'long 75' of the Panther. The 
increased armour of the Tiger, due to the 
lack of sloping, once again barely surpassed 
the IV Ausf H in protection (the Panther's 
front armour provided a 50% increase in 
protection over the Tiger). We are probably 
not telling you anything new through this 
information, but are curious to find out your 
reasoning (please don't use the 'dreaded 
Tiger' myth of some Allied tank crews). 
We also enjoy the scenarios appearing in Run 
5, especially the ones for Europe Ablaze. The 
creation routines for your games definitely 
ensure durable marketability. (Will there be a 
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way to play out the overrunning of Poland or 
France on the Russia system?). On the topic 
of scenarios, could you announce when you 
publish them in magazines (i.e. the Milne Bay 
scenario in Breakout) other than Run 5? This 
will not only introduce us to other magazines, 
but let us keep up with what is available for 
our games. 

L. Veres, S. Voista (If we got the signatures 
right) 
Colarado. USA 

Dear lan and Roger, 
I have recently had the opportunity to play 
Russia, and wish to congratulate you both on 
yet another fine game; to my mind, your best 
to date. The care and attention taken over 
the whole package just shines through and is 
in contrast to most of the opposition, who 
charge a fortune for their games and, more .,. 
often than not, deliver a lack-lus.tre product 
in a box containing mostly thin air. Enough of 
the bouquets, now for the brick-bat! The one 
thing missing from the game is a strategic 
map facility; i.e. something that lets you 
zoom-out to view the map on at least one, and 
preferably two, different scales. I know that 
this must eat up the memory, but perhaps 
you'll find some room for it when designing 
your next game. 
In the last issue of Run 5, several of your 
readers wrote in with game requests, here's 
mine to add to the list. Something along the 
line of Battlefront allowing you to represent 
different Napoleonic battles at the 
operational level; the possibilities for 
scenarios and variants are almost endless. I 
think that this would be a sure winner, 
especially as the computer game market is 
saturated with WWII and modern titles. I 
note that you have mooted a tactical game 
system for the 1700-1860 era, you have my 
vote for that too. Finally, have you any plans 
for IBM conversions? Preferably with EGA 
facility ... now I know that's a minority 
preference. 

Andrzej J. J. Cierpicki 
New Territories, HONG KONG 

Dear Sir, 
Congratulations on Russia. It is excellent as 
usual, you must get sick of people telling you 
what a great job you do! (No No No . .. we 

MORE QUESTIONS 
(More Answers . .. ) 

a. What factors affect combat in Europe 
Ablaze? 
A. Offensive Combat - Max speed, 
manoeuvrability, firepower, climb rate, type 
(single engined, twin engined etc) and role 
(fighter, bomber etc). 
Defensive Combat - Max speed, 
manoeuvrability, vulnerability, climb rate, 
type and role. 
The above factors are combined to produce a 
plane factor which is used by the combat 
routines along with crew factors (fatigue, 
experience) and weather to produce final 
results. 
All the plane factors work on a differential 
basis and the maximum speed differential is 
by far the most important of these (i.e. 
produces the greatest effect on the combat 
routines). 

Q. In CAW I sometimes have problems 
vectoring fast task groups onto convoys. 
They seem to overshoot What can I do about 
it? 
A. There are problems with vectoring task 
groups with a large speed advantage onto 
slower moving groups. These are intrinsic to 
the movement system and cannot really be 
avoided. The solution is to get as close as 
possible to the target group and then reduce 
speed to only 5-10 knots greater than your 
opponent. This can be thought of as 
representing the carrying out of efficient 
search procedures. 

a. Since almost all us capital ships carried 
float planes, why are these not represented 
in any CAW scenario? 
A. Almost all US Battleships and Cruisers 
did carry float planes. However, they were 
used as scout planes rather than search 
planes. They did not have a large range and 
they were employed for local reconnaissance, 
message transfers and so on. There was no 
doctrine for employing them as part of an 
integrated, long range search effort in 
conjunction with carrier based planes. The 
pilots were not trained for this and 
essentially they were not employed in this 
fashion. Similar reasoning applies to the 
Commonwealth ships. If these float planes 

were left in they would contribute unfairly to 
the search capabilities of their task forces. 

Q. Why are all the submarines in the Midway 
scenario concentrated at the top of the map? 
A. Actually, they are correctly deployed on 
the map in their proper and historical 
locations. Its just that there wasn't the 
memory left for a routine to report them. If 
you wan't to change the locations go ahead, 
but you'll have to write down the locations as 
you put them in, as you can't determine them 
once you have done it. 

MEA CULPA 
Carriers at War. Ken Wastrack who 
designed the Leyte Gulf scenario has been 
kind enough to inform us that there were 
some errors in the task force objectives. The 
corrected objectives are - Jap TGs 1 and 2 
(16 Morotai), Jap TGs 3 and 4 (17 
Tucloban), Jap TGs 5 and 6 (18 Dulag) and 
Allied TGs 1 and 8-13 (17 Tucloban). 
Another minor error is Japanes~ Ship Class 
#20. Change the torpedo tube value from 0 
to 12. 
Battlefront. In the Crete scenario for 
Battlefront, hex (20,3) is shown on the map 
as ocean and on the disk as clear. The disk 
scenario should be altered to fit the map if 
this is a problem. 
In the Arnhem scenario the northern hexside 
of (24, 16) should be made into a bridge. This 
is essential if the XXX Corps variant is used. 
There are also a number of other small 
discrepancies between the disk and the 
magazine, mainly to do with equipment names, 
none of which affect the play of the scenario 
In the Task Force South scenario, the 2nd 
Divisional Asset of the 1st Division for the 
Argentines is listed in the magazine as 
attached at the start of the game to 
regiment 4. On the disk its attachment is 0, 
thus it never turns up for the battle at all. 
While this is not completely ahistorical, the 
Argies need all the help they can get, so 
change the attachment on the disk to read 4. 



Of all the campaigns of the Second World War, it 
is the gigantic struggle on the Eastern Front which 
holds the greatest interest. The Wehrmacht's 
guiding principle in the inter-war years was to 
avoid a two-front war. Somehow this vital 
precaution was forgotten in the euphoria 
surrounding the unexpectedly easy conquest of 
France. 
In this hypothetical campaign, we will examine what 
could have happened had Germany waited until 
Britain had been crushed before invading Russia. 

ALTERNATIVE 
HISTORY 

The 1942 campaign begins in May. The 
British Isles were conquered by the end of 
1941 and German/Italian control of North 
Africa extends from Tunisia to Syria. The 
exiled British government directs its 
remaining forces from Canada. (You can, in 
fact, take part in this invasion of England; the 
Sealion 1941 scenario simulates the opening 
days of the campaign.) 
No effective Allied opposition is in range of 
Western Europe. American help will take time 
to prepare; 1946 is the earliest they can be 
expected to intervene. They will, however, be 
able to provide additional lend-lease for the 
Russians once hostilities commence. 
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1942 • Map Changes 

6 

The Russians have not been idle in the interim. 
Having acquired a taste for Rumanian soil 
from their appropriation of Bessarabia in 
1940, they take their ambition one step 
further and gobble up the rest of the 
country in the summer of 1941. The Rumanian 
military system is completely dismantled and 
little assistance can be expected from this 
direction once the invasion of Russia gets 
underway. 
By way of compensation, however, the 
Wehrmacht has a one front war. The garrison 
requirements for other theatres is 
substantially reduced and little provision 
need be made for the defense of German 
industry from Allied strategic bombing. 
This is the basic situation as the Germans 
gear up for the invasion of Russia. Would it 
have been enough to make any difference to 
the historical outcome? 

CREATING THE 
CAMPAIGN 

Rather than list all of the changes and 
features of this campaign in a descriptive 
fashion, it is more convenient to present them 
in the order of the Design Routines. 
Save the historical campaign game into a 
spare location as described on page 50 of the 
Russia Player's Manual and then make the 
following modifications to it. 
5.11 Map Size. No change. 
5.12 Map Edit Utility. The front line has 
changed in the southern part of the map. 
Make the indicated changes to hex control. 
The Russians have had time to convert most 
rail-lines to broad gauge. Convert all Axis rail 
hexes east of the front line to Soviet rail 
hexes except for the rail lines leading from 
Bucharest to Cluj and Szeged. (Bucharest is 
a Soviet rail hex). 
5.21 City Creation. Seven cities have had 
changes made to their specifications. Use the 
tabulated data provided to make the 
necessary changes. 
5.22 Region Creation. Add 1 to the lend
lease value of regions 1-5. 
5.23 Troop Creation. There is a complete 
reorganization of the military formations. 
The initial invasion forces are deployed along 
the lines of the historical model, except in the 
south where the Hungarians now cover the 
extended Soviet border. Use the tabulated 
data provided to create the new troops. 



Note that many of the Russian Armies begin 
the game in a fortified state. 
5.24 Supply Allowance. No change. 
5.25 Division Types. Alter the values as 
follows. Axis Pz XX (0-5, 2-7, 14-8); Axis 
PzG XX (0-5, 12-6, 27 -7); Axis lnf XX (0-
4, 22-3, 38-2); Soviet Tank XXX (0-4, 4-6, 
20-7); Soviet Mech XXX (0-5, 16-7, 25-9), 
Soviet Rifle XX (0-3, 17-4, 33-3). For 
example, the time values for German Infantry 
XXs are 0, 22 . and 38 while the 
corresponding combat values are 4, 3 and 2. 
5.31 Scenario Details. No change. 
5.32 Length Details. Week (3), month (5), 
year (42), invasion (1), first winter (0), 
length (50), Axis min VP (23), Soviet min 
VP (20), D Day (0) effect (0), Salerno (30) 
and effect (2). 
5.33 Axis Briefing. These are essentially the 
same as the historical model except that the¥ 
do not deteriorate so badly in the last years. 
See tabulated data provided. · · 
5.34 Soviet Briefing. The Soviets begin the 
game with improved values to represent the 
benefit of an extra year of reorganization. 
See tabulated data provided. 
5.4 Reinforcements. The reinforcement 
tracks for both sides are, of course, a 
subjective evaluation. If anything, they are an 
under-estimate. A 10-15% increase across 
the board would not take the OBs outside the 
bounds of probability. See the tabulated 
data provided. 

