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Disk
Subscriptions

Disk subscriptions are now available
for IBM, Macintosh and Amiga users.
The cost is the same for all formats.

IBM users must tell us whether they
prefer3.5" or 5.25" format.If you don’t
specify a format, you will receive the
5.25" diskette. If you wish to switch
disk subscriptions from one machine
format to another, just let us know.

When we find the time, we intend to
upgrade all the scenario disks from
back issues into the new formats and
allow new users to acquire them or
current users to upgrade to them.
We'll keep the cost as low as possible;
it will depend on how much time it
takesand how many scenarios wecan
fit onto a disk.

Upgrading to
New Machines

We have received a large number of
requests from our users to upgrade a
particular title from one machine to
another. In response to this demand,
we have decided upon the following
policy.

Any title from our range may be up-
graded from one machine to another
for a cost of half the retail price of the
new version. You must send us the
original program disk and the front
page of the manual from that game.
We will send you a complete copy of
the new version of the game.

For example, if you wish to upgradea
C-64 version of Halls of Montezuma to
the IBM/Tandy version, you should
send us the original C-64 disk, the
front page of the manual and the
appropriate cheque, money order or
MC/Visa number.

North American users must send their
components and funds to our US Of-
fice. Everybody else must use our
Australian Office. The addresses are
on page 4.

EDITOR'S CHANCE

MORE EXCUSES. . .

It gets harder and harder for this editor
to think up satisfactory excuses to
explain yet another delay in this
magazine’s publishing schedule. We
don’t like to keep you waiting but
somehow we always seem to do just
that. If anyone out there thinks they
can do better, please read the accompa-
nying advertisement... we are looking
for a capable editor for Run 5!

SSG had a pretty good year in 1991.
Moving our US Office from California
to Florida and taking on the task of
selling directly in North America has
worked out well. Most of the credit for
this has to go to our long-serving (suf-
fering?) American representative,
John Gleason. He has been awarded a
Hero of Work medal.

In consequence, we can afford to ap-
point a new editor for the magazine...if
we can find some-one suitable. That
means I'll only be the chief cook and
bottle washer in the admin, financial,
production, art and game design de-
partments. Too easy!

CARRIERS AT WAR

The IBM versionis almost finished and
is easily the very best game we have
ever done. Our revolutionary intelli-
gence structure really works so that it is
the scenario designer who gets to
implement the battle plans for all the
forces. It will be comforting for you all

An Important Note for
Amiga Subscribers

The Decisive Battles game system is
still in development for the Amiga. It
will be available later this year.

Therefore, subscribers will receive
only the Malaya scenario on the Issue
17 scenario disk. The missing Cross
Keys/Port Republic scenario will be
sent to you as soon as it is available.




to know that when the computer
player kicks your-butt, it is really me
doing the kicking! Don’t bother writ-
ing in to tell me of the rare occasions
where the boot is on the other foot.

We intend to package the construction
kit for Carriers at War as a separate
product. There are three good reasons
for this decision. We don’t want to add
any more time to the eventual release
date. We don’t want to make the
game’s retail price any higher than we
have to. And, lastly, it gives us an
opportunity to provide additional sce-
narios as well as variants for the origi-
nal ones.

Intelligence files (really sets of what we
call WarRoom™ cards) for each side
can be created separately so that, for
example, you can test your plans for
the Japanese forces at Coral Sea against
ours or a friend’s. In fact, this is how
Gregor and I have created the intelli-
gence files for the six scenarios in the
game. Gregor prepares the Allied
plansand I prepare the Japanese plans.
Repeated testing exposes any flaws in
our original plans and we correct these
‘by the addition of new cards or the
modification of existing ones.

I expect that future issues will contain
improved plans for all the scenarios as
the system is so infinitely flexible that
the more you play a scenario, the
tougher you can make the computer
opponent.

Looking ahead, we can use this style of
intelligence structure for any environ-

ment which will make our future re-
leasesjust as exciting and the quality of
the artificial intelligence we supply
second-to-none!

MAGAZINE CHANGES

Issue 18 will see the first IBM Carriersat
War scenario. (Apple II and Commo-
dore 64 users will get an original ver-
sion edition of the scenario.) It covers
the Allied landing on Guadalcanal
with several variants to examine what
could have happened had the Japanese
been able to send a carrier group down
there to poke its nose in.

