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[1.0] INTRODUCTION'

ey War g an hestoncal simubabon @ tha
tpchcal Combal i North Alfrca from 1048 o
1943 The sconarios show Sfvaral Sommon
situstiong imvaleing Garman, Batish and Nskan
Uniis. The combsnation of siuations with
warying. lorces allow an almost innursrsa
amoutt of different scenarios 10 be played

[2.0] GENERAL
COURSE OF PLAY

Neserd War s baeucally a v Playar game I IE
played in saquencad tums called Game-Turms
dunng which tha Players move unils on tha
rripp, e coemibal and atlémpl [0 Bohieve
cerigin ohjpctees. The Garme 15 played in
Soprianes which are various mixtimas of Tosoes
and obwoirees. Each Player gllampls 10 wen by
ati@ning the Victory Conditions green o him e
egach scarano. For a furiher gxpianalion oo

this Sesratic {ules

(3.0l GAME EQUIPMENT
13.1] THE GAME MAP

This 22 w 3" mapaheat @ e grea on which
thea winiis g maneuvarsd A hexagons ghd (s

supamrimposed  on ihe  map 10 Egulatie

movamant, position, and finng . rangas  of

th units

13 THE PLAYING PIECES

Twed cliflesantly colored sets of playng pocas
(hencelorh kit g% unitsd am sopplied
[hase represont tha varsms wnits ol tha
Axis and Allied fowass. Tha opposing lonces
in aach 4dcenand &e chiosan by Feecting
caripn units from all hose available. The unils
are  GeEtguishad by Lype and  vinous
sirefalhs and ranges
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i3.24) DEFINITION OF TERMS

Afrack Srrengih = the basic allackmng powar
of g urit gquaniified in Altnck. Strength Ponts

Defense Srrength is Uhe basc defensien powar
of & wnil guantified o terms of Delenss
Swengih Pomis

Forvgres Adowancn 1 the numbes of hexes over
which the unit's  Atteck -Strangth  may
te applind

Movernent Allowance 18 the basic movaren
ability @l & wnit guaniidied 0 esms @l
hovermen Poinis

Pespowe Clzsy. m the type of ‘waapors
rppresenied n tha unit’s Aleck Strength

Farges Tyoe relars o whother & unit 1= a
“hgrd ! {armored) target of “'soft” lunarmored]
langet Hard targets are mdcaled by the
teravkas ground theo Delersa Strongihs.

123 GAME CHARTS AND TABLES

Warious visoal aids are provided 1o smplity Thea
wArinus  hEy  geme funclions. Tha Combat
Resuits Table detgss the Combal procaduns
and geves resulta for each combat. The
(wmrrun Attack Table prowvides o means of
gatting msuiis forowverrun ATiacke, wida Tha &
Ragylts Table dictates how “'H™ weapon chass
allacks gea resolved, The Tarrain Effects Chart
lists the differant penallies and advantages in
b deHarant Serain featunas an tha mepshes
for movarrant and combat The Weapons
Fifpctmaness Table surmmrizes the efectiva-
niess of dilletent Weapon Types on differant
Target Types, The Ranpgs Attenuaioon Tatds
destaila the ioss of Stmngih of units whan firing
at longie fanges. The Pamc Table indicatas
which uymts Pame. Esch of hess m  Fully
oaptamnad whera praseniod

|34] GAME ECLIPMENT INVENTORY

A compiete geme ol Desest War should
pesnl@Ein tha following pans

arE G man

ane sat of Gafne rusas

ane 2af of dig-cul counters 4001

w0 Scanario & Tables Showts

pna . din

are Simultaneous Movamant Plot Pad

13.5] GAME SCALE

Each Gamie-Turn. in Desert. War rapresants
thee minubas, Torly ssconds of real trme. Each
b i Oeserm War repredgents VW00 molors
from side b 2da

[4.0] SEQUENCE OF PLAY

(4.1 SEQUENCE QF PLAY QUTLINE THE
GAME-TURN

LAl Simidraneows Movameanr and Combad Pl
Bhase: Boch Playors secatly wiite down their
Wawerrent Piot or Combat Ordirs lor each o
ihair wmilts as dessed

1Bl Panic Derermaration Phasa Both Players
rof @ die, compana if to thes panic teble and
cigle the opsraion plot of the ingscaled wails

I} Fire Cormbat Execution Phass: Both Players
prrloim fire combal whare ordesad, appiving
resubls- @8 deaciod

1D Panigked  Movemenr  Figr  Phase: All
Panickid units that had Mosermant Plotied
have a Panickad Mowsrmant Plol substituted
far the ondgingd pot

(E} Adeipemant Execution Phase Al units that
had movament ploiied land did not sulfer &
combat masult in e Combat Execution Phasal
anp rmoved according 1o 1her plots

[F1 Desruption Aemowval Phase:  Remowa - all
faco-up Finned markers and roll far removal of
all tece-up Desugtion rearkers.

(G| Ming Elfpers. Phgsar Al Pinned  and
Destugtion markers [ace down oo unils pre
wrned face wp Isme 11211

(5.0 SIMULTANEOUS
PLOTTING

GENERAL RLLE

Dwring  the Simultanecus  Movamen and
Combat ot Phasge both Players  smultan-
poudly plot the sctions of aach unit for that
Gameie-Turn, Each unit may only have ploted
{and therelore may  only  execubal  either
powamant & Combat or one of the athet
apeations descibed balow in a Garne-Tum

GIMULTAMEITY OF MOVEMENT

Al Mowgmant 18 considarest Simultenecus
Bath Pleyers owpcile all bovamant during tha
Movement Phasp Execulion  Segrremt. All
floneemienil must be exeouled, uniks may newar
altesi shoir MowEment in response 1o Enemy
g iHans

SIMAULTANEITY OF COMBAT

Al eombal B corssdsred simuHarmous, For
thig asson Combal Besdis g nob aftectne
wntil tha end of the Combat Phase. Than thiey
are gppied 10 all units that suffersd Theam,

& urit that sutfers @ combal masull ina givan
Coerihat Phase st angago in Combeal dunng
that Combat Phase (I andered 1o do 50 by the
Symultaneoes Mowamani Fiot Chart withoul
any considerason of the combat rasutt, The
cormbal resull dogs aot afect the unit's
Combal Ability in any way unbil alter
pombat of that Combat Execution Phasa s
pompletad

& Combat Ressll suffered on the Combat
Execulsn Phyas (8, howevar, considered 1o e
m @mlect bafore the immeadistely follawing
howgrren Exacution Phase.