PLAYING THE 
CAMPAIGN 

Germany begins the game with the same 
advantage enjoyed in the historical campaign. 
I struggled for some before deciding to place 
the Russians under a surprised handicap. The 
deciding factor was that they were so 
completely surprised in 1941, when even 
elementary intelligence must have indicated 
an impending German attack. 
The major component in the Russian collapse 
was not so much that they were unaware of 
German intentions but that they were so ill
prepared to fight a modern war against a 
mobile, aggressive opponent. The Russians 
certainly had the tools to repel the invaders. 
They did not have the doctrine, experience or 
(to a lesser extent) the leadership to put 
them to proper use. 
There is no reason that I am aware of to think 
that this situation would have changed much 

1942 - Axis Armees 
ARMEE NUMBER 1-18 2 3 4 5 6 7 
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2 2 2 

11 12 13 14 

2 3 6 3 0 0 

1942 - Soviet Fronts 

0 0 0 0 0 0 
>: >< l::•:::•:•:•: tp::::•••::: ·· 20 ::>·<·· ... 

0 0 0 0 0 0 

0 0 0 0 0 0 

0 0 0 0 0 0 
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1942 - Axis Korps 

INFANTRY XXs 0-7 4 4 4 3 4 4 0 
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0 0 0 

1942 - Axis Reinfs 
TURN GSP ARM MOT INF MR IR 

0-31 0-7 0-7 0-150 0-15 0-15 

had the Russians enjoyed an extra year of 
preparation. 
The first few weeks will go well for Germany, 
save only that losses will be a little higher 
because of the fortifications which follow the · 
northern part of the front line and the 
better quality of Russian infantry divisions. 
The drives to Leningrad and Smolensk will go 
much as usual. The extra three weeks of 



1942 - Soviet Reinfs 
ASP GSP ARM MOT INF MR IR 

TURN 0-31 0-31 0-7' 0-7 0-150 0-15 0-15 

summer campaigning compensates for the 
stronger Russians. 
Things are tougher in the south. There are no 
Rumanian forces and the front line is up to 6 
hexes further west. 
A reinforced Hungarian army guards the new 
frontier while a German Armee is en route to 
Budapest and should be deployed by the end 
of June. The mountains provide good 

1942 - Soviet Armies 

INFANTRY XXs 0-7 4 0 0 0 0 0 0 0 0 0 
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1942- Soviet Armies (Cont.) 
82 83 84 85 86 

1942 - Cities 

1942 - Axis Briefing 
1943 1944 1945 1946 

OKW GSPs 0-63 10 

1942 - Soviet Briefing 
1943 1944 1945 1946 

3 3 2 

10 

88 89 90 

defensive terrain and the best policy is to let 
the Russians withdraw; there is always a 
chance that a vigorous drive from Lwow to 
Uman could trap the retreating Soviets. 
What can the Russians do for the first two 
months? Skilful retreat is called for. The 
rugged terrain between Pskov and Leningrad 
is ideal for defense; similarly, it's dangerous 
to let the Germans advance much past 
Smolensk without a good fight. Remember 
that the Wehrmacht is not going to suffer a 
first winter penalty. They will be much less 
vulnerable to counter-attack. Use the bad 
weather to dig in everywhere. 
The issue should be decided in the summer of 
1943. 

CAMPAIGN 
VARIATIONS 

1. Surprise. The most obvious possibility is to 
remove the surprise handicap from the 
Russians. If this is done, there is a real chance 
that the Germans can be held at the border 
for several weeks. 
2. First Winter. The first winter penalty can 
be introduced for the Germans. I chose to 
remove it primarily because the winter of 
1942 was remarkably mild while the previous 
winter was a nightmare. The Germans were 
not to have known this, of course, so that 
some sort of penalty may be justified for 
their inadequate preparation. 
3. Faster Soviet Mobilization. Add 6 infantry 
divisions to the Soviet reinforcement track 
for the months August 1942 to February 
1943. To compensate, reduce infantry 
replacements by 1 for all of 1942-1944. 
4. German Infantry Divisions. Assume that 
the decline in the quality of German infantry 
divisions was halted. Change the combat value 
of all German infantry divisions to 4. The 
cost of this change is that infantry 
replacements from June 1943 until the end 
of the war must be reduced by 1 per month. 
5. American Armour. Assume that America 
provided a massive increase in tanks, trucks 
and other armoured vehicles. Increase the 
lend lease values of regions 4 and 5 to 7 and 
add 2 tank corps and 1 mech corps to the 
Russian OB in Oct 1943, Feb and July 1944 
and Jan 1945. 
6. Increased Partisan Activity. The level of 
Partisan activity is fairly low; purely the 
prejuJice of the designer against terrorist 
operations. It may well be more accurate to 
add 1 to the Partisan value for 1943-1946. 



PROGRAMMING AND 
GAME DESIGN 

Structuring a Database 
.. by Roger Keating and his Computer 

The development of an accessable database is 
one of the most important aspects of game design, 
as well as one of the first things that has to be 
done. This article will give you some idea of how 
we go about doing it. 

INTRODUCTION 
Since Issue 5 I have been working assiduously 
on a magnificent piece of software. It will be 
titled the Automatic Software Writer, or 
ASW for short, and will be able to translate 
6502 code into English as well as having the 
dual purpose of documenting my programs. 
Thus, in a single step I will be able to keep 
both lan Trout and Gregor Whiley happy as 
well as being able to sell this program to 
almost all known programmers. (From the 
number of letters I have received I feel that 
the demand for this product will outsell any 
of our games). 
Unfortunately, this product is slightly behind 
schedule, a state which is not uncommon 
among game producers, and I will have to lean 

again on my friend John Smith who manages 
to reword some of the copy so that sentences 
more or less make sense and he even throws in 
a few verbs and adjectives to make it 
readable. (He had nothing to do with the 
previous sentence. J.S.) 

The first thing to do in designing any 
computer game is to decide on the scope and 
scale of the map display and the units that 
will make up the orders of battle. The second 
step is to develop the database. The first 
part of this process is to put the map into 
the database. I described how to do this in 
Issue 5. In the Battlefront database there 
are eight sections, the first of which is the 
map. In this article I will describe the 
remaining sections and show how the 
structure of the units can be stored in it. 

THE BATTLEFRONT 
DATABASE 

Assume that the numbers used in this article 
are decimal unless preceded by a dollar sign 
in which case they are hexadecimal (e.g. 100 = 
$64). The word 'page' indicates 256 ($100) 
bytes in memory. When programming I find it 
useful to divide memory into pages. It enables 
me to easily allocate memory to various tasks 
and to simply address it. Thus page $5500 
indicates the bytes between $5500 and 
$55FF. 
The eight sections of the database are 
illustrated in Fig 1 and described below. 
1. MAP. This is the most important section 
(it takes up the most space) and was the 
subject of the article in Issue 5. 
2. HQ. This section contains the data for 
divisional and the regimental headquarters' 
data. There are 30 HQs in the game and 32 
bytes have been allocated to each HQ (i.e. 30 
* 32 = 960 bytes) hence 4 pages (4 * 256 = 
1024 bytes) are reserved for this. 
3. UN. The prefix UN used to describe this 
section stands for units and contains the 
battalion data. I will know that any variable 

KEY - 1. Map 2. HQ 3. UN 4. Names 5. Terrain 6. VN 7. Equipment 8. Global 
* Note that page $5900 is free; i.e. this reserve was never called upon. 

Fig 1. Battlefront Database Layout 
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B: UTYPE 

D:UEXP 

F: UDIS 
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8 10: UREIN 
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D I I I ; > 1< I : ~~-~~~j~l1~llliiii13: UMAX 

12:ULAST 

14: UPARA 

E I )I <<I \ l :HI I I I 115: UCSTRN 16: *free 

F 17: UPER 18: UATT 

Fig 2. Battalion Database Structure 

within the game that starts with a 'U' will 
have something to do with battalions. I did 
not use 'BN' as a number of global variables 
already start with the letter 'B'. There is a 
total of 120 battalions each using 16 bytes 
( 120 * 16 = 1920 bytes) and this fits into 8 
pages (2048 bytes). I will expand on the way 
the battalion data was set up later in this 
article. 
4. NAMES. This page is used to store the 
scenario briefing data and the names of the 
commanders. 
5. TERRAIN. Contains the terrain names, 
movement and combat data. 
6. VN. This section contains the names and 
details (12 for each side) of the 24 
objectives. 20 bytes are allocated for each 
objective (24 * 20 = 480 bytes). VN 
occupies 2 pages (512 bytes). 
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7. EQUIPMENT. This page contains the 32 
names of equipment in the scenario i.e. TIGER 
TANKS, RIFLES, etc. 
8. GLOBALS. This page contains all global 
variables ( variables that are used in all parts 
of the game as opposed to local variables 
that are used within a specific subroutine). 
Data in these pages include information on 
weather, victory and scenario details. 

THE BATTALION 
DATABASE 

There is a maximum of 120 battalions in 
Battlefront. In this type of database, space 
must be allocated for 120 battalions even 
though in a particular game only few 
battalions are being used. There are 24 

variables and a 3 character ID in each 
battalion to fit the data into the 16 available 
bytes. As each character in the ID field takes 
up 1 byte the remaining 13 bytes must 
contain the 24 variables so that 1 byte may 
contain more than 1 variable. 
Looking at fig 2, the 16 bytes have been laid 
out showing the bit structure. Each byte is 
made up of 8 bits (either 1 or 0). If a variable 
uses 2 bits it may contain a number between 
0 and 3, 3 bits allows a value between 0 and 
7, 4 bits between 0 and 15. The strength, 
USTRN, of a battalion has a maximum value 
of .15 and therefore is allocated 4 bits. The 
other bits in the byte containing USTRN are 
also a 0 to 15 value, URANGE, which indicates 
the range of the unit. A description of the 
variables that make up a battalion of 
Battlefront follows. 