One look at the huge number of
graphic files and the even huger num-
ber of data files which are necessary to
make up a scenario will make you
realize it is no longer possible to pro-
vide the scenario data in tabulated
form in the magazine. If you want to
play the CAW scenario, you will have
to get the disk.

Our other game systems will still have
tabulated data and variants for CAW
intelligence files will be provided in
tabulated form. Non-disk subscribers
can get the disk for $12.00.

SUBSCRIPTION CHANGES

Apple II, Apple IIGS and Cé64 disk
subscriptions will cease from Issue 20.

Continued on p. 48

EDITOR WANTED
(desperately)

Strategic Studies Group is looking for an Editor for
our magazine, Run 5. We want an experienced, tal-
ented, punctual and tolerant person with an abiding
interest in strategy games...

If you meet these criteria, everything else is nego-
tiable. Write or call Ian Trout for more details

CURRENT VERSION
NUMBERS FOR ALL
SSG GAMES

Reach for the Stars
All (3.01), C64 (3.01), Mac (3.1), IBM
(3.0), IIGS (3.1), Amiga (3.1)

Carriers at War
All (1.1), Cé4 (1.1), IBM (1.0)

Europe Ablaze
All (1.0),Cé64 (1.0)

Battlefront
All (1.0), C64 (1.0)

Russia
All (1.0), C64 (1.0)

Battles in Normandy
All (1.0), Co4 (1.0)

Halls of Montezuma
All (1.0), Cé64 (1.0), Mac (1.33), IBM
(3.2*), G5 (1.1), Amiga (1.2)

Decisive Battles of the American
Civil War (Vol I)
All(1.0),Cé4 (1.0), Mac (1.2),IBM (2.2)

Rommel
All (1.0), Cé4 (1.0), Mac (1.33), IBM
3.2%)

Decisive Battles of the American
Civil War (Vol IT)
All (1.0), C64 (1.0), IBM (2.2)

MacArthur's War
AlI (1.0), C64 (1.0), IBM (3.2%)

Decisive Battles of the American
Civil War (Vol IIT)

AlI (1.0), Cé64 (1.0), IBM (2.2

Fire King

C64 (1.0), IBM (1.0)

Gold of the Americas

Mac (1.2), IBM (1.01), GS (1.1), Amiga
(1.0), Atari ST (1.0)

Panzer Battles
All (1.0), Cé64 (1.0), Mac (1.2), IBM
(3.2%), GS (1.1), Amiga (1.2)

Warlords
IBM (2.1), Amiga (2.1), Mac (1.0)

Notes

* The difference between the .2 and .1
versions is the addition of the + and -
key functions which allow you to vary
the speed of the unit animation with
“Full Map” graphics. This is especially
useful with fast 386 machines.




THE Q STORE

RUNS
SUBSCRIPTION RATES

(4 issues)

IN AUSTRALIA
Magazine/disk sub. = $AUD 65.00
Magazine only sub. = $AUD 20.00

IN NORTH AMERICA
Magazine/disk sub. = $USD 65.00
Magazine only sub. = $USD 20.00

ELSEWHERE
(Surface Post)
Magazine/disk sub. = $AUD 80.00
Magazine only sub. = $AUD 35.00

(Airmail Post)

Magazine/disk sub. = $AUD 90.00
Magazine only sub. = $AUD45.00

To subscribe, consult the schedule of fees
above and make sure you include your
computer type (IBM, Mac or Amiga) with
your cheque or money order if you want a
disk subscription. A disk subscription en-
itles you to however many disks are neces-
sary to complement all the scenarios in the
magazine.

For those. of you who don't want to spend
this extra money. . . don’tworry. All the data
necessary to build the magazine scenarios
will be provided for you.

Customers in North America should
send their Visa, Mastercard, cheque or
money order to -

Strategic Studies Group Inc.
8348 Monticello Drive
Pensacola, FL. 32514

USA.

(Tel: 904-494-9373; Fax: 904-494-9374)

Customers in Australia and Elsewhere
can dial direct (Tel: 02-819-7199; Fax:

02-819-7199) for Visa and Mastercard orders or send their cheque or money order

RUNS
BACK ISSUES

IN AUSTRALIA
Single Issue = $AUD 6.00
Plus $AUD 1.00 shipping (max.)