PROCEDURE
AN potions must be ploned (or aach mdividal



wiil. Al netessady informakon o meke the
move izl e cialmned inosach onit's plot
T plot st easve no doubit 85 191he planned
s ol the unil, &N umils st Baes wrilien
olods or remaen slatic that Game-Tum

511 HOW TO PLOT MOVERMENT

Fxormama the Simudianeous  Mowamant  Plol
Chart. Each horirental rowe will record tha plol
al one uml lor one Garmé-tuem,  The Lirsl
cobenr o w10 racad the wateal box af ehch
umit oyary Game-Turn, Columns one throwgh
eghil woll be wsed 1o record dimaction of the
vril"s mererrmiont and napmbar of hexes in sach

iichon, Congull the cormpass ross on ths
map for correspanding  letiers b he i
posshE dEachons in mendinig rormy dach b
B e exarmpkes of Movameni Plots and
thir path= hal resulicd from esch plol

I desmiied Lo bave a3 unil move, steg, and
mirt agmn durensg 8 Mowamenl Ezgoubion
Phasa, ingert (he nolabon “S5£° in the
Wovemeanl Pisl whom the stop s desired. Tho
"5 ia tha code lor mak;g the siop, and in
place ol the 8" wolg fhe raember ol
Movemoni Points 10 be  expended  whils
siopped. Expending Movernent Points whils
Slopoed o M SV Wiy eousaianr 10 |l:;|:||:r||]||||:'|
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howgmeant Poinls while mowing, Le., 0 s the
tial af the wo types of Mowsmend Point
dupendilures  that musr nol excoed  (he
Movement Alicwanci of a unit, and both types
8 used i resciving Movamant Condiocts (sea
G 141. 5ewm B 1a, Tha Moverrmng Plot exampli
for sommir sarmple Moverrant Plots and  thair
EXECUNOS,

1518l EXPLANATION DF MOVEMENT PLOT
EXAMPLE. Note that in ths example gl units
move or attempt to mowe thar full Movamant
Alivwancs, This & fievier 8 requiretent. |1 has
baen - dona hare o illustraio the  ditfaning
Mowarmant Poini costs for ditfesant unit types
v aniar the diflarent types of tarain. Valantine
unil 38 15 atbernpting fo advence ik hawas n
traction F, but it cannot comglate its plotted
movemien] bécaums it i mtercepted by German
PzIil unit &, who attempted f0 move ning hexes
in direction C {case &.14F Valentine unit 38
mioved lour hexes o direction F and then two
hows in direction B, Mota that its path was not
miercapted by unil & Decauss ey nmear
atlenptisd 10 cross the samo hexside or snber
the same hos at tha same time (nurmberad
WMoyemeni Point expenditurel. Infaniry unit
128 moves ane hex m direction F as plotted.
infantry unit 133 attermnpts (o move one hex in
diraction F but cannon because 1t s Deerrun by
Gerran Petll unit B lcasa 7.78). The entrucked
unil moves might hexas in direction &, fresly
pasamng through Frendly w38 Arillary unit
140 changes g fecing. Pz IV unit 32 mowas
thioer figaes o0 direction © stops, expending
four hcrgemont Poinis; and moyas ore hes in
doection D Mote thel this Plol far the PV
doed nof result i Movemenl difflstrest from
that tha Plot CR, D1 would diciats; but it =
concgrvable that expensdeng the lour Move
manl Poinis whils s2opped could have avoided
a conflict with ona of the Valantines had théy
had differant ordess seitlen

Lones of Controlarean Cgtonal Rufe in Degarr
War gnd hawe not baen used in This examphe

[Bdl HOW TD PLOT COMBAT

The first box b5 still used fo. plot tha initial
pasition of asch una g1 the BEginning o sy
Gne- Turr, Inboses ana throwgh four, wrila
tha wond “Firg™ lona lettor pee box) and in box
g, wiala the Tergat Hex. |f the finpg wnit =8
High Exploswee iH) class weapon [hen bos
soven musl contmr eithar lietter T 0F i1 s 10
ba a tigh? pattern attack of the latier "L it g
1 be & loose patiern anmpck

IF thene s roare 1han o enary unil ina tegel
hex, and the finng unit s & non-"H" Type
weapon, the Playar must also wite which
Enermy unit in 1hat s &= the large. 1T one ol
o Enmmy Lnits in @ hax is not designated as
1hie target, boih are assumed 10 De The egan

15,38 HOW T PLOT THE ¥YARIGUS OTHER
DPERATIONS

Inall tha foilowing oparatons the fisst boa is
Always uged 1o rectrd the hag number position
ol 1he unit at The béginmng of 1hs Garmsa-Turr
Kegp i ming thal iha purpose of fheso
symbole 8 bo make o clear what tha wmil 15
sppased to do. Ondy one Operation may be
partormed n a given Gamie-Tarm.

15,31] Cheevrit 18 plotied like movement excapl
that Uhe bine bieTore D last b plotted 1o enle
must contaim an "0V since this hax is your
cerrrun teegat hex and |5 tha only hex which
Ay e owariun in that Game-Turm.

[5.32] Logadrg onto & Vehicha is ploted by
writing the wodd “Loading' in boses one
inraugh seven

[5.33] Uninading from Vehicles B plolied by
writing tha word “Linloading”™ o boxes one
inrough Ring.

6.39] Changing: Facing. The weed “Face’ s
placed n box thrae and the propes directional
batter 8 placed 0 Box lour.

|535] Changang Weapon Class. The letier
"W is placed i pox two and 1he new weapon
wpe miher & for Armored Percg oe H for
High Explogsive) is placed in box four

1B.36] Mdfrect “HY Bve Indirest “H" fire s
piprrad in the zame menner @ dirgct “HY Firg,
but W i awes axecoied the Gams Turs
Tollaesieti Bivr cvrg v wiveh It was plorned. The
onfy oparaton which may be plotted on the
Garme-Twen in which - this ndivect  Fire (8
executed (8 eilher “No Opargton’™ of another
Indirsct Fen aperation which g 10 ba axecuted
n tha next Geme-Turn,

|5.4] SHORTCUTS

The oparation plotting system thar has besn
dencribed was designed 19 be a3 claae,
dtailed, and  unambigeous  as  posalble
Unfortymataly, it takes up & kot of tire and
papar. The Players are encouraged to davise
ard usi any mutually agresable shortouts, One
such iz described besow.