1. UFLAG. Each bit in this byte is used as a 
flag (8 flags in all). A flag is a computer 
term which means that a particular feature 
of the program is either on or off. If a 
particular bit is set (i.e. 1) then the flag is on 
and if not set (i.e. 0) then the flag is off. The 
flags used for a battalion are; 

Bit 0. The battalion is mechanized/not 
mechanized (i.e. the battalion has a movement 
allowance greater than the MECH MIN value, 
as described in the Battlefront rule book). 

Bit 1. Free. 
Bit 2. Indicates that the battalion has been 
routed/not routed. 
Bit 3. Is contacted/not contacted by an 
enemy regiment. 
Bit 4. Is engaged/not engaged by an enemy 
regiment. 
Bit 5. Indicates that the battalion has been 
involved in combat, either as the attacker or 
defender, during the turn. 
Bit 6. Indicates that this battalion has been 
involved in minor combat during the turn. 
Bit 7. Indicates that the battalion has been 
KIA'd (killed in action) or was not used for 
this scenario. 
Therefore a battalion with UFLAG = $45, as 
illustrated in fig 3, tells us that it is a 

Bit layout for UFLAG 

7 6 54 3 210 

lol1lololol1lol1l 

Fig 3. UFLAG Structure 



mechanized unit that has been routed and 
been involved in minor combat during the 
turn. If the routed flag is set then it would be 
impossible to set bits 3,4 or 5 as a routed 
unit cannot be involved in any combat other 
than minor combat. 

2. UX (0-38; $0-$26). The x map co
ordinate. Co-ordinates go from 0 (extreme 
left column) to 38 (extreme right column). 

3. *Free (0-3). Not used! 
4. UY (0-27; $0-$1 B). The y map co
ordinate. Co-ordinate·s go from 0 (top row) 
to 27 (bottom row). 
5. UARM (0-2). Indicates whether this 
battalion is an ARMOUR, ARTILLERY or 
INFANTRY unit. 
6. URANGE (0-15). The unit's range (in 
hexes). 
7. USTRN (0-15). The unit's initial strength 
(0 = not used in the scenario). 

8. UNAME (0-31 ). The index·to the battalion 
equipment list. In the battalion in diagram 3 
the equipment number is 2 which, when cross
indexed with the equipment data, gives the 
name 'MATILDA'. 
9. UFAT (0-7). The battalion's fatigue state 
(0 = exhausted, 7 = fresh). 
10 (#A). UCLASS (0-13). The type of 
battalion e.g. armour, anti-tank. 
:11 ($8). UTYPE (0-15). The weapon's 
relative effectiveness rating. This is a 
relative rating, so a Tiger tank may be 15 
whereas a Sherman would be around 9. 

12 ($C). UHQ (0-31 ). The index to the 
battalion's headquarters unit. An index of 12, 
for example, would mean that this battalion 
belongs to headquarters number 12. During 
the game only divisional assets can change 
this index. 
13 ($0). UEXP (0-7). The battalion's 
experience rating (O=green, 7=veteran). 
14 ($E). UMV (0-31). The maximum 
movement allowance that the unit can use. 
15 ($F). UDIS (0-3). Indicates whether the 
arriving unit is in normal, parachute, air
landing or amphibious mode. 
16 ($10). UREIN (0-63). This number tells 
at which turn this battalion will be placed on 
the map. 
17 ($11). UMP (0-31). The movement point 
counter for use during the movement phase. 
During this phase the cost of moving across 
the map is subtracted from UMP and 
movement will cease when the UMP value 
becomesO. 

18 ($12). ULAST (0-6). While moving it is 
useful to know the last direction the unit 
traveled in, so that if two or more directions 
are possible, the battalion will tend to 
continue moving in the last direction. 
19 ($13). UMAX (0-31 ). At various times 
during the game a unit will be limited to a 
maximum number of hexes irrespective of the 
movement points remaining. On the tum that 
they land, sea landing units have a maximum 
hex allowance of 2, and will only be be able to 
land and deploy, moving a total of two hexes. 
20 ($14). UPARA (0-3). This number is 
entered during the create phase and then is 
passed to UDIS for game purposes. It 
remembers the method of entry to the board 
so it is possible to tell later in the game that 
this battalion started as a PARA unit etc. 
21 ($15). UCSTRN (0-15). The current 
strength of the battalion. At the start of the 
game it takes the value of the initial strength, 
USTRN. When the current strength is 0 then 
the battalion is regarded as KIA'd and the 
7th bit is set to indicate the battalion has 
been removed from the map. 
22 ($16). *Free (0-15). I always try to keep 
something up my sleeve in case lan changes his 
mind, and half a byte is better than nothing. 
23 ($17). UPER (0-9). The percentage loss 
of the battalion, 0 = no loss, 9 = 90% loss. 
This is calculated by comparing UCSTRN 
with USTRN. 
24 ($18). UATT (0-4). For divisional 
assets to show which regiment they are 
attached, 0 = in reserve, 1-4 = regiment#. 
An example of this database is taken from 
the North African scenario in this magazine. 
Figs 4 and 5 illustrate the structure. 
The 84R armoured battalion from the 11 
lnd/1 regiment has been given orders to 
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Fig 4. Unit #66 

advance toward HALFAYAPASS from its 
present location (26, 7). It is a mechanized 
unit with a strength of 1 and a rating of 2 
(this is not a good omen for the battalion as 
it faces some 88's with a rating of 14). They 
are veterans in a fresh fatigue state. ULAST 
is 0 as no last movement has yet been 
recorded. UATT is not used as this unit is 
not a divisional asset. 
This is unit number 66 ($42) and as each 
unit occupies 16 bytes and the data starts at 
$5100 the data occupies $5520 to $552F 
($42 • $10 + $5100 = $5520) .. 

THE SUBROUTINES 
The subroutines included in this article show 
how the battalion data can be accessed 
(INITUNIT), broken down (BRKUNIT) to a 
usable form and built back (BLDUNIT) to 
the database. Note that the subroutine 
listings can be found on pages 15-17. 
When dealing with a battalion it is necessary 
to look at its strength, fatigue or experience 
etc. If the data is in the form shown in fig 2 
then any access to it would be difficult as, 
for example, the range, URANGE and 
strength, USTRN occupy the same byte. 
To manipulate a battalion during a game it 
must be first addressed. INITUNIT locates 
the particular battalion within the battalion 
database, and then breaks it down, using 
BRKUNIT, to the 24 battalion vari~~les. 
In addressing the database I use th~ indirect 
addressing instructions LDA (L),Y and ST A 
(L),Y. LDA (L),Y loads the accumulator with 
the address given in variable L and L+$1 
indexed by theY register. 
Using the example in fig 5, this means that L 
and L +$1 would contain the address $5520. 
i.e. L contains $20 and L+$1 contains $55 
and these are then read by the computer as 
the address $5520. 
The Y register is then varied between $3 
and $F to 'pick up' or 'put down' data. The Y 
register starts at $3 as the first 3 bytes 
(0, 1 and 2) contain the ID of the unit and are 
not required for the running of the game. 
In reading through the listing it is important 
to note the two machine language instructions 
LSR and ASL. LSR or logical shift right 
shifts all the bits 1 along to the right (the 
right most bit drops off the end; more or 
less). ASL shifts all the bits 1 along to the 
left. Have a look at fig 6. 
In the BRKUNIT subroutine many variables 
are doubled up. By using LSR, as in fig 6, the 
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$5520 
1 1 $42: '8' 

1 1 1 $34: '4' 

1 1 1 $52:'R' 

1 $01: UFLAG:1 

1 1 1 $68: UX:26 

1 1 t $38: UY:7 UARM:O 

1 $01: URANGE:O USTRN:1 

1 1 1 ' 1 $17: UNAME:2 UFAT:7 

1 1 1 1 $82: UCLASS:11 UTYPE:2 

1 1 1 1 $SO: UHQ:17 UEXP:5 

1 1 $30: UMV:6 UDIS:O 

$00: UREIN:O 

1 1 $30: UMP:6 ULAST:O 

1 1 1 1 1 $F8: UMAX:31 UPARA:O 

1 $10: UCSTRN:1 

$00: UPER:O UATT:O 

$552F 

Fig 5. Database Structure for Unit #66 

LSR ASL 

o + f f f f f f f \ { ± ± ± ± ± ± ± to 
From the example in Fig 4 The UCLASS : UTYPE byte is $82 

$82 
After - lsr 

lsr 
l1 I l1 l1 I l1 I lsr 

lsr 

$08 the byte is now $08 and UCLASS 

I I 1
1 

I 1
1 

1
1 

I 
can be stored in the game program. 

Fig 6. Using LSR and ASL 
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left most part can be recovered, then using 
the instruction AND, the remaining part can 
be retrieved and stored. 
In BLDUNIT the left most part is taken first 
and shifted to the left using ASL the 
required number of bits. Then the ORA 
instruction . is used to add the remaining 
variable to the database. 