IN NORTH AMERICA
Single Issue = $USD 6.00
Plus $USD 1.00 shipping (max.)

ELSEWHERE

Single Issue = $AUD 6.00

Plus $AUD 2.00 surface shipping (max.) or
$AUD 4.50 air shipping for the first maga-
zine and $AUD 2.00 for each subsequent
magazine.

RUN 5

SCENARIO DISKS
(Apple 11/C64/IBM or Mac Format)

IN AUSTRALIA

Single Disk = $AUD 15.00 ea:

2 or 3 Disks = $AUD 12.00 ea.

4 or more Disks = $AUD 10.00 ea.

Plus $AUD 1.00 shipping (max.)

IN NORTH AMERICA

Single Disk = $USD 15.00 ea.

2 or 3 Disks = $USD 12.00 ea.

4 or more Disks = $USD 10.00 ea.

Plus $USD 1.00 shipping (max.)

ELSEWHERE

Single Disk = $AUD 15.00 ea.

2 or 3 Disks = $AUD 12.00 ea.

4 or more Disks = $AUD 10.00 ea.

Plus $AUD2.00 surface shipping (max.) or
$AUD4.50 air shipping (max.)

to- (European Customers should note that Eurochecks are not acceptable)

Strategic Studies Group Pty Ltd

P.O. Box 261, Drummoyne, NSW. 2047. AUSTRALIA

-

EETTERSTO
THE EDITOR

Gentlemen,

The litany of support: I'm a long time
Run 5 supporter, (between subscrip-
tions and back issue purchases I own
all of them), and I own copies in C-64
format of Carriers at War, Russia, Battle-
front and Halls of Montezuma. Almost
two years ago I bought an Amiga, and
now own the Amiga Reach For The
Stars.

Thank you so much for the conversion
of Halls of Montezuma to Amiga and for
your generous upgrade policy.

Also, thank you for a great line-up of
games and support in the form of Mr
Gleason and the Run 5 magazine.
They’re both terrific.

Now for the pitch: please continue to
support the Amiga, especially for your
historical wargames (you’ve done
pretty well in the other categories, such
as Gold of the Americas, RFTS and War-
lords). 1 realise the Amiga market is
relatively small in the U.S., but Amiga
owners are a fiercely loyal bunch, and
Amiga has carved out a strong market
niche, video. And the Amiga is strong
in Europe.

But let’s face it; I'm selfish. I love your
games and your magazine, and I love
my Amiga. I simply don’t want to be
left out.

There’s my two cents. Thanks a bunch.

Sincerely
Michael Phebes
Littleton, CO
USA

Dear Mr Trout,

In our conversations, I had also men-
tioned the thought of buying an IBM
compatible. Ireally like my Amiga and
rather than forsake it for “Big Blue”, I
have decided to purchase a bridge
board so I can have the best of both
worlds, this purchase though will not
be immediate. In the interim, I have

Continued on p. 17




THE BATTLES OF CROSS KEYS

- AND PORT REPUBLIC
Stonewall Jackson in the Shenandoah

June 8th - 9th, 1862
A Scenario for the

Decisive Battles Game System

by Ian Trout

On May 15th, 1862, Union General George Brinton McClellan
made his headquarters on the grounds of the "White House’, the
home of Mrs Robert E. Lee. He and his 100,000 strong Army of
the Potomac were on the very outskirts of Richmond, the capital

of the Confederacy.

The capture of Richmond would surely
knock the stuffing out of the Rebelsand
bring the war to a speedy conclusion.
The next day McClellan received a
missive from Secretary of War Stanton
informing him that McDowell’s 1
Corps, presently encamped north of
the Rappahannock near Freder-
icksburg, would be despatched south
to join him. McDowell would move as
soon as he was reinforced by Shields’
division from Banks’ army in the Sh-
enandoah. This force would add an-
other 40,000 men for the assault on
Richmond.