Each Game-Turn, merely write down in the
next cosmn the end poind of that Game-
Turn's Mowemant of the 1amgat bex of ary Fea,
In the batber cane al=o write the tettar 1" in the
b Far an Oharrun writa the hes numibsr 10
b Cwverrun gnd “OV.Y For Losdng just write
UL ee, Mote that in the case of Movermant
an pEact path must be plannse Bven IF 1T ian'
plotied. This  sysiam s designed 1o save
wing, il = not desgned to allowy 3 unif io
change its intendad path (o eeoid WY Fg or
an absiruction. This sysiem requeres that 1ha
Pliyers: Both ba honest and that they trust
asch other, but s 8 quick, simple and masy,

[6.0] MOVEMENT

GEMERAL RLILE

Diunng the Moveman! Execution Phase, both
Playars movesr all  thair units which  hava
WMovamant ordars, ag many hewas & oidered,
wilhin the lirmdi ol ther  Movament  Sllow-
ances and tha Tarrain Eflects Chart,

PROCENRE:

Wihenewer facessary 10 dalw  complicated
misemant situstions, mows gach unit one hax
of its plofind movement aia time so that the
sanuencing will be cofect,

CASES
1811 MOVEMENT EXECUTION

G711 Movernent 4 caltulpled m ferms of
hoxagens. Each unil aupands ong of  moee
Movamant Pomnis of e totsd  Mowermant
Alowance 10 enber @ cartgin hox, Sem 1he
Terrmn Ellects Chard lor o full list of thesa
diffproml “entry costs"

6121 & umit may be moved any armounl of
hexes allowed by 18 Movemant Allowance, or
it ey moye some or @l of s Movamant
Aliowrancn, & Player rowsl ahvays move 8 unit
the full distagnce plofted # tha unit has
aulligent Movement Points 10 complats the
plodted mibveme

{6131 Ary units thai have plotied combat i a
given Game-Turn may noi plot AMovament.

16,14] Enprry pnod Friendy umils may fder
oocupy 1he sama b (Excaption: Sea Cearrun)
al ary L during 1he Garma-Turm, | o units
ot differoni Players allempl 1o anter 1he Same
hax alitar expending ihe dama fumber of
Wowamant Points, the wmel  that travelad
1hae fnas! numbar of ot up 16 That point gats
1he hex 1| both units should attemgt o entar
1h b w1 1he same nember of hexes movad
through, then the wmil wsaih the  Bigher
Mowemant Allowesnce gens the hex, 11 thair
Mowvamanl Alowance @& 1na sama, & de g
rofied and tha Plaver with the beghar roll gaing
the hem. an Enery. and a Friendly unit may
nves pis theowiggh asch odher aHempting o »
BEErTiAnmeE



In any nf the above casss, afier this
ineperenca oih units cegse mosemant for
this Game-Turn, Sés the Movement Pio)
Example 6 1a

{6:2] STACKRING

{6.21] The onky casa in whech mom than ane
Friemdly unii may gccupy tha sams bex at the
wrd o & Movement Execution Phase s if one
of tha units s an Infaniry unil and the othe =
an Artilery unif, naither of which is in a
Wahuche

16.221 Units may always troaly poss through
ather  Frendly units during a8 Movement
Fapcution  Phase  Unds may  never  pass
through or coccupy (he sama hex as an Enemy
unit [gxcept whie Cyvermunning, =ee 771, & anit
may rarar enter 8 hex I entenng that hes
would placa it in wviolgtion of these stacking
rules &l the end of a Movemen Exscuiion
Priase Instead, the undl stapsin the hex i1 was
plotied 10 anter the haxin guestion from

[7.0] COMBAT

GENERAL RIALE

Tham arm four types al Corrdat in Desart Way
Thesa are Deecl Non-"H™ Fing, Direct ""H™
Firg, Intlirect “H™ Firg and Overrun atiscks
Fire Anlacks are executed and thair resulis e
applied on the Comibat Exsoulion Phesa of tha
Game-Turn, In addition, “"H" Fie Allacks also
aflec] wals that mowve through tha Tagal hex
on the Movemenl Execution Phase, Owarrun
Atiacks are @ spegial type ol Movemen and
nre swacuied on 1he Movempnl Exgoutian
Phame. Each unit has one-of four Weapon
Twpas H IHigh Explosisal, A [Admor Ferongl,
R iBullet waaponsl or M iMixed weapons
The eHectivensss ol thess weapons varies
accordireg 1o the Terge! Type of s Target
wiwl In & geven Combai sifugion, tha Playar
whasge urntlsl is diring or Owarrunning is always
tha attacker, ardd the Plage wihoss anil &
being =0 -attacked i always the  Dodandar,
regardless of ihe oyerall siiugtion, Woo unkis
may fam mor than onos in o Garne-Turm

PROCEQUAE.

Dwrect Non-"'H" Fres Total Anack Sirengihs
wtlacking & grasn unitis! in g given atlack laftar
pdneslmg for Range Alenuntion and Weapons
Effectivanessl, Then swbiract  frome  that
numbar the arain modilled) Dalense
Surengih o the Defending unittsl, The result =
the Attack Supenoniy. Holl 8 e and cross
index the die roll wih the Attack Swpariority
on the Camdat Resahs Table and apply. the
res=ill

Dwecd WY Fers Declde when plotting iF tha
patiemn s 1o be tight or loose. Dwiermine
whether the targed unit ig plolied 10 move ar
riol Uhat Game-Turrn. Roll a die and consult tha
approprigta column of the “H™ Resuls Table,
fndireet TR Frec Indirest UH' Fabl s cesalvad
ini tha sarme rmanner as Deect “H" Firg, but it is
plotted ong Garme-Tum 0 advence.

Ohavrun: Arracks: Ovesrun Anlacks takn placo
during the Movemen! Execution Phase, not
the Combatl Exacution Phasa. The number of
I'_'I-'.u.-rrunnnnu wim1g and the nurnber o Dverroan
urnls are cross-andsasd on tha Cheerrun Tabda,
This wall yiedd the Atiack Supenority that = 1o
b umad with the Combal Resilts Table in the
moannar gven loc Digct non-"'H" Fire:

CASES
[#.1] MIRECT NOM-"'H" FIRE

[2.1%] it more than one unil 15 atlacking an
Enamy wnatisl in diract non-"HY fire, i 5 1he
Attacking  Plawe"d oplion 1o ireal it aa ane
combined atlack o as swaral sepasate Gras,
dividing tha attacking wnis in any manner
rminpd. Esah mdividual eombal action cowlkd

have mom thon ona defending unit, provided
bt are on the same bax, In all cases whare
savaral unis afe attacking a unil @s one
combinest atlack, firsl calculats the apgro-
priate  Altack Strangth ol ssch  mdividial
attacking unii, seking all modifications of tha
bEsc ATteck Sirength inlo account, and then
total & ihe  nadevidual | omodidied | Altack
Strangtha, Lise this 101al 10 regoben the atlack,

17.12] Anan-""H" type unit may never duwide 115
individual  Aftack  Stength  inte  separate
attacks ewen if the largets of thase separsts
allacks are n tha sama hex, It may, o,
attack bwo Enemy unils in the ssmi target b
a8 Dna combined sttack, wsing thal combinsd
Delanse Sirengih

[713] Al ron-"H" Type weapong sutfor the
affecis of Range Allenuation, Sae the Hange
Altenuslisn Table for specilics.