CONCLUSION 
The development of the database in any game 
is an exciting process. It forms the structural 
basis of the game and from that basis the 
game is moulded into its final form. 
If an unforeseen situation arises and major 
modifications are required, it can mean many 
hours of hard work which will test the 
determination of any programmer. It makes 
the task of careful initial database 
construction all the more important. + 
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Battles in Normandy. There are two errors in 
the map. The arrow for the Utah map box 
actually points to the Cherbourg map box 
(how could I make such a dumb mistake~ and 
there is a road missing from the Omaha 
section of the map. Since the road is present 
on the disk this is only a cosmetic problem. 
The option in Battles in Normandy which 
allows you to name an objective instead of 
using the arrow keys only works for letters in 
uppercase. Most objective names in the game 
are in lower case so you will have to use the 
arrow keys or change the objective names. 
The scenario briefing in Battles in Normandy 
shows 'Condition' on the screen. The word 
should be 'Climate', as described in the 
rule book. 
In Battlefront and Battles in Normandy 
minefield and fort hexes do not automatically 
change control when they are occupied, but 
take variable number of turns to clear. The 
clearing is only triggered by units moving 
onto the hex. A unit which doesn't move in a 
minefield or fort hex will not cause any 
clearing. This usually only matters if the 
minefield or fort is also an objective hex taken 
at the very end of the game. If you have any 
problems with this, don't put minefields or 
forts directly on objectives. + 
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THE FALL OF CHERBOURG 
A Campaign Variant for 

Battles in Normandy 
by Andrew Taubman 

Those of you who have seen our Battles in 
Normandy game will realize this campaign variant 
should have been included in the scenarios section 
of the Player's Manual. As we said on page 60 of 
that manual, there just wasn't enough room. 

INTRODUCTION 
We have rectified the situation. The 
campaign variant instructions are provided 
herewith together with Axis and Allied 
record sheets which will make the transition 
as painless as possible. 
We advise you to play both the Utah and 
Cherbourg scenarios before experimenting 
with the campaign; or at least be familiar 
with the game mechanics. 
We have divided the procedure for 
implementing the campaign into separate 
stages which should be followed in strict 
sequence. 

STAGE ONE 
Play a game of Utah as normal (two-player is 
recommended). When any 2 of Portbail, 
Barneville and Carteret are controlled by the 
US, or when the game ends (whichever comes 
first), stop the game and save it. Note down 
each side's victory points. Reboot the 
computer and go into create on that saved 
game. 

STAGE TWO 
Examine the Campaign Record Sheets 
provided for both players and make 
photocopies of them if you don't want to 
write in the magazine. 
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Certain information from the game just saved 
must be recorded on the Utah section of each 
sheet. Note down the location, strength, 
fatigue and attachment (if divisional asset) 
of each unit whose I. D. appears on the sheet. 
Note that only the locations of the units of 
the 90th US Infantry need to be recorded. 
Similarly, only the strengths of the units in 
the German 77th Infantry should be written 
down. 

STAGE THREE 
The next step is to prepare the Cherbourg 
sections of the Campaign Record sheets. 
Basically, this means transfering information 
from the Utah section to the corresponding 
location in the Cherbourg section. There are a 
few things to remember when doing this. 
(a). Locations. To change the Utah map 
locations to Cherbourg map locations, add 2 
to the x co-ordinate and 16 to the y co
ordinate. For example, a unit in hex 26,1 
(Montebourg) on the Utah map would have its 
location on the Cherbourg map recorded as 
28, 17. If this transfer would place the unit 
off the map, locate it in the nearest, sensible 
map edge hex. 
(b). US Units. Any US non-artillery unit may 
have its strength increased to 8, but it loses 
1 experience point for every 2 strength 
points added. (Fractions are rounded down, 
but the minimum reduction for a unit whose 
strength is increased is 1 ). For example, the 
3rd Bn from the 12 Rgt of the 4th US 

Infantry ends the Utah scenario with a 
strength of five. If its strength is increased 
to 8, it will have its experience reduced by 1. 
Artillery units may have their strength 
increased to 4 but a penalty of 1 experience 
point for each strength point added applies. 
(c). German Units. Any German unit with less 
than 3 strength points may have its strength 
increased to 3. In addition, sum the total 
strength points remaining in the 77th 
Infantry and add these as you see fit to any 
non-armour, non-artillery unit(s) on the 
Cherbourg section of the record sheet. 
If any units are resurrected by these 
procedures, care must be taken that they are 
not behind enemy lines, or on top of another 
unit. Move the unit to a sensible location if 
necessary. Divisional assets may be moved to 
any location and reassigned to any regiment. 
(d). American and German Units. Any unit 
with a fatigue value lower than 4 should have 
it adjusted to 4. 

STAGE FOUR 
The next step is to load the Cherbourg 
scenario and save it as a saved game 
immediately. Go into create the creation 
routines. Enter each unit's position, strength 
and fatigue as noted in the Cherbourg 
sections of the record sheets. The US 79th 
division should be put in the locations that the 
90th occupied. The German 919th regiment, 

·which was in the 91 st division, now appears in 
the 709th. In several cases, the unit ID and 
type will not match; ignore this. The Germans 
were extemporizing constantly in this period. 
Adjust the map so that each hex is controlled 
by the appropriate side. 
Save the game under a new name. Now play 
the new game as normal. At the end, add each 
side's victory points from the Cherbourg 
scenario to those gained in Utah scenario. The 
highest overall total is the winner. + 



19 



20 



Since the arrival of Rommel in February 1941, the 
British force responsible for sweeping a 
demoralized Italian army before it, had become a 
confused and defeated rabble. 

THE SITUATION 
April 1941 saw the beginning of a lightning 
thrust across Cyrenaica by the 5th Light 
Division (later the 21st Panzer Division), 
supported by the best of the Italian divisions, 
Ariete and Brescia. By the 10th, Tobruk had 
been cut off. The advanced forces of 
Rommel's command had pushed the British 
back to Sollum and Bardia, where stretched 
supply lines forced a halt. The port of 
Tobruk had been bypassed and a determined 
and quick assault was called for before the 
defenders could entrench themselves 
properly. Further advances could not be 
made with an enemy strong-point in the Axis 

flank which threatened an already stretched 
supply line. The initial assault only just failed, 
but .this failure ensured a long and 
protracted siege by the Axis. 
Sparring in the Bardia-Sollum area continued 
throughout April and May, while pressure was 
applied to the Tobruk defences. On the 15th 
of May the British launched 'Operation 
Brevity', in an attempt to capture Bardia and 
Sollum preparatory to launching a relief 
attempt on Tobruk. 
The operation was a failure although it 
resulted in the temporary capture of the 
critical Halfaya pass. This was recaptured by 
the Germans on the 27th of May. In a 
desperate attempt to gain armour 

superiority before the 15th Panzer Division 
was fully available to Rommel, Churchill had 
despatched· a fast convoy ('Operation 
Tiger') of tanks and planes through the 
Mediterranean. This arrived in mid May but 
by the time the tanks had been refitted and 
were ready for use, the last elements of the 
15th Panzer Division had also arrived. So the 
situation stood at the beginning of June. 
The Axis were set up along a defensive line 
running Halfaya Pass - Mussaid - Capuzzo. 
This line was defended by Rommel's non
mobile troops (Oasis Companies and some 
Italian infantry from the 61 st and 62nd 
regiments), along with miscellaneous support 
troops, artillery and some 88mm Flak guns. In 
a mobile reserve Rommel had the 8th Panzer 
Regiment and supporting arms (at Bardia), 
with elements of the 1 04th Panzergrenadier 
Regiment (dismounted) near Halfaya Pass. 
The rest of the 1 04th and the 115th 
Panzergrenadier Regiment were still at Ras 
el Madauer. The 5th Light Division was 
deployed as the front reserve south of 
Tobruk. German records show that they had 
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Equipment 
Regiment uncommitted during the early hours 
of the battle in mobile reserve, allowing the 
pattern of the attack to become clear before 
committing them. Word was sent to call up 
the 5th Light Division. On the British side, 
the attack began reasonably well with 
Capuzzo falling on schedule, but stiff 
resistance was inet on both flanks. At 
Halfaya Pass, the coastal attack was 
supported by 6 Matilda. Four were disabled 
by a minefield that was supposed to have 
been cleared and the attack failed. 

Above the escarpment, the 2nd Cammerons 
and 12 Matildas assaulted Halfaya Pass 
without the support of their artillery, which 
had become bogged in sand on the approach 
march. Holding their fire until close range, 
the 88s accounted for 11 of the 12 Matildas, 
halting the attack. 
In the centre, the troops at Point 206 

~lllllmlllllll ,. repelled the initial assault, but the British superiority in numbers saw them pressing the 
Capuzzo defences. The 4th RTR finally took 
Capuzzo in the afternoon, and the 22nd 

about 150 tanks, only 95 of which were 
PzKfw Mk Ills or Mk IVs. 
The British had two divisions (the 4th Indian 
and the 7th Armoured), plus the 22nd 
Guards brigade for the assault. The 4th 
Indian was divided into two attack elements, 
one attacking along the coast and the other 
along the 200m high escarpment, towards 
Halfaya Pass. both had tank support 
detached from the 4th Royal Tank Regiment 
(RTR) of the 4th Armoured brigade. The 
22nd Guards Brigade, supported by the 4th 
Armoured Brigade were to · sweep into the 
Capuzzo area, with the 7th Armoured 
Brigade protecting the desert flank. British 
records show them having 190 tanks, 100 
Matildas and 90 Cruisers. 
Radio intercepts had warned the Axis of the 
impending attack, and Rommel made his plans 
accordingly. He kept the 8th Panzer 
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Guards consolidated. 
At Hafid Ridge (Point 2Q8), a succession of 
ridges and depressions led the 7th RTR into 
numerous German ambushes. One position of 
guns was over-run, but reinforcements saw 
the 7th retreat with little to show for their 
efforts. 
On the 16th the battle was renewed, with the 
Scots Guards capturing Musaid and 
threatening the outskirts of Sollum. The 
Germans counter-attacked several times at 
Capuzzo that day, but without giving the 
British the decisive tank battle they so 
desperately sought. The Germans none-the
less suffered heavy tank casualties, but 
managed to retain control of the battlefields 
and repair their damaged tanks quickly. 
Halfaya Pass again proved the rock on which 
the British attack foundered. 
On the 17th the situation worsened for the 
British as the Germans, with the 5th Light 
leading, started enveloping the British flank. 
They launched their own flanking attack 
about an hour before the British started 
theirs, and caught the 7th Armoured Brigade 
forming up. Pursuing the fleeing brigade, the 
5th Light headed for Sidi Sulmen. Later that 
day the British decided the operation could 
no longer succeed, and recalled their forces. 
The Germans captured Sidi Sulmen and 
closed in on Halfaya Pass from the south, 
hoping to catch and pin the British forces. 
The British, however, had retired just in time 
to avoid meeting an untimely demise. 