General Robert E. Lee, Jefferson Davis’
military advisor, in command of the
defenses of Richmond, but not the
Army of Virginia protecting it, re-
ceived this information pretty much at
the same time. It was the one circum-
stance he could not provide for. Out-
numbered three to two, Johnston’s
65,000 strong Army of Virginia would
have its work cut out keeping McClel-
lan at bay. If McDowell’s expected
advance down the ‘Richmond, Freder-
icksburg and Potomac Railroad’ mate-
rialised, Johnston’s line would be

stretched too thin and the fall of
Richmond would be a matter of days.
Recognising a problem is one thing;
effecting a solution is another! The

situation further north was no less
grim than on the Peninsula. General
‘Stonewall’ Jackson was in the Shenan-
doah Valley with about 6,500 men. The
2,500 men of Field’s brigade screened
the Federals on the Rappahannock
while in reserve around Gordonsville
were 9,000 men under the command of
General ‘Baldy Dick” Ewell. A further
3,000 men under General Edward
Johnson were further south still,
watching the Allegheny passes.

The Battles of Cross Keys and Port Repub-
lic were small affairs as Civil War battles
go; some 15,000 men on each side partici-
pated. As originally designed, the sce-
nario employed about 20 brigades and a
map area of 18 x 18. Union forces south of
the Shenandoah comprised just two bri-
gades of Shield’s division. Put simply,
two units did not give enough flexibility
to recreate the action that occurred there.

What about a change of scale? What if we
made the regiment the unit of ma-
noeuvre, expanded the ground scale and
doubled the troop scale? After quite a bit
of fiddling about, that’s what we’ve done.

The ground scale is 250 metres per hex.
The troop scale is 50 men per strength
point and 1 gun per artillery strength
point. Each unit is a regiment or (occa-
sionally) a battalion, while brigade HQs
are treated as divisions and division HQs

READ THIS FIRST

as corps. Except for the odd screen refer-
enceto corps and divisions (which should
be read as divisions and brigades), we
have found the scenario plays very well.

Just remember when you're entering the
data to create the scenario that the scale
has changed;i.e. Allen’s regiment (the 2d
Va) of Winder’s brigade has a game
strength of 500 men and 4 guns); the ac-
tual strength was about 250 men accom-
panied by a section of 2 guns.

As far as the game itself is concerned,
there are a couple of points to be aware of.
Shields, and his two uncommitted bri-
gades, Kimball’s and Ferry’s, are in-
cluded in the Federal Order of Battle.
They have a low likelihood of arriving in
time to have any impact on the battle, but
that uncertainty will givethe Confederate
commander something to think about
when he disposes his forces.
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><] McDowell (30,000)
[><] Banks (22,000; incl. dets)
><] Fremont (18,000; some en-route)

Opposing these Confederate forces
were three Federal armies. Banks with
22,000 (including Shields division)
faced Jackson in the Valley, McDowell
had 30,000 men and Frémont had as-
sembled 18,000 men in the Alleghe-
nies. Here the odds were three to one...
against! But at least there was room for
manoeuvre.

In April, Lee laid the groundwork for
the plan which would be his one
chance to avoid disaster. He ‘bor-
rowed’ 10,000 men from the Carolinas
(Burnside’s operations down there
having fizzled out)and sent themup to
bolster Field at Fredericksburg. He
wrote to both Jackson and Ewell, out-
lining his thoughts. These two armies,
combined, would be large enough to
defeat in detail either Banks or
Frémont; and such a defeat would
surely keep McDowell in place, if not
convincing him to reinforce his col-

6

leagues in the Shenandoah.

They were an odd couple, Jackson and
Ewell; all they had incommon were the
agonies of chronic dyspepsia. Jackson
wrote back to Lee that such a scheme
was indeed practicable and proposed
three alternative operations. He could
combine with Ewell and strike directly
at Banks; he could march north down
the Valley and attack Banksin the rear;
or he could combine with Johnson and
attack Frémont. He preferred the latter
plan, which would leave him free to
deal at leisure with Banks.

In all of Jackson’s communications
regarding impending battles or plans
for their execution, there is the over-
whelming certainty that they will be
decisive. He expected a defeated oppo-
nent to be out of action almost indefi-
nitely, leaving him free to do as he
wished. Even at this early stage of the
war, if experience can count for any-

thing, battles were not decisive. The
enemy might be forced to retreat a
little, they mightloose a few more men;
butaday or two later those supposedly
defeated soldiers would be back in
arms again, and ready for trouble.
Lee had amorerealisticappreciationof
what Jackson might achieve. A bold
showing in Northern Virginia, per-
haps presaging a threat to Washing-
ton, would unnerve the Federal leader-
ship, especially Lincoln, who was al-
ways irrationally sensitive to
Washington’s peril. Anything at all
that would prevent the reinforcement
of McClellan’s army could yet save
Richmond. Jackson, a religious bigot of
the first rank, saw only the the com-
plete annihilation of his (and God’s)
enemies.