[7.14] Direct Firo s fat trajeciory, Bne of sighil
Isez 7171 fire against 1agats which can ba
drecily observed by the units firing a7 therm,
U= ray” use direct fire agesnsi tengats that
antt vy number of haxes swey up 10 The Bmit
of the unit’s Hange Allwance. Dimct Frs may
nob b used Heough Blocking terrain,

{F16L Ranga o determined by cowiling the
fowsesst numbar of haxes fram the Frng wnt o
ther target has, gs4 ane wirs mowing the i,
destagarding larain Moverment Pont sosls
17.16] Line of Sight/Lane of Fi, In order 10 fa
ata giwen hex, or 1o spat it for indirect Fire, tha
Altacking Player must ba shle 1o oo a
porfactly sirsight line uobstrucied by terrain
tsea 7181 from the center of .the hax ol the
firing wil 16 the camar of the hex oontaining
thar target unit. Players should wse 8 giresgi
adge la ruler o sttt piece of cardboard) 10
delingats thy Bna of sight.

77 JUDGING THE LIME OF SEGHT

Lay the: siraight sdga from the camar ol the
firing hex to the canter of the largot b, IF any
point along 1he line passes through a Slocking
fewsics hen the ine of sight & Blocked and
direct fire may pot be used, All ambiguods
casas Sudild be decded in fevor ol the

defander.  Unils mever block a Line  of
SightiLine o Fire,

{718 BLOCKING TERRAIN

These is ondy one type of terran which in
gerlain circumsipnoes biocks the Bne of sight
and theiaby prevenis diect fire. This warmain s
callod Hill Crest (or Aidge Crest! baxsides. 11 s
danoted by the hagvy linas suparimposed on
the “upward” hexsiges of hill o0 pdge =lop
haums

Thee line of ght between amy e ewes s
plocked whan al least one of 1he two hexesis a
“Ground Lavwal™ or Deprassion Siope hax and
the intereening Hill Crest hesside does mor
{ormn a part of aither of those two hexas, This is
iha anly ingtence In whach the ling ol sight i
plocked. || the abowe conditions arg not sincily
tulfilled, tha lina of sght is open and diraci fire
iy taka place in esther dirsction

Mota that Dapression Cresl Hexsides nevar
block the Line of Sigh:

[7.18] HANGE ATTENUATION TABLE
Iness gegharaie shoed |
17.2] DIRECT "H" TYPE FIRE
[7.21] Tha sarma rules apphy (o direct “H™ firg

as 1o dwect non-U'HY wipa fire with the
fallowing exceptons:

A1 "H" Fire is nod resolvad wseng the Attace
Sipaniority Sysieam thal non-""H" FHre wsas, it is
ragobod usmg the A" Resuha Telble, which ig
w=ad as follows: ascertain whethar or nad the
targel wnil 18 -plotted 10 mose tha Gama-Tum



of tha attack, Corenll tha Table; roll The de
ard apply he reseh (sea 781 for an
myplarain of he rfesulisl. The Delense
Swengih ot 3 target unit, or the tarrain 1t 5 on
and tha Hange are gl irrelevant. “H arlacks
may niot bo combenad;, mschem pach ono
aearaleky

Bl "HY type weapons affect any unit that
sLarty in ihe 1argel hex and any other i that
may subsagquontly move through thay hex in
that Gama-Tum The Player executing Direct
UHY Fire must @ the beginning of the Fim
Combal Exgowvtion Phasa, wmile down the
Farget Hexies| of that Fire on & separate Sheet
ol papsr and raveal i1 10 1ha opposing Player
This shomt is consultnd on the  Moye:
ment Execution Phase in order 1o note
o any unirs pess through he anaceed hes,
Units that do enier or pass theough  an
anacked hax an 1hal phase are anacked by The
YHY Fea just as if they had pierted that
Gama-Twm in the attackad hax, except that
ine reault of 1he attack = applied in ihe PHolled
destinateon hexes of those umts. & unil that s
destrawad |machas a Destupton Leval of o)
i5, of coursa, an escepton, The destroyed wiv
does not fimish ite plottad  mosamant;  §
becomes a wreck in the hey in which i1 was
destroyad

€1 "H" typa weagons may lie i eihar  Tghi
o loose Atack Patbarn, 11 Teed oo tggh
pattarn, i1 atlects only the tanget bes |1 firad in
# fnse patiern, it atiacks unils @ the targel
Feanse vl iy &l S0 cacant hexes. Whhan firing i
a locse panern, "H” ype fea has no affect
on hard type Tangeis.

0 Mose that “HY Fire can allect made than
ore wnil in 8 Gama-Turm, This ability is a
seflecton of the type of lie characterisnc of
ihis weppon iype, and s noi @ violstion of ths
prohibition - on  linag . mose than onca per
Garre-Tum fn “H'Y weapon mgy have only
ona Tegel has onoa Gama-Turn

[7.22] "H" RESULTS TABLE
ses separabe cheat)l 5

7.3l INDIRECT “H" FIRE

17,31 Ingiract Fire i fing in which ihe fang unil
dhoers ik have in unblocked ke of sight to the
tergel hew This tyoe of fire can anly be piotlsd
an hewes which are m the line of sight of any
ather Friendly undisrupied unit. The box 16 be
liresd upon msesd memaly ba withen he Hang-e
Sbicwratecn of tha finng unit, and within a line
of gight oot any other undisrupted Frendly we),

.52 Ondy “"H" 1ype Weapon Class units may
use dac! Fire

1#33] The Target Hau for Indirect Fire st ba
choses  ane Game-Turn 0 advance. This,
mdirnet Firg for the thieg Game- Twm mus? b
dliocated al the baginning of the second
Gama-Tum. AL lhe inning @l the Fire
Combat Execulssn Phase in which the indirse
Fire wall be geecuted, the exscuting Ployor
rmarst wiri1e o 1he targal bax and revaal it 1o
the Enemy Player as with Direct “H" Fire.
trafirpct Fira, howavar, never impacts on tha
taemet hex. 11 impscts on e adiacent hex, Roll
a tie lor gach separate unit's Indwect Fra and
consult the Scaier diagam, Tho  rasult
indhzaias which of the adjacant haxes the "H”
Fire impacts on. Write down on the rvealed
shaot of papar the actual Impac Hex, mrad refer
to it during the Combsl and Movermsent Phases
ol hat Game-Tum

17,34} Indetact “H"™ Fire i3 plotbed 1o be aithar o
a looss of tght patiern m exactly the same

* manner as Direct “'H" Fira.