The British defeat at Halfaya Pass was to 
have severe repercussions. Wave II was finally 
sacked by Churchill, and the British took 
nearly six months to recover and be ready to 
launch another offensive in North Africa. The 
operation cost the British 64 destroyed or 
abandoned Matildas, and 23 destroyed 
Cruisers. The Germans lost nearly 50 tanks, 
but held the battlefield and so were able to 
repair most of these, as well as some 
captured British tanks. The operation, for 
which Churchill had great hopes, was quietly 
forgotten on the British home front. 
The battle was further relegated to the back 
pages as, just two weeks later, Hitler 
launched 'Operation Barbarossa'. 

THE SCENARIO 
The Desert War was typified by the often 
decisive use of armour and technology and the 
fluidity of the battlefield. Units would 
regularly be cut off, but very rarely 
destroyed. Lightning thrust and 
counterthrust were the order of the day, an 
attribute the Battlefront Game System 
simulates very well. 
Battleaxe recreates the British attempt to 
relieve Tobruk between the 15th and 18th of 
June 1941. The scale used is one mile per hex 
with battalion and company sized units. The 
scenario is short and can be broken into two 
distinct phases - the British Offensive and 
the German Counterattack. Each side is 
required to conduct both offensive and 
defensive operations (sometimes 
simultaneously) requiring careful commitment 
of units. The following notes are drawn from 
over a hundred playtests of the scenario. 
The first day of the assault will ultimately 
determine if the British win the scenario. The 
British must aim to clear the frontier 
positions quickly while preparing and probing 
Halfaya Pass with the Indian Division. Speed 
is of the essence because the Germans are 
quickly reinforced during the second day. If 
Musaid, Capuzzo and Point 208 can be taken 
by the end of the first day then you are well 
on target. Halfaya Pass must be taken no 
later than noon on the second day, or the 
pints that the Germans have gained through 
holding it will be too hard to overhaul. 
Historically the Germans act of holding the 
Pass during the whole battle diverted 
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On the night of July 4th, 1941, 
advance elements of VII Fleiger 
Korps dropped onto English soil. 
The Battle for England had 
begun ... 

ALTERNATIVE HISTORY 
The Battle of France in 1940 was over long before the 
German High Command predicted it would be. There were no 
serious plans for an invasion of England; indeed, there were 
many who expected a speedy Armistice. A hurried attempt 
was made to mount an airborne/amphibious attack in the last 
days of summer but a combination of British airpower, bad 
weather and good sense stayed its execution. 
What could have happened had Germany decided on a 1941 
campaign against England? With hindsight, of course, the 
value of avoiding a two-front war cannot be overstated. Did 
Germany possess the capability (or could it have been 
developed in the winter of 1940) to invade and conquer 
England? It's hard to be certain but given the wretched 
condition of British land forces, their abysmal performance in 
North Africa in 1941 and the known expertise of their 
adversaries, it seems to this author that once ashore it would 
have been only a matter of time before Britain was defeated. 

A more difficult question is whether the Germans could have 
held off the RAF and RN long enough to secure a safe landing 
area. I'm still undecided on this but for the purpose of this 
scenario, we'll assume the Germans are going to try. 

THE SCENARIO 
The broad picture in which this scenario is set postulates a 
German invasion spear-headed by two reinforced airborne 
divisions and backed up by three divisions and several 
diversionary groups landing by amphibious transport. The 
target areas run from Southampton to Ramsgate. Ports and 
airstrips must be captured, and quickly before the impetous 
of the invaders is lost. 

In the small part of southeast England covered by this 
scenario, the Germans have one airborne division and one 
composite division with which to capture Dover and 
Folkestone (and hopefully Kingsdown and Deal) as well as the 
airfields at Hawkinge, Swingfield and Lyminge. Effectively, 
they have five days to do the job. 
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In this chapter of our Europe Ablaze technical 
feature, American and French aircraft are 
described and formatted. All production types as 
well as many· of the more interesting development 
types are included. 
Part Four in the next issue will conclude the feature 
with an evaluation of Commonwealth, Russian and 
minor Allied aircraft. 

AMERICAN AIRCRAFT DESIGNATIONS 
At the time of American entry into the 
Second World War, US air forces operated 
as separate appendages of the US Army and 
the US Navy. Of other contemporary major 
powers, only Japan organized her air forces 
in this way. 
Germany, the Commonwealth, France, Italy 
and Russia operated their air forces as an 
independent service. It was not until 194 7 
that US Army and Navy air forces were 
amalgamated as the USAF. 
The designation systems used by the Army 
and Navy were different; another parallel 
with Japan, but fortunately only one system 
was in operation for each. 

The US Army Air Force 
The basic designation structure consisted of 
two characters, the first being a letter which 
described the function of the aircraft and 
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the second a numeral to identify the 
particular model. For example, the B-24 is 
the 24th bomber aircraft authorized by the 
USAAF. 
Some of the more common function codes 
were A (Attack), AT (Advanced Trainer), B 
(Bomber), BT (Basic Trainer), C (Cargo), F 
(Photographic), F M (Fighter, multi
purpose), L (Liason), 0 (Observation), and P 
(Pursuit) . 
An X prefix (e.g. XP-40) specified an 
experimental prototype; a Y prefix specified 
a batch of aircraft ordered for service trials 
or evaluation. 
Suffixes were used to identify successive 
variants of a particular type. For example, 
the P-51 D is the fourth production model of 
the Mustang. 
A 'block' number and a Manufacturer's Code 
could be added to the basic designation to 
provide a more precise identification of 

individual aircraft. For example, B-24H-1 0-
CF identifies the Liberator as being in the 
third production block ( -1 0) built by 
Consolidated at Fort Worth. 

The US Navy 
The US Navy designation system, which 
covered Marine Corps aircraft as well, was 
comprised of four major components. These 
were a function code, a manufacturer's 
sequence numeral, a manufacturer's ID code 
and a variant numeral. 
For example, the code SB2U-3 tells us that 
the Vindicator is a scout-bomber, the second 
of that type built by Chance Vought and that 
it is the third production variant. Note that 
the manufacturer's sequence numeral is 
omitted for the first aircraft of that type 
produced; i.e. SBD Dauntless, not SB1 D. 
Major function codes were B (Bomber), BT 
(Bomber-Torpedo), F (Fighter), G 
(Transport), N (Trainer), 0 (Observation), 
P (Patrol), P B (Patrol-Bomber), S B 
(Scout Bomber), TB (Torpedo-Bomber). 
An X prefix identified an experimental 
prototype while a range of suffix codes were 
in use to describe minor modifications which 
did not justify a separate variant number. 
For example, F6F-3N tells us that this 
Grumman Hellcat was modified for night 
fighting duties. 

Other Aircraft 
In addition to supplying her own air forces, 
the US aircraft industry produced a large 
number of aircraft for foreign air forces. 
Most of these aircraft types eventually saw 
some kind of service with US forces; those 
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that didn't have the manufacturer's private 
designation. 

AIRCRAFT NOTES 
The following notes are intended to give a 
brief summary of operational histories as well 
as to identify the more important 
modifications made to major aircraft types. 
The arrangement in this section corresponds 
to the order in the tables overleaf. 

United States Aircraft 
A number of aircraft types served both with 
the Army and Navy. In these cases, the 
designation used is that of the branch first 
ordering the aircraft. 

P-39 (AIRACOBRA}. Single e.ngine fighter. 
Specifically designed to employ a 37mm 
cannon. Entered service early 1942 but 
problems with in-line engine and maintenance 
troubles restricted its use once alternative 
fighters were available. The bulk of major 
variant production went to the USSR under 
the provisions of the Lend-Lease scheme. 
Other countries to use the P-39 were Great 
Britain, France (after 1944) and Italy 
(after 1943). 

P-59 (AIRACOMET}. Twin engine jet 
fighter. The first jet aircraft designed in 
America, the P-59 first flew in Aug 1943 
but because of teething troubles and 
extended flight testing, never saw front-line 
service. Employed as an operational trainer 
until 1946. 

P-63 (KING COBRA}. Single engine fighter. 
A development of the Airacobra, the P-63 
entered service in mid 1943. The availability 
of superior fighters such as the Thunderbolt 
and Mustang prevented its operational use by 
US forces. Some 80% of total production 
went to the USSR with the remainder going 
to the FFAF. 
B-17 (FLYING FORTRESS}. Four engine 
heavy bomber. The first production variants 
of this superior design entered service mid 
1940 and although early versions were 
under-armed and short ranged, they gave a 
good account of themselves. Used extensively 
in Europe and the Pacific, finally spear
heading the 8th Air Force's strategic 
offensive against German industrial capacity. 
Undoubtedly the toughest bomber to see 
action in Europe. 