Fervour and religion aside, Jackson
was not without considerable military
ability. He appreciated the importance
of good intelligence, aggressive
screening and, above all, speed of
manoeuvre. It was not for nothing that
his men earned the sobriquet of
‘Jackson’s Foot Cavalry’. His strategic
planning was sound, his execution
resolute; it was on the field of battle
itself where his short-comings were
most apparent. But more on this later.

It was not until May 1st that Lee actu-
ally found out what Jackson was up to.
In greatsecrecy he had spirited hismen
south to Gordonsville where they en-
trained for Staunton, some 50 miles to
the west. May 5th Jackson reached
Staunton and immediately set out for
McDowell, about 20 miles further
west.

Frémont’s advance guard, Milroy’s
brigade, had already passed through
McDowell and was almost to the out-
skirts of Staunton. Somehow Jackson’s
plans had been compromised; the
Federals were aware of his presence,
and Milroy beat a hasty retreat back to
McDowell. Jackson pursued him hotly
and on the morning of May 8th
broughtona battleabout2 mileseastof
the little township of McDowell.
Itdid not go at all as planned. Another
of Frémont's brigades, Schenk’s, re-
sponding to Milroy’s call for help, ar-




rived on the scene early that morning.
The Federals now- had 5,000 men to
contend with Jackson’s 9,000, nothing
like the three-to-one odds (in his fa-
vour!) Jackson had expected. As
Jackson wheeled his men into line and
brought up his artillery, Schenk (as-
suming command) put in a skilful
spoiling attack which took the South-
erners by surprise. Before the Rebels
could mount a counter-attack, Schenk
withdrew and by early afternoon the
Federals were retiring to Franklin.
Jackson pursued hard but to no avail.
The Federals weren’t beaten and their
rear-guards showed plenty of fight.

Jackson, as was his wont, claimed a -

crushing victory. It was far from that!
True, Frémont had been forced to re-
treat and the immediate threat fo
Staunton neutralised. But Confederate
casualties were the best patrt of 500 men
while Union losses were scarcely half
as many. More importantly, Frémont
in no way could be considered beaten
and Jackson was now too far from
Ewell’s position to be of any help to
him if Banks’ tried anything in the
valley.

Sure enough, on May 13th, Ewell in-
formed Jackson that Banks’ army,
presently encamped near Harri-
sonburg, was preparing to move.
There was nothing for itbut toreturn to
the Valley. In four days Jackson
marched his men from the outskirts of
Franklin all the way to New Market,
only to find that Banks” move had been
north, away from Ewell. Lee’s worst
fear was being realised. Banks’ had re-
ceived orders to send Shields’ division
to join McDowell and that movement
was already under-way.

There was trouble in another quarter
too. Johnston, commanding the Army
of Northern Virginia, was supposedly
incharge ofall the Valley forces as well.
He didn’t take kindly to interference;
from Lee or anyone else. So it came
about that Ewell received conflicting
orders. Johnston told told him on the
15th that he was to move east if Banks
did, shadowing him all the way to
Richmond if necessary. At the same
time Jackson ordered him up to New
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><] Fremont (16,000; incl. dets)

Market while Lee told him to stay
where he was!

By May 20th, Shields’ move to Manas-
sas was confirmed and Ewell, con-
scious of Johnston’s seniority, pre-
pared to move east. Aware of Jackson’s
plan for a decisive engagement against
Banks’ reduced force, and in agree-
ment with it, he delayed his departure
long enough to give Lee a chance to
convince Johnston (or rather Jefferson
Davis) that the best chance to safe-
guard Richmond lay in developing a
real threat to Washington by way of
Harpers Ferry. The destruction of
Banks’ army would be a bonus.

By May 20th, the main body of Banks’
command, about 7,000 men, had fallen
back to Strasburg and entrenched
there. A 1,000 man garrison held Front
Royal while a further 2,000 soldiers
protected his main supply dumps at
Winchester.

The next 25 days were to show Jackson
at his very best. The long hours of
training, the fanatical zeal with which
he drove all those around him paid a
full dividend.