{7.26] & given hex may e the Target Hex of
eracefe than one HY attack. A given hex may
atso bo tha Impact hex of more han ang “H™

attack, In the latter case, treat esch mdnidusd
“H" aneck as 4 saparate attack. "H' anacks
are fever combined, bBul & unil may be
attacked by spwsral “HY attecks ino the
same hax,

[738] In carcain sceranos a Playes & gheen
CHf-ddap “H™ Fim. Tha numbear given is the
number of separate Of-Map “H" attacks the
Playar may make in sach Game-Turn, The
nurmier - may  not ba o sccumulated  from
Gama-Turn o Game-Tum

(7.37] OH-Mep H Fea s always indract. It
used under oll the sama restrictions &s normal
ngiirect “H" Fear e, soma  undisrupied
Friendly unil must have an unblcckad line of
sight 10 the Targel hew U mosi be plotied a
Gami-Turn in pdvance: and It will scatter in'the
sEme mannes as normal Indirect Fima,

|T.38] Since Indinact Fire 58 a two Game-Tum
procediad, I s a spacml cane i relarence 1o
Famg and Dsrogtson. I 8 unil Panics of (s
Disruptod 0n & Game-Turm that Ingirect Fire @
plotiod for of to axecuts the nesl Gamies T,
rhe plob 15 kst and i1 18 ested exactly as il the
ol weers nesver writtan, 1 the wnit Penicsar is
[iisrupbad on a Gama-Turn in which it woes to
gracuie Indiract Fire, the plal for that Indirect
Fmw i |ost a5 well o tho ability to execute That
g, Aftor cagsng 1o be Pemcksd or alier
Decormeng undeErupied, the unit’s ine on 1the
Siddow Plol Chart is always blank

[T4] FACING

Facing apphas anly 10 non-sneabicied Ariillery
units, When an Artillery unil is placed on 1he
map or S debarked from vehicles, It must be
Foced towsrds & spacillo hexside, The and
mEy only Fira 81 tasgets whach are in the 1209
arc dafined by tha three front hexes on tho
Facad unit |see duagrem behow]. A1 normal fire
restrictions. spply, Defensa is wnaffeciad.

[T5] WEAPDMNS EFFECT IVENESS

Thers are lour ditferant types of fire weapans
m thigama gnd pwn different types of targets
A Qiven weapon Iy may have its attacking
olfectvimess affacted by the target type i is
tiring at, To find the effact of iangat vpe on a
specihic weapon type, cross index the two
types on the Waapons Effecthvensss Table
Hard targols can be dantibad by 1he brackets
around ihesr Defense Strengihs, Solt tagets
apn e sdantiled by e lack of brackets

WEAPON EFFECTIVENESS TABLE
(sae sopargle shes

Thy British Bfmm hossdlzer may |;har'|l;_|a it
weapnn typs at any poanton the game, i mey
e thier @0 A of Howemapon yps, When (b
weapon Wi 8 changed. @ new counter =
pleced on the map 1o maplace the old. This
char: 18 & sEparale operalion thal rogures
orm full Gama-Turn 1o sfect

|76] WHECKS

Winpcks arm creaied ina hey whanowar any unit
= gastroyed o that hes, Tum the destroyed
urdl upside down an the e in which it was
pastroyed, Any hee with 8 destroyed unit in it
& raated axacily 88 a rock hax for 20 purposes.
The urly el no booger exists, Thea is nd
additional affect ol two ar more wrecks in one



hes, Tharelons, there = no need 1o keap e
upside down coamiers 0 one hex, o any
upsida down counters ina rock hex,

[7.71 OVERRLIN

Orveniyn . Altacks &e conductod n the
Mowvement Execution Phasa. They may only be
conducied agans: Sobl Targes Type units by
mord Target Type units, Execution of an
Ovarrun - costs  two Movement 15 in
SO 1 1he normal lerrsen Movemant cosis.

[T An Dvarrun b5 a8 ol Geme-Tuin
opsiabenn. Mo other  opsision moy . be
peertarmeed by aunit in a Gama-Turn moshich i
has pn - Owyerngn plotied, nor may mae 1
one Target hex be designated 10 e Dvwerrgn by
n wnl ihoa Game-Turm Soma Movaman! s
enhargnt in the Overrun procedure, and this s
not @ violation of this rule

|22 Ay unit that wshas 10 ovarrun 8 hesx
miy Move up o 1he lirmel of s Bowsemeant
Allowanoe, bt mus! e the mequired Hwo
additional  Moyamant Poinis 0 complets
Ihe Cry@friam,

17,73 Units that svesh & dwerrun must enter
tha target bae, @nd axd the hex on he opoosis
maxside from entering. The unit must stog on
it il Barx and move oo Furthr that Phaso
Thig lirrets the amount of cyerranning unite to
=u for a geven hex snoe thay must snd hei
mioves On adjacen] heses g canno! stack,

|7.74] Rock terrain hexes may nol De overrun.

12,78 Urits winch am Entionched count as
twio units  for delense  purposes - Bgans
T Lanes

[7.76] To msobm an Owerman Attack simply
1aka the number of Amacking uniis and cross
inclen (1 waith thee rambes ol diefending units an
the Cvarrun Table, Thiswill yield a resull which
18 thi propar column 1o roll for resdis oh the
Comiat Resulis Table

777 & wd ploned to Owarrun may nol
exacuia that Owerrun f 11 Suffers & combat
result on that Movamant Execution Phasa {due
1o H or Dppartunity Firal, ngtesd, 1§ stops in
1ha hex in front of tha unil 1hat was o0 be
Chyerfun.

|7.78] &n Infantry wd not ervescied mey not
move in a Game-Turn it is piotisd o be
Chearrun, wnlass the Oyvermunning unitls faiks to
make the Cverun due 1o sither a8 Combat
rasult or an inability 10 completsly axecute k5
il phoried Movemenl lag & 141

|7. 791 OVERALIN TABLE
|dee degrarale sbnpt)

78 COMBAT RESULTS TABLE
iSee separate shes)

[7.8] TERRAIN EFFECTS CHART
e GEgArate shaetl

[8.0] ENTRENCHMENTS
GENERAL AULE:

In some soenanos one of the Playars may start
emtrgiched. This represants previously con-
sirucied trencheas and aarthworks 10 &d the
delense of a unit

PROCEDLIRE.