B-29 (SUPERFORTRESS}. Four engine 
very heavy bomber. Entered service in June 
1944, attacking Japanese territory in Burma 
and China as well as the mainland itself. It was 
the first military aircraft to provide 
pressurized accommodation for all crew 
members. Operated extensively from the 
Marianas Islands against the Japanese 
homeland, finally delivering the atomic coup 
de grace in Aug 1945. 
F2A·3 (BUFFALO}. Single engine fighter. 
Entered service with the USN in May 1940 
and was the principal carrier fighter until 
late 1941. Performed poorly against 
Japanese fighters and withdrawn from 
service by mid 1942. Saw action under Dutch 
colours in the Far East and Finnish colours in 
the Winter war of 1939-40. 
SB2A (BUCCANEER}. Single engine attack 
bomber. Entered service 1942 but mediocre 
performance led to its rejection for 
operational use both by the USN and the 
RAF. British versions (Bermudas) adapted 
for target towing while USN aircraft served 
as advanced trainers. 
PBY (CAT ALINA}. Twin engine maritime 
reconnaissance flying boat. Entered service 
1936 and saw action throughout the war in 
the Pacific theatre in patrol, ASW, rescue 
and transport roles. Used extensively by the 
RAF for ASW duty in the Atlantic. Used also 
by Canadian, Australian and Russian forces. 
PB2Y (CO~ONADO}. Four engine maritime 
reconnaissance flying boat. A larger 
development of the Catalina, the PB2Y 
entered service 1942 and saw action in recon, 
ASW and transport roles. 
B-24 (LIB ERA TOR}. Four engine heavy 
bomber. Originally intended as a replacement 
for the B-17. Entered service in 1942 but 
performance was inferior to the B-17 in all 
but range. Became the major heavy bomber in 
the Pacific theatre until the advent of the B-
29 while the B-17 continued as the mainstay 
~f the European bombing offensive. Later 
modifications included photographic, training 
and transport versions as well as the nearly 
1,000 aircraft employed by the USN in ASW 
duties under the designation P B4 Y -1. 
PB4V (PRIVATEER). Four engine maritime 
patrol bomber. A development of the B-24, 
the PB4Y-2 entered service 1944 and saw 
limited action in the Pacific in its intended 
patrol bomber role. Some ASW and 
transport duties were also performed. 
B-32 (TERMINATOR). Four engine very 
heavy bomber. Ordered into production in 
1940 as a backup to the B-29, the B-32 

became operational for a brief period in mid 
1945, attacking Japan from the Marianas. 
More commonly known as the Dominator. 
75A (HAWK}. Single engine fighter. An 
export version of the P-36A, the Hawk 
entered service with the FAF in 1939 where 
it gave a good account of itself in the Battle 
of France. After the Armistice, outstanding 
orders went to Britain and saw action in 
Burma-India until 1944. 
P-36 (MOHAWK). Single engine fighter. 
Entered service with the USAAF in 1940. 
Saw action at Pearl Harbour before being 
relegated to second-line and training duties 
shortly afterwards. 
P-40 (WARHAWK). Single engine fighter. 
A development of the P-36, the P-40 
entered service in 1941 and saw action on all 
fronts, equipping the air forces of ten 
nations by war's end. Supplanted by 
Thunderbolts and Mustangs in the last years 
of the war, the P-40 finally served in 
second-line and training roles. 
SBC (HELLDIVER}. Single engine biplane 
attack bomber. Entered service 1937 but 
saw no action in the war. Retired from US 
service early 1942. RAF versions used only 
for ground instruction. 
SB2C (HELLDIVER). Single engine attack 
(dive) bomber. Entered service Dec 1942 as 
the replacement for the Dauntless. First saw 
action from a carrier deck in the attacks on 
Rabaul in 1943. By 1944 had become the 
mainstay of the carrier-borne dive bomber 
force, notwithstanding the preference of 
many pilots for the older SBD. 
CW-21 (DEMON}. Single engine fighter. 
Originally produced for the Chinese 
government, some 40 of these aircraft saw 
action in the Netherlands East Indies against 
the Japanese. Inadequate performance 
resulted in heavy losses. A two-seat trainer 
version was supplied to the US Navy as the 
SNC-1 Falcon. 
A-20 (HAVOC/BOSTON). Twin engine 
medium bomber. Developed from the famous 
DB-7 bomber, the A-20 series entered US 
service in 1942 and served with distinction 
throughout the Pacific and European 
theatres. Export versions equipped Russian, 
French and Commonwealth air forces. The P-
70 night fighter variant gave useful stop
gap service until the arrival of the purpose 
built P-61 Black Widow. 
A-26 (INVADER). Twin engine medium 
bomber. Ordered as a replacement for the 
A-20, the A-26 entered service late 1944 
seeing action in Europe and the Pacific. Later 
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variants were used extensively in Korea and 
Vietnam. 
B-18 (BOLO). Twin engine medium bomber. 
Entered service 1940 but saw little action 
after Pearl Harbour. An inferior type soon 
relegated to training and transport duties. 
Canadian aircraft (Digbys) used for convoy 
escort and ASW duty until 1943. 

SBD (DAUNTLESS). Single engine attack 
(dive) bomber. En~ered service in 1940 and 
was the principal carrier-borne dive bomber 
until 1943. It serv~d with distinction 
throughout the Pacific, its greatest feat 
being the sinking of four Japanese carriers 
at Midway. Some aircraft saw service with 
the USAAF as land-based A-24s. 

BTD (DESTROYER). Single engine attack 
(torpedo) bomber. Ordered as a multi
purpose carrier-borne bomber, a few BTDs 
entered service late 1944 but saw no actioo. 
The last variant became the prototype for 
the successful AD Skyraider. · • 
TBD (DEVASTATOR). Single engine 
torpedo bomber. Entered service 1937 and 
was the USN's carrier-borne torpedo 
bomber on the outbreak of war. Very poor 
performance forced its early retirement as 
soon as sufficient TBF Avengers were 
available as replacements. 

P-75 (EAGLE). Single engine high-altitude 
interceptor. Developed rapidly in 1943 using 
components from other aircraft already in 
service, the first flight trials in 1944 were 
disappointing. Production orders canceled 
soon after. 
F4F (WILDCAT). Single engine fighter. The 
work-horse of the USN and Marine Corps in 
the Pacific, serving with distinction in 
carrier-borne and land-based roles from 
1941 until the end of the war. 
FF (GOBLIN). Single engine fighter. 
Although withdrawn from front-line US 
service in 1940, the Goblin saw some action in 
the Spanish Civil War, several aircraft 
surviving in Spanish service until 1950. 
Canadian versions used for training 
purposes. 
F6F (HELLCAT). Single engine fighter. The 
replacement for the Wildcat, the F6F 
entered service aboard US fleet carriers in 
early 1943 and was the principal carrier 
fighter until the end of the war. Also served 
aboard British CVs. 
F7F (TIGER CAT). Twin engine fighter 
bomber. Originally ordered as the USN's 
first twin engine carrier-borne bomber, the 
first production aircraft were delivered too 

late to see action. Served in a land-based role 
in the immediate post-war years. 
TBF (AVENGER). Single engine torpedo 
bomber. Entered service mid 1942 and first 
saw action in the naval battles for 
Guadalcanal. Fought in every major naval or 
amphibious operation thereafter in the 
Pacific. Remained in front-line service 
throughout the war and in post-war years. 
Finally retired in 1957 as the longest serving 
USN aircraft at that time. 
A-28 (HUDSON). Twin engine medium 
(light) bomber. Used principally by Britain 
and other Commonwealth countries as a 
patroi/ASW bomber, the Hudson saw action 
in the Atlantic and the Pacific. Only a few 
were used by the US; as PB0-1 patrol 
aircraft by the USN and as A-28/A-29 
transport aircraft by the USAAF. 
P-38 (LIGHTNING). Twin engine long range 
fighter or fighter bomber. Originally 
intended as a fast, high altitude interceptor, 
Lockheed chose to meet the requirement with 
the use of a twin boom airframe, the first of 
its type in US service. Teething troubles 
delayed delivery and the aircraft did not 
become operational until late 1942. Saw 
action in all theatres in both fighter and 
ground attack roles. Also served as the most 
widely used photo-reconnaissance aircraft in 
the USAAF. 
P-80 (SHOOTING STAR). Single engine jet 
fighter. The second US jet to fly, the P-80 
was sent to Europe for service trials in early 
1945 but these were not completed prior to 
war's end. Saw some post-war service. 
PV (VENTURA/HARPOON). Twin engine 
patrol bomber. Originally built to a British 
specification, the PV was found unsuitable 
for daylight European service and relegated 
to Coastal command duties. After 1941, the 
aircraft was used by the USAAF for over
water patrols in the Pacific using the name 
B-34. USN variants served in ASW role. 
Equipped all Commonwealth air forces before 
production ceased in 1944. The PV-2 
(Harpoon) was an improved version with 
increased fuel capacity and armament. 
167A (MARYLAND). Twin engine recon
naissance bombe.r. First ordered by France, 
only 70 were delivered before the Armistice. 
The remainder of the FAF order went to 
Britain and were used in North Africa, the 
Mediterranean and the Middle East. Some 
sent to South Africa. Did not see operational 
service with US forces. 
A·30 (BALTIMORE). Twin engine attack 
(light) bomber. An improved version of the 