As soon as it was confirmed that
Ewell’s force would remain in the Val-
ley, Jackson had his men on the road.
May 22nd they were on the Valley
Turnpike, the only sealed road in the
region, and moving north from New
Market to Banks’ position at Strasburg.
They stayed on this road just long
enough to convince the Federal pickets
that this was their line of march. Using
Ashby’s cavalry to conceal his ruse,
Jackson crossed Massanutten Moun-
tain through the Luray Gap and made
a dash for Front Royal. Ten miles short
of thattown, and farenough away tobe
certain his presence would remain
undetected, Jackson camped for the
night.
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FEDERAL FORCES
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At crack of dawn, Ashby’s cavalry and
an advance brigade of Ewell’s infantry
were on the road, east and west of
Front Royal, ripping up rail and block-
ing roads. Word of the Union disaster
was not going to leak out, nor would
reinforcements get in. Jackson had
15,000 battle-hardened troops; the
1,000 man garrison, the luckless 1st
Maryland, was to be eliminated to the
last man.

TheFederals showed some fight for the
first hour; until the full significance of
their predicament became apparent.
Then they high-tailed it north to Win-
chester and for amoment it looked like
they might escape. Turner Ashby’s

cavalry soon put a stop on that and by.

mid-afternoon all bar 100 of the Union
force were killed or captured. It was
the oneoccasion wherereality lived up
to Jackson’s expectation; fewer than 50
Confederates lost their lives.

8

News of the disaster trickled in to
Banks that evening. Still unaware of
Jackson’s stealthy manoeuvre, he was
sure the main Confederate body was
south of Strasburg, trudging along the
Valley Turnpike. By morning, how-
ever, the full extent of his peril was
evident. His communications were
fully compromised and, worse yet, his
supply source was half a day’s hard
march from Jackson with no friendly
troops to bar the way.

Banks was not a military man, neither
by training nor inclination. He dith-
ered away most of the morning of the
24th, more concerned for his reputa-
tion as a resolute soldier than for the
safety of his army. In the end he suc-
cumbed to the pleading of his more
astute subordinates and ordered an
immediate retreat to Winchester.

The race was on. Front Royal to Win-
chester and Strasburg to Winchester

are the same distance and Jackson got
away to an earlier start than Banks. But
the weather had turned sour, heavy
rain was falling and Banks was on the
Valley Turnpike; Jackson’s men were
forced to slog through ankle-deep
mud.

Twice the Confederate advance guard
caught up with the Federals but these
were isolated companies, sacrificed by
Banks to buy time for a defence of Win-
chester. Looting became a major head-
ache. Confederate troops, impover-
ished by three weeks of hard cam-
paigning, stopped to ransack every
abandoned Union wagon, every pris-
oner, every fallen soldier. Then worst
offenders here were Ashby’s cavalry;
their absence on the morrow was to
cost Jackson dear.

Banks got to Winchester first.

Thebattle of Winchester was foughton
May 25th, Jackson’s 16,000 against
Banks’ 6,500. Assailed from three di-

‘rections, the Federals broke and ran;

and didn’t stop until they reached the
safety of the Potomac a day later. No
cavalry meant no pursuit and it was a
frustrated Jackson who had to watch
the best part of 5,000 beaten Yankees
get clean away.

If Jackson was disappointed, Lee was
elated. Away to the east, Shields’ divi-
sion had joined up with McDowell’s
corps and on the 24th they had begun
their march south, to Richmond.
Barely ten miles down the road,
McDowell received new orders from
President Lincoln. He was to abandon
his advance on Richmond, leave one
division to screen the Rappahannock
and march, with all speed, to the Val-
ley. Jackson’s success at Front Royal
had unnerved Lincoln, just as Lee had
hoped. McDowell’s misgivings went
unheeded; Lincoln was adamant that
Jackson must be more than checked, he
must be destroyed once and for all.
With most of Jackson’s army on the
Potomac at Harpers Ferry, here was a
golden opportunity to trap the wily
Virginian between Frémont’s column
advancing east from Franklin and
McDowell’s men moving west from
Manassas.
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CONFEDERATE FORCES
P> Jackson (15,000)

Situation On June 7th, 1862

FEDERAL FORCES

B><] McDowell (20,000)

<] McCall (10,000)

X Shields (10,000; less 2 Bdes at Luray)
><] Fremont (11,000)

Frémont went the wrong way and
turned up late. Shields got to Front
Royal in time, but without orders to
proceed further, didn’t go the extra 12
miles to close the trap at Strasburg.
Jackson slipped away down the Valley
Turnpike, taking with him most all of
the huge quantity of stores he had
captured,and his prisoners. Ewell’s di-
vision had no trouble holding the road
open at Strasburg against a timorous
Frémont while the Stonewall brigade,
the rear-guard, caught up with the
main body. Jackson made camp that
night at Strasburg and two days later
was at New Market, safely escaped
from from the Federal trap.