Sorme BCangnos pithar permil o regues Lhal
Dedendiisy units be depioyed enirenched &n
Entrpnchxd market 4 aced on any  hes
containing @ unit that =t be entranched, Oinly
nor-etyeniciad Inlantny and Arfillery unils gre
allowad 0 hewiss comlaining an entrenched
markar, Ananirenchod marker gdds four bo tha
Distenas Stength of any wsl i the hex. This
mergns in Delanse Stengih = instead of and
niH i addifion fo.any tarresn affect that might
Apply feg. B0 Halian Infanieg unin entranchad
an g rock heocwoukd fave o Dedenss Stangth

of esghil

CASES

[21] DESTRUCTION OF ENTRENCHMENTS
Entenchrenis any destroved if they ars eh
unoccupiad by & Frendby anit ai the end of any
Gigene-Turn. Entrenchimants may reeor be built
i#l ihe course of tha game. Erntanchmants gy
Ireply b moved oud ol wiihout penalty

8.2} EFFECTS OF ENTREMCHMENTS

Entrenchmants - have saveral eflecis  and
resinations &8s heted below,

18,271 Up 19 rwo units, one infentry and ons
artdary, may bo i an enirenchment. Units
gntaring  enfrenchrrants - aler creation e
consdared . entranched.

|8.32] Each umit in an anfranchmant s treatsd
g5 i units egainst Cheerrun Attacks.

|BZ3] Urmits in Entrenchments. ame  always
considered mowving  for  the pupose  of
resnlving iocss pattern "H'" atlecks against
thorm. Tighl pattern “H'" attacks ara resolved in
the normal manner

[9.0] PANIC

GENMERAL RULE

Panic I8 w=sd 10 mepresent the  dilfeing
TerdencEs of urits 1o receive garbled ondars,
10 mesungarstand ordors or simgly 10 gEsobey
orders for purposes gnd reasans tha small
unit's commander considess quite gosd. Al
ks i the gqame are, Maielore, dubgpct 10
Pamsy randomby. Units that bad  Moyemeni
plotted wall have a naw Panickad Movereni
plol determined. Unins that had- any of the
other operntions ploted  (thoss  operations
dascaibad in 5.2 and B3 do not caamy out thair
plonied  operation, of @y opedation.  The
alfects of Pamcking las1 the Game-Turn thal
tha wnit Pamncs. Units may Panio on any
mipmber ol succesaive Game-Turns,

CASES:
(1] PAMIC DETERMIMNATION

Pares detaiminatdst skes plice during the
Parig Dedarminabgn Phase. Circla thie 1821 box
used on the opergton plob ol avery Panicked
uhdl. Penicked units do ool axecuta that
Game-Turn's plotted oparation.

[2.17] Each of the Available Forces described
# scthion 12 & assigned & Morale Raong for
Panio purpases. This Rating determines which
column of the Panic Tahle pach =da will use,
Once aach Panic Determingtion Phase, sach
Playar wll roll 8 die and consull tha Panic
Tabla. Units on hoxas whose last -digits
corraspond 10 digits thus indicated on the
Tahla, Panic. e thess uniis,

18, 12] Dhsmuptad wnits naver Pamc, | Disrapred
of Pinned batwesn the Panie Detemnination
Phasa and the Fanic Mosement Plot Phasa, i1
5 Nl necessary 10 determena 8 Movemeni
Pigt. The unil cannot Move.

8.2 PANICKED MOVEMENT PLOT

18211 Al non-Pinned, non-Disiupbad Panickisd
units that had moseement plotbed  for that
Game-Turn have a Panicked Movemeni plot
subistilulad fof their original Moeerrant plal g
the Panickad Mowarmant Plol Phase. A Pinned
of Disrupied unil cannol Move, and hence
thote |8 no fesd fo delermete & Panicked
hoyemen Piol lor such s

%22 Tha Fanicked Movement piol lor sach
uril & determmad ps fodfloes ol a die and
congult the Scatter Diagram on tha map, The
direcEon indicated i 1he direction that e unil
will ba plotted 1o Move  Mon-arehacied
Itentey units will always e ploted o Mows
pre hed it tha indealad dinsction, For obhar
s that bad kowermsng plotted roll & sscond
gt The resulling member & the number ol
Meovement Points i the indcatad dirschion
that the unil will be péotted o move



1023 The ploned Parickod Movamant =
ouscuied an the Movement Esacidion Phase
axacily as normal mosemsnt. 68 subpest ool
1he mastnenong and sifubitions of  noermal
rrenirmien] enacutaen. Tha only way i1 (8
trgatnd  cbHarently  from  normally  plotied
mawerrant 5 that o Penicked unit is alwave
condiderad o hawe the lower Mosersang
Allowance it aver 115 path conlbcls with -a
non-Passcked urn |sae case 614

19.24] Urity cannol Panic off the sdge of the
map. inslasd, tha umil wall siop & fthe map
adpe hesx

%3] EFFECTS OF PANIC

Panicked units do not canty oul their plotied
mission; Hos ignorod  aecep! e Panic
Exsculion purposas (See B.21) Pamic Wats only
ona Game-Turn and does not carry on 1o the
nigxl Game-Turn unlgss the uml = again
Paticked by the same proceduns.

[4] PAMNIC TABLE
| 5es Sescarale shasid

BLWE
[10.0] VEHICLES

1 20
GENERAL AULE
Al infantry and Arillery unite afe normally
congidead 10 b in a nor-motorised mode,
Thess wmits may change into @ motonzed
mode, which increasas  thes  fovement
Sllowance, Thes reprasunis tha wnil ambarking
into itg yehatles

FROCEDLIRE

The wansion we & molonesd mode s
inckamled by plecing a Vehile marker on the
wnil. The sama markar = used (0 mepresan
aither Armored Pessonne! Carress ar Trucks
All units on tha same sidiz i any scanadnio use
aithar one o tha othar. The masker & placed G
semoved a1 the end of the MMovempn)
fmmcutan Phaza, and & not considerad 1o
ocour simullansously with Moversnt; e, a
unit Baing Crisrrur will B Overmem in the statg
{evenhicied or not that i was a1 the peganing
of tha phasse

0] PLACING aMED REMOVING VEHICLE
MARKERS

Placsng o termoving o vehacle ‘marker is a-full
operation reguinng a complate Game-Turn o
mlace the markar Tha it may mal seecula or
plal mowernen! i tho same Game-Turn &5
ernkzarking or dissmbarking from vahicles, no
may thary Fag

(MR Disruptod urmits may not embark or
disermbark from wehichas

[10.92] Pesicked wnits may nol embark o
disermibark lroem yohicles

110131 A uni irdhe sare hes as another
Frigndly urit may nof embark or deamibark
from B webicks

110,%4] Unats may never lose thar Vahicha
ability, L&, they may nessr be separatied from
thenr Trucks or &PCs.

110.16] Atter & unit has Gsambarked from s
Vahicles it may be re-amimarked at any time in
any hex toxcapt ‘whan stacked waih anothes
umiTl snce the yehiles rérain with the unit

110.16] Vehicke markers are only on the meg
when they are beng used by a wnit. When o
unit diserbarks Irém o wohicks, the yehicla
rmarker i ramoved from the meg antil the unit
eemibarks agabn, at which fima he markor is
fefurfied 19 tha unit

[M0:21 EFFECT OF WEHICLE MARKERS OMN
MOVEMENT

Truck markers inorease the Movemant Allow-

ance ol a unit to A, bat thar 1ha unit Hust use
the Truck colummn on the Terrmn Elffects Chart
lar Mowvernent  Foint aosts, | tha unit =
conmdermd 10 be m gn Armosed  Personne
Carsiar, than tha Movamant Allowance is anly
incregsad 10 18, bt the unil uses tha &FY
coilurmin o the Tarrgin EHects Chart.