Maryland, the A-30 equipped several RAF 
squadrons in the Mediterranean seeing 
extensive service in North Africa and later in 
Sicily and Italy. Used in a transport role by 
the USAAF. 
B-26 (MARAUDER). Twin engine medium 
bomber. Originally ordered in 1939, the B-26 
did not enter service until 1942 because of 
training difficulties associated with its high 
landing speed. After modifications, the 
aircraft saw action in all theatres, being 
replaced in the Pacific in 1944 by B-25s. 
Also used for training, transport and photo
reconnaissance duties. 
PBM (MARINER). Twin engine maritime 
reconnaissance flying boat. Entered service 
1940 and used in conjunction with PBYs 
throughout the Pacific in patrol, ASW, and 
transport roles. One squadron employed by 
the RAF. 
AT (HARVARD). Single engine advanced 
trainer or fighter. Used by the USAAF solely 
for training purposes and by other air forces 
in various roles. Licence built in Australia as 
the Wirraway, it engaged Japanese fighters 
on several occasions in early 1942, always 
disastrously. 
B-25 (MITCHELL). Twin engine medium 
bomber. Entered service 1941 and saw action 
in every theatre until the end of the war. 
most notable exploit was the 'Doolittle' raid 
on Tokyo from the CV Yorktown in April 
1942. Later, heavily armed versions were 
used extensively in Europe and the 
Mediterranean. 
P-51 (MUSTANG). Single engine fighter. 
The most famous of all US fighters of WWII, 
the Mustang entered service with the 
USAAF in the Middle East in 1943. By war's 
end, Mustangs were employed in every 
theatre, earning a lethal reputation. They 
remained in service in post war years, being 
finally discarded in the fifties. 
A-17 (NOMAD). Single engine attack (light) 
bomber. Entered service with the RAF in 
1937 but poor performance resulted in their 
transfer to South Africa for target towing 
duty. Employed by China, Argentina, Peru 
and Holland in various roles. USAAF aircraft 
used solely for training. 
P-61 (BLACK WIDOW). Twin engine night 
fighter. Entered service mid 1944 in the 
Pacific theatre and subsequently employed in 
Europe where because of the state of the 
war there was little for them to do. Used also 
as a trainer and in a reconnaissance role. 
P-43 (LANCER). Single engine fighter. 
Unsuccessful forerunner to the acclaimed 
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Thunderbolt. Most aircraft were Lend
Leased to China where they saw some action 
against the Japanese in 1943. All USAAF 
and Australian aircraft used for 
reconnaissance. 
P-47 (THUNDERBOLT). Single engine 
fighter/fighter-bomber. One of the 'ugliest' 
aircraft of the war, the 'Jug' was beloved by 
its pilots for its extreme toughness and 
resistance to damage. Entered service in 
1943 and served in all theatres in fighter and 
ground attack roles until war's end. The long 
range N variant was used to escort B-29s 

• from the Marianas to Japan. 
F4U (CORSAIR). Single engine fighter. The 
very best of the USN's fighters, the Corsair 
entered service in 1943, operating with 
Marine Corps AGs from land bases. Problems 
with landing gear and cockpit visibility 

delayed its use as a carrier-borne fighter 
until late 1944. Achieved remarkable results 
against Japanese aircraft in the closing 
months of the war. · 
OS2U (KINGFISHER). Single engine 
observation floatplane. The most widely used 
USN floatplane of the war and the only US 
aircraft comparable to the excellent 
Japanese range of of ship-borne floatplanes. 
SB2U (VINDICATOR). Single engine attack 
bomber. Entered service as a carrier-borne 
bomber in 1939 and equipped squadrons 
aboard several CVs until discarded in mid 
1942. Saw some use with the Marine Corps 
while RAF versions were found unsuitable for 
front-line service and relegated to training 
duty. 
A·31 (VE;NGEANCE). Single engine attack 
(dive} bomber. Originally ordered by the 

RAF in 1940, the Vengeance entered service 
in 1942 but because of pressing local needs, 
were retained by the USAAF. Used solely in 
the Pacific and Burma-India theatres. Some 
aircraft used later by the RAAF. 
P-66 (VANGUARD). Single engine fighter. 
Produced for a Swedish order, the aircraft 
went to China as Lend-Lease after the 
contract was stopped in 1940. Saw action 
against Japanese fighters 1941-43. USAAF 
versions used solely for training purposes. 
P-26 (PEASHOOTER). Single engine 
fighter. Relegated to training duties prior to 
Dec 1941 by USAAF. Philippine AF aircraft 
engaged Japanese bombers without success 
while Chinese aircraft were more successful 
when defending Nanking and Shanghai. 
A-12 (SH R 1 K E). Single engine attack 
bomber. Obsolete by Dec 1941, the few 
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aircraft still in USAAF use were mostly 
destroyed in the Pearl Harbour attack. 
Chinese versions operational in early days of 
the Sino-Japanese war. 

French Aircraft 
Am 143M. Twin engine reconnaissance 
bomber. Entered service 1935 and although 
obsolete by 1940; saw action in day and night 
roles in the Battle of France. Subsequently 
served with the Vic~y_ AF in North Africa. 
Am 3548. Twin engine medium bomber. Only 
50 aircraft were operational by May 1940 
because of chronic production delays. Saw 
limited action in night bombing role. An 
excellent airframe later used by the Vichy AF 
in transport and other roles. 
VG 33C. Single engine interceptor fighter. 
Another aircraft arriving too late to hav~any 
impact on the Battle of France. Only 40 were 
operational by May 1Oth. Promising type. 
Ble S. 510. Single engine biplane fighter. 
Entered service 1936 as the last French 
biplane. Used by Republican forces in the 
Spanish Civil War but relegated to second
line and training duties by May 1Oth. 
Blo 200. Twin engine medium bomber. 
Entered service 1933 and although obsolete, 
equipped four Continental Groupes in Sept 
1939. Relegated to training duties and 
service in Syria by May 1Oth. 
Blo 21 OBN. Twin engine medium bomber. 
Entered service 1935 and by May 1Oth still 
operated as the principal medium bomber of 
the FAF. Used extensively, day and night, in 
the Battle of France but . inadequate 
performance against modern Luftwaffe 
types caused heavy losses. 
Blo 131 RB. Twin engine reconnaissance 
bomber. Entered service late 1938. After 
sustaining heavy losses in daylight 
reconnaissance of German border, relegated 
to night, training and overseas duties. 
Blo 151. Single engine fighter. Entered 
service 1938 but poor performance 
characteristics forced its early relegation to 
training duties. Saw some action against 
Italian fighters in the south in the closing 
days of the Battle of France. 
Blo 152. Single engine fighter. Improved 
version of Blo 151 which entered service in 
early 1940. Two-thirds remained grounded 
because of unavailability of correct 
propellers. Eventually saw some action in the 
Battle of France and performed well against 
most Luftwaffe types. 

Blo 155. Single engine fighter. Redesigned 
version of the Blo 152 incorporating 
increased armament and armour. Arriving too 
late to see service in the Battle of France, 
production was later continued by the Vichy 
government. A small number were 
confiscated by the Luftwaffe and used as 
fighter trainers. 
Blo 162. Four engine heavy bomber. Only one 
aircraft completed prior to June Armistice. 
Promising performance. Prototype used by 
the Luftwaffe for clandestine operations 
1943-44. 
Blo 174A. Twin engine reconnaissance 
bomber. Entered service early 1940 and used 
exclusively for daylight recon of German 
airspace. High speed gave protection against 
fighter interception. Used in a bombing role 
by the FFAF against Germany in the closing 
stages of the Tunisian campaign. 
Blo 1758. Twin engine attack bomber. 
Delivered too late to see action in the Battle 
of France. Served in Algeria and then against 
German forces in Tunisia after Allied 
landings. Some 50 aircraft were used by the 
Luftwaffe in a training role. 
Bre 521. Tri engine reconnaissance flying 
boat. Entered service 1936 and used in 
coastal patrol work until the June Armistice. 
Later used by the FVAF in an ASW role. 
Bre 693AB. Twin engine attack bomber. 
Entered service May 1940 and used 
extensively in the two months prior to the 
Armistice. Achieved some success but 
because of inadequate fighter escort, 
suffered heavy losses to Bf 1 09s. Used later 
by the FVAF and in a training role by the 
Italian AF. 
C.714C (CYCLONE). Single engine 
interceptor fighter. One Polish Groupe 
operated this type in June 1940 with mixed 
results. Later used by the FVAF and as a 
Luftwaffe trainer. · 
D 510. Single engine fighter. Successor to 
the popular D 501 series, it entered service 
in 1936 and saw action in China and Spain 
before the outbreak of WWII. Relegated to 
second-line overseas duty prior to May 1940. 
D 520. Single engine fighter. The best 
French fighter of the war. Only 36 aircraft 
were operational by May 1Oth of some 2,000 
on order. A further 250 were delivered prior 
to the Armistice and despite pilot 
unfamiliarity, more than held their own with 
the Bf 109. Later used extensively as a 
Luftwaffe trainer and front-line fighter for 
the Rumanian and Bulgarian AFs. In FFAF 
colours from 1944 and used in SE France. 

F 222. Four engine heavy bomber. Entered 
service early 1939 and was the only four 
engined bomber in operational service at the 
outbreak of war. Used in various roles 
including maritime reconnaissance, leaflet 
dropping and bombing until the Armistice. 
Thereafter in FVAF service in North Africa. 
NC 223. Four engine heavy bomber. Entered 
service late May 1940, immediately 
participating in night attacks in Germany. 
Converted for civil use after the Armistice. 
La 2980. Single engine torpedo floatplane. 
Entered service 1938 and used in army 
ground support role in the Battle of France 
against both. German and Italian invaders. 
Later used by the FVAF and finally by the 
FFAF after Aug 1944 in an ASW role. Very 
versatile type. 
LeO 206. Four engine (in 2 tractor, 2 pusher 
arrangement) heavy bomber. Entered service 
1935 and still on front-line duty in North 
Africa in Sep 1939. Relegated to training 
and transport duties by mid 1940. 
LeO 451 B. Twin engine medium bomber. 
Entered service late 1939 and equipped 10 
Groupes by May 1Oth. As the only modern 
bomber available in quantity to the FAF, it 
operated in both a low level, ground attack 
role and a strategic night bombing role. 
Later used by the FVAF and briefly 
equipped one Italian Gruppo. 
LN 401. Single engine dive bomber. Entered 
service 1939 as a carrier-borne dive bomber 
and equipped 2 escadrilles by May 1940. 
Used exclusively in a land-based, ground 
attack role, suffering heavy casualties 
because of poor performance and inadequate 
fighter cover. Relegated to night attacks on 
the Italian Front in the closing days of the 
Battle of France. 
MS 406. Single engine fighter. Entered · 
service 1937 and was the mainstay fighter of 
the FAF throughout the Battle of France. Its 
inferior performance against the Bf 109 
resulted in heavy losses. Later saw action 
against the Allies in Syria and Madagascar 
while many were confiscated and handed over 
to the Croatian and Rnnish AFs. 
Po 631C. Twin engine heavy fighter. Entered 
service 1936 and equipped 8 escadrilles 
during the Battle of France. Employed in 
both day and night fighter roles but 
suffered heavy losses to enemy fighters as 
well as friendly forces because of its 
resemblance to the Bf 110. Later used by the 
FFAF against German forces in Tunisia. 
Po 6338. Twin engine light bomber. Entered 
service 1937, operating primarily in a 
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training role. Saw occasional employment in 
the Battle of France as a ground attack 
aircraft. 
Po 63.11. Twin engine reconnaissance 
aircraft. Entered service 1940 and equipped 
40 Groupes by May 1Oth. Lacking effective 
fighter cover, suffered heavy losses in 
tactical recon and ground attack roles. Later 
used in the Middle East by both the FVAF 
and the FFAF. Also used by German, 
Hungarian and Rumanian AFs as a crew 
trainer. 
Po 65. Twin engine lighl -bomber. Entered 
service 1938 and saw action in bombing, 
transport and ambulance roles. Used as a 
transport by the FVAF. 
C.A.O. 200. Single engine interceptor 
fighter. Designed as a successor to the D 
520, only one prototype was completed 
before the Armistice. Promising type 
although somewhat under-armed. + "' 