In Richmond, Jackson’s achievements
took the pressure off Johnston’s belea-
guered army. Driven back to the out-
skirts of the city, a desperate Johnston
planned an attack north of the Chicka-
hominy with the aim of stalling
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McClellan and preventing his juncture
with McDowell’s corps. The news of
McDowell’s about-face allowed
Johnston to frame a new plan, and a
much less risky one, directed against
the two Federal corps south of the
Chickahominy.

It was a good plan but brought com-
pletely undone by Longstreet’s un-
authorised detour, Smith’s reluctance
to come to grips with the enemy and
Huger’s sojourn in the swamps.
Fought on the last day of May, the
Battle of Fair Oaks (or Seven Pines) did
have one far reaching consequence for
the future of the civil war. Late in the
evening a stray piece of shrapnel
caught Johnston in the abdomen. He
would take no further part in the war,
at least for the next few months.

Notwithstanding his lack of experi-
ence, Jefferson Davis made the deci-
sion to promote Robert E. Lee to the

command of what would henceforth
be known as the Army of Northern
Virginia.

Back in the Valley, and after giving his
exhausted troops a full day of rest,
Jackson set out for Port Republic.
Spring rains had flooded both forks of
the Shenandoah and Jackson was able
to delay both his pursuers. Frémont’s
men were stopped just north of New
Market by a burnt bridge over the
North Fork while Shields’ troops were
kept south of the South Fork by an-
other burnt bridge, this one at Conrads
Store. Furthermore, Frémont and
Shields were denied the option of join-
ing forces. Jackson had given himself
thechance to defeat either oneindetail.
The battle came upon him sooner than
expected. A small force of Shields’
cavalry stormed into Port Republic
early on the 8th and caused immediate
panic. Jackson himself was very nearly
captured. A brigade of infantry and
some guns soon repelled the attackers
and Jackson ordered up three batteries
of artillery to cover the low-lying
southern side of the Shenandoah.
Meanwhile, two miles further north,
near the tiny hamlet of Cross Keys,
Frémont’s van had blundered into a
brigade of Ewell’s infantry. Massed
musketry tore the attack to pieces and

- the Federals withdrew. That single set-

back was enough to quench Frémont's
offensive spirit for the day and for the
next five hours he sprayed the Confed-
erate positions with desultory artillery
fire. He led the best part of 11,000 men
and Ewell had but 5,000 to oppose him.
Frémont had been among his nation’s
finest explorers but as a soldier he was
next to useless!

Jackson had let Ewell conduct opera-
tions against Frémont without inter-
ference and he had done a steady job.
Jackson was already preparing for the
second part of the battle; the morrow’s
attack on Shields’ division.
Thatdidn’t go as well. Two brigades of
Federals, Tyler’s and Carroll’s, about
5,000 men, were drawn up line abreast
three miles east of Port Republic. They
were better men, and better led, than
Frémont’s troops. Many of them had




Jackson's Valley Opponents
John Frémont (top) and Nathaniel Banks

seen action 10 weeks earlier when
Shields had bloodied Jackson’s nose at
Kernstown.

The Union position was solid with the
right flank anchored against the Sh-
enandoah and the left on the slopes of
the rugged Blue Ridge Mountains. Im-
patient to get at the enemy, Jackson
hurled his brigades into the battle be-
fore Ewell could get into position to
unhinge the Federal left. Confederate
losses were heavy and were it not for
Jackson’s considerable numerical su-
periority, and Ewell’s eventual ap-
pearance on the Federal left, the result

Frémont’s Command
Maj.-General John C. Frémont

Attached to Army HQ
Lloyd’s Rgt (60h; 350 cav, 1 gun),
Conger