[T0.30 EFFECT OF VEHICLE MARKERS O
COMEBAT

‘“ehicla: markers changa & units  various
Smangths  and  Akswances o relation’ Bo
cormbal,

11031 ] Lerais with wehicke marcers may newver
u=a thair Atack Strangeh,

110,32 Unels wath fruck markers bave &
Detenza Strength of ane

D133 Units with Ammored Pesenne! Carner
markars have a Delense Srength of thae
andd iy Cvermun uwnils just like requles Tanks,
althicugh thay may not angage in Fire Atlacks

P340 Units in recks are Sall Targess. Linits
n Ammored  Personred Camars are Hard
Targmls.

[10.4] EFFECT OF VEHICLES ON STACKIMNG

Units shat arg in frucks or Armered Personnel
Carness are nof ailowsd b0 stack, (e, they are
tragled a5 Tanks lar Stacking purposes.

(11.0] MINES

GENMERAL RLULE ‘

hiinas are gen i Samse somaes 10 the
Player wha is on the delanse

[100] MINE DEPLOYBENT

Mines are deplvyed in one of two mannars,
Thiy can bi daployed i oone siraight ling friom
ona adge of the mag 1o the other o they can
e sacratly déployed by e delondgar,

111,73 Whan the mines. are-placed using the
straight line daployrment, thay ane oty visbio
end @t pleced mmedisiey on the map

111.12] When using 1ha hidden deployerieni,
tho dafending Player wiltes down the hox
nambedrs. where e mines are placed  and
revis pach ming anly when an Ensrmy wis
movas through the hex and i8  altdcked
by the mina

11131 In positioning his minas, the Player
st ahwmys position tham in groups of T
adiacant mines [snoo thers gre 39 fines, one
group will consist of fowrl. Esoh group must be
placed in 8 siraighi he,

1114 Mo more than ohe mine may ba placed
in m sEngle

111,161 Mires may only e placad ar the starg
of tha gama. They mey nevar be mowved, and
theny frfy Nevil be dastroyed, Thay may ba
placed on any ypa of terrain, The tarrain hag
rep @ifect on the ming's aitack on any unit
leaning The hiex,

[11:2] MINE EFFECTS

Wines attack any unit thel savas the Mine e

T exscats & Mine attack, roll a die and consul

1ha Combat Resdis Table, abwvays using an

ﬂttac‘l Supsriority. of "2 10 represent e
ires,

[T A unit finishes its plotied |od Pamegh
Movemant alien leaveng the mined hax, Than
the Bine altack against thal unit & resohed
Tha Desuption or Pinned marker is placed on
the whei lace o 11 may nol be ramowad in
the  Disrupicn Famoval Phesa of  fhat
Gama-Tum. 11 = wmed lace ws in the Ming




Efltporg Phasea of the Gamd-Turm, 1115 thanin all
wivys identical to a marker that has bean
placed dug 1o normal combat

119321 Uinals may not plol ar esecuts Owerrun
Attacks in the same Game-Tum ‘that they
move aul o1 8 mena hex 1 was ponead in
ignorance of 1he mine box, the plotied amit
ceases movermant immedaiely belore the hes
13 DE ordBrran

L1123 There is no panadly for entersng a mine
hax, only for deaving it

[12.0]1 THE SCENARIOS

| sem smparate shesi)

(13.0] OPTIONAL RULE:

OPPORTUNITY FIRE
COMIENT.
Opportunity Fire has besn made an optional
ruke becausa the Qame 18 ampler and flows
somewhat laster withowt i1 N does, however,
add to the realism of cerain siuations.
GENERAL RLILE
Opportunily Fea is a spocial type of Direct
ngn-""H" Fira and may be plomed insiead of
vaerrial Dwrect Fiea, 01 i plotled in tha samae
mannar as normal Drect non-""H™* Fire, but i1 =
axacuied o ihe MMovement Execution Phass
Ing punposs 8 10 interdict Enemy Moverment, &
largel hex is designated, and the first Enamy
unit that passes Dotween tha g unit and
Ihat iargel  bex  Gincheasseel s altackad.
Oippartmity Fire may ba used by all non-"'H"
WadpHarns
PROCEDURE
On rha Simaultaneoos Movement end Combigl
Plat Fluase wrile the pasition of tha firing wnit
on the frst bok of the Piot Chart, write OF n
1he second and third bises and the target hox
in ke Taurth Bos.

CASES:
1137 TRIGGERING

{13.11] Dpportunity Firg has 1o be Triggened in
arder 10 Be sxeculed. ThHis means thai an
Enermy unit must pass batween e firieg unit
snd The targer hex, o else the fine B nor
executad a1 all, In offect. the Firing unit does
risl Edpculs any oparaton thet Game-Turn

[13:32] Only the frer Encemy unit 50 move
babwann the tergat hex and tha finng umit
Triggers the Opportunity Fee, In case of any
posgible dispute as to which unit 15 the first,
tha urdl 1kat mowes between The larpe] e

and finng urit afler the smalest axpenditure of
Miovament Points 15 the first unit. Inthe cese of
two units moving betwesn ihem alter e
sarme Movement Point expendifure, tha unit
closar o tha firing unit & the ona silacked.

113131 The path of Dpporiunity Fire s always
congidered 1o s B-E-'II'E"G"' ling drawn ram the
rediilor of the hie of firing unil to 1he cenier of
tha tarpget hew: A& unit will Trigger the
Dppartunity Fira it it mowes into a hes that the
liver passeg through Sedeect 1@ 130300 11 the
iirm happens 1o coincide . with a haxsde,
o inio & e bardersd by that Rexaide il
nol necessanly Togoor e line, the hexside
migt in ths case be crossed by & unil incorder
1o imgger the fire {ses Example 13.2al.