never get sick of that kind of talk.~ I have 
recommended it to a couple of my miniature 
wargaming colleagues so hopefully you will 
end up with a few more SSG enthusiasts in 
the "Apple Isle'. 
You are probably aware that the Backup 
utility in Russia instructs the user to place 
the Battlefront master back in drive one. If 
not, now you know. I trust that the 'What's 
New' column in Breakout 26 which states that 
Road to Appomattox has been indefinitely 
postponed is merely filthy communist 
propaganda and lies, as I'm sure I wouldn't be 
the only disappointed customer if that was 
the case. 

Keep up the good work. 

Barrie MacDonald 
Hobart, T AS. 
RTA is really alive and well . .. we will deliver! 
Grant Garraway, the flatu/ant and flabby 
writer of that disinformation, has been 
soundly chastised for causing our customers 
unnecessary anxiety. 
The game is on our schedule for release 
sometime in 1988. I can assure you; nobody 
will be happier to see this project completed 
than yours truly. It is very likely that the 
game will take longer to develop than the war 
took to fight! + 
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British units from the frontier and fouled the 
British lines of communication and supply. 
The German flank assault with the Panzer 
Grenadier regiments was a rude shock to the 
British, and their whole Corps was in danger 
of being enveloped and destroyed. The 
British player has the advantage of hindsight 
and can deploy some units to meet the threat 
from the south. The hardest decision to be 
made is which formation can be spared. The 
dilemma which arises is that to breach the 
frontier requires every available unit, yet the 
German thrust from the south threatens full 
envelopment. We will leave it to the player to 
best determine his own answer. It has been 
found that whole regiments have ben 
surrounded and yet managed to fight their 
way back to the British lines. On a final note; 
Matilda jocks should stay away from 88s. 
As noted in the British player notes, the 
outcome of the first day's operations will 
usually determine the ultimate victor. 
Unfortunately, this is when the German 
forces are at their weakest. You will initially 
have to be guided by the strategy that the 
British have chosen to follow, though you 
should expect that heavy pressure will be 
exerted on Group Bach at Halfaya Pass. The 
three battalions of Group Bach at Halfaya 
Pass have been given zero movement points 
to ensure that they do not easily give up 
those vital hexes. 
Do not use the Ad-Hoc division for offensive 
operations, but rather give it delay or defend 
orders. Every turn held is a turn closer to 
reinforcement. Do not be surprised if the 
Oasis Companies simply vanish during minor 
combat. The 8th Panzer Regiment should be 
used as a 'Fire Brigade' and sent where it is 
most needed. 
The second day sees the arrival of the 5th 
Light Division and the need to change to an 
offensive posture. Both the 5th and the 8th 
Panzer Regiments should be used to stabilize 
the frontier, while the two Panzer Grenadier 
regiments should drive on Sidi Sulemein. Be 
aware of your losses as the British get more 
points for German losses than you get for 
British losses. How hard you have to push will 
ultimately be determined by the initial 
success of the British. The Germans would do 
well to remember the famous military 
principle of 'Divide and Conquer'. + 

Directly opposing the invasion is a single 
British infantry division supported by 
garrison troops and, of course, a lone 
battalion of Dad's Army. In immediate 
reserve is a second division, supported by a 
complete armoured brigade._ These troops 
begin arriving within hours of the German 
airdrop. 

VARIATIONS 
To implement the variations for this scenario, 
I recommend you engage the services of a 
friend to secretly modify the scenario. The 
German OB is listed at full strength; i.e. 
assuming that British air and naval power has 
had no effect on its arrival. This highly 
unlikely. You will need 1 six-sided die. Roll the 
die once for each class 0, 3 or 7 battalion in 
the 7th Fleiger Division and reduce its 
strength by the number shown on the die. Roll 
the die once for each class 0 or 7 battalion in 
the 6th Infantry Division and reduce its 
strength by one less than the number shown 
on the die. 

To simulate the effect of the prelimary 
bombardment on Allied defenders, roll the 
die once for each coastal defense battalion 
(i.e. the CD regiment in the 5th lnf Div) and 
reduce their fatigue value by the number 
shown on the die. + 



SUPERIOR COMPUTER CAMES FROM 

lECIC STUDIES--CROUP 
REACH FOR THE STARS 

Now available for the Apple II family and the C-64/128 
and soon for the Macintosh. Recommended Retail $45.00 

"Reach for the Stars ... is just about the best science fiction game for the thinking person available on any micro
computer:· Science Digest. 
·: .. 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." Commodore Magazine. 

CARRIERS AT WAR 
Winner of the 1985 Charles Roberts 
Award for Best Computer Game. Now 
available for the Apple II family and 
the c-&4/128. Recommended Retail 

.00 
"Besides Its historical accuracot carriers at KtJr Is the best-playing 

simulation of naval warfare 1 have seen on either tabletop or video monitor:· 
II CompuNng. 

"Canters at war Is the best game available on WOrld war II carrier operations. It Is, perhaps, 
the best wargame of 1984 on topiC:' Computer Gaming *"'d. 

Now available for the Apple II family and the 
C-64/128. Recommended Retail $40.00 
"SSG have done their usual fine job of design as well as programming. I 
thoroughly enjoyed Bametront and look forward to new scenarios:' Rre & 
Movemsnt Magazlna 
"Bametront certainly gives a very good 'feel' for corps level operations. It 
ts ... fast, Interesting, well designed and well presented: a worthy 
successor to Carriers at war:' Brsakout. 



''The Bard is Back!'' 
Eom impossible dungeons and split

ond snares, the Bard and his party 
emerge. The Sceptre, so long for

gotten, gleams with power like an 
exploding sun. Even Phenglei 
Kai, the ancient archmage, 

bows his' head in awe. 

"I smell serpents!" Slipfinger 
squeals, stealing away like 
the thief he is. Two arch

dragons slither out of the 
ground, their eyes burn· 

ing with the relentless 
fury of treasure lost. 

Protected behind the flame 
lizards, beyond the reach 

of normal weapons, a cack
ling wizard begins the eerie ' 

chants of a death spell. A spell 
that can finish the Bard 

and his party. 

The time has come to battle-test the 
magic of the Destiny Wand- and reveal the 
awesome powers of The Destiny Knight;"' 

You get a new class of magic user - the 
Archmage. With 8 powerful spells like 

Heal All, Fanskar's Night Lance, and the 
awesome Mangar's Mallot. 

There are over 100 monsters, 
like this Kner Drone. Many animated. 

All dangerous. 

The Best Ever 
Dungeon Role· Playing Game 

• 50% bigger than Bard's Tale':' 
• An all-new story line. 

• Six cities and a huge overland 
wilderness to explore. 

• Dozens of new spells -
79 spells in all. 
• New real-time dungeon 
puzzles. You have to get 
through them before the 
clock stops ticking. 
• Summon and name 
monsters to become a per
manent part of your party. 
• More strategy in combat 
encounters - the weapons 

and spells you choose de
pend on the enemy's distance. 

• A bank and casino. 
• A starter-dungeon for build

ing up your low-level characters. 
• 6 guilds for easier game saving. 

• Optional use of Bard's Tale charac· 
ters. Bard's Tale experience not required. 

• Cluebooks available for both Bard's 
Tale and Bard's Tale II!" 

25 scrolling dungeon levels. 
All in color. All 3-D. Including 7 

different Snares of Death, a new kind of 
real-time puzzle. 

·The Bard's Tale II 
The Destiny Knight 

from 
-------- -

ELECTRONIC ARTS"' 

HOW TO GET IT: Visit your retailer, or callS00-245-4525 (inCA callS00-562-1112) for VISA or Mastercard orders. To buy by mail, send a check, money 
order, or VISA or Mastercard information to Electronic Arts, P.O. Box 7530, San Mateo, CA 94403. The price is $39.95 for the Commodore 64 version. Add $5 for 
shipping and handling ($7 Canadian). Allow 1·4 weeks for delivery. The Bard's Tale II and Electronic Arts are registered trademarks of Electronic Arts. Ultima is a 
registered trademark of Richard Garriott. Commodore is a trademark of Commodore Electronics Ltd. For a copy of our complete catalog, send 50¢ and a stamped, 

self-addressed envelope to Electronic Arts Catalog, 1820 Gateway Drive, San Mateo, CA 94404. 
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