[123:2] RESOLVING OPPORTLINITY FIRE

Opporturily Fre 18 magolved in exacty fhe
soime imdivier ad noreial Dhrect Non"HY Fira,
Teerain oftocts, weapons sfectivenass, aic,
i apply; however, differant e umils may
ondy combing ther Stranglths into one toLal
Strangth snd make  one combined  attack
againzi a cefending unit if that unit Iriggers the
Dpporturely Foms drarm the diflesfent whis upon
gntoring 1he same hox isee axample: 13:2al

|13.28]. Exampte The Pzl¥ oweall Tngper
Oppariunity Fam lrom bath e Stean and the
Crusader upon antgring hax &, Since the firg
frm Dth unitsis Triggered upon enienng the
sarrer hiew, The Sllied Plager can choose 0 reat
tha fire from both units asaither one combinad
allEck or g2 Two separale attacks MNota that
thar Pzly ded not Ingger the Crusader's
Opporiunity Fea whan enitenng hex D (sea
13130, The Paditwaill Trigges the Churohdls Fe
wlhen. it enbes hiex B, It owdl Trigger iha
Manilda’s Fima whan it entes hex © Tha
Chuschill's and Matdda's Fire may, ihameiore
ol b corndwned mild o atiack e 1371

133 APPLICATION OF RESULTS

The resfis of Opporhendy Fie are applied
anactly &5 the regulls of an anack !'Il'r "H Fire
wwould affect o mowing unit, La. the affected
unit finishes its ploted Movement baifore the
reault = applad. A wmit Mal = destsoyed
Presesches g Charuption Level of 1ourd as a resull
of Dpportunity Fire 18, of course, an excapion,
The dastroved wil dogs not firesh (kg plorked
MMovement, i1 Becormes a wreck s the hoy 1t
wias destroyad, Pirrad results resuliing from
Opportunity Fee ara sgnoded. They do not in
any way alfec! a weal Hhat raceives tham




[14.0] OPTIONAL RULE:
ZONES OF CONTROL

DOMMENT,

Lores ol Control have bean made an oplional
rde i Deser? Wier beceuse they werg vary
rarety usad durirgg tha ploytesting, Units pest
tend 1o stand o @t distence and lire 81 sach
alher, & wmd that gol 100 closs was wsually
destroved.  Oweriims  are. of  coursa an
emCephion I thes, byl Thay mE oo an
ximption 1o tha Zore of Contral rules. The
rules that follow ame an aoguraie simulgtion of
sandasd small unit factics when opposing
units do gel wary gioss, and are theiretone
presenied hare for those Players who care o
ussE [hErm,

GENERAL RULE

Tha six howes surrounding & Uit ConSTIULE
that ‘unif’s fone od Control. All wnits mos,
ugon enmEnng an Enermy fono ol Control,
nmudiataly oomw all mosemant for that
Garma-Turm, Thare = nd addibonal msserment
penaliy Lnits wisch Begen ther Movemani
Phase i an Erermy confrolled hex may Freedy
v Enamy fonas of Contiol, except fhat
eay may never Moy direcily frarm one Enarmy
Zone ol Conlred g anothor

CASES

(149 A umil peecuiing an Overun s not
allected by thie Zone of Contrd of the unit
Laing Crgarrun, it may 850 Hanne he PrESHOCE
ol athet Enemy Zores 0l Contral in tha hex it t5
Chwasrurnninig

11421 & Disruapied um? has no Zome of Sontngl
while 1 B disrupied

114 37 fonas of Control have no olher ellscis
than 1hose delpded alenee

[15.0] DESIGNER'S NOTES

We comsdor Oesart Wer a breakihrough in
gama design. Tha e of  simulisheous
moverment has hrally produced a tactical level
game that is ai once very resksic and vary
pliyatde. Lika mosl innovative games, the
qusstion eises, Why wasn't this thought al
bebeen®” Thare is noi-a single answer 19 this
question, bl many. First, i had to ba shown
that tactical leesl games could be done
Tacheal Game 3 (tha “father” of Panesrifiz)
sanw 10 Ehat. The actical gomes that followed
{Combar Command, Sed Sian'White Srar
were atlemgis o dasign the “perfect” modem
toctcal game. Mot pérlest m the sanse that
naxthing better wiould mver ba done, But perlect
# 1he sense that 1 did more of the things tha
desgnar wanied i1 10 do.

Thare wete s masn slaments whsh. made
Owesart War “work™ where 8 prendidus tactcal
gamas had 0ol Firest, thera was the
developmml ol @ workable hes membering
systarn. We had fesi used a hes numbenng
system on USA and, Inter, the Avalan Hill
wrBion of France- 1380 Bul fhess systems
wern nod all that  etlective because the
numbes were nol pul down in the most
“raliong” method. Arnokd Handrck Daho wes

working lor us gt the bmel developed (he
presant “rational” numibaring system, This
made it easy o find 3 given hax quickly. From
thiesrer i1 was Bl & small (bul highly Sgnilicant)
jurmgs 1o using pads 1o record mowas, Wae tred
1L And it worked. The sacond facior was all the
expeniente ganed doing  previous - lactical
games, Tac 3 Pangeninz, Combat Command,
Red SwarWivte Sear, snd KampdPanzer all nad
much ocomman as far a8 1he  factics,
techniguas  and  eqguipmant  owolved  was
comcemned. This expenence proved invalusble
whon putting Deser? Var Vogother. The most
imporignd ihing 0 come out of Bl this
Vpaparisnce” wis he discovery hal one of
thir morg critical aspacts: of faciical machan-
ized warlare was 1he impomance of ~commeand
conirol” bor Upanic”] N o@m because of the
relative prasence of ghsance of Ypanic” that
the Garmans were able o do s weall in the
earty Stages o World War Il The supenor
German “framing” was not 50 much a sat ol
gk ““1ectical meneuyvess’ a8 il was smply e
Geerman ability 10 gat their units 1o parform
asEemialy simple manauvers with @ menimm
ol confusion, On “paper” the Germans wee
usmlly miaror 0 their opponenis 0o eguip-
ment qualiy and quaniity. German “tactical
Supenoniy’ was usually potheng mgne than The
ability 1o do what their commandess wanied
Tima @nd again the British sutered from units
which did the wrong thing st the wiong teme.
To be sure, the British tactcs were often
taulty. But the crfical element was the, all too
afien, Hrush habit of a few units taking a
“ravniicem wadk" and gemarally not being where
thiey wera negded when thay were neaded.

An examinaton of numarous tachcal schiors o
Morih Adrica land sisenthigral showed that thes
“panic’’ phenomenon cowd be Mmost BCour-
ately (and aasily | ra-crapted by actually usng a
“random walk” las the tem s kEnown in
mathamatics) system of bavng units’ “scat-
e In ghie play of & game the resisn of sucha
syslem quickly becormms eeident it o= nod
unusial 1o have a Ycompany™ 124 tank unnal
becomegiuck someplace where i shouldn't be
whils the unifs 1 was supposed 0 be
supporting got shot to peces

Arather walunble developmant in Desers War
i5s the Scanano Systam which combines lour
basic stuations which occwned over and owar
agn throughou) the warl gnd the changing
“availele foroes. " This combination allowed
w1 o 8l of the:situations which scoummd
during tha desert fighting ssmply and eiiec-
trpply. Anad 1his, wea fell_is whal beat sums up
Desart ¥ar, It is sfmple and alfactes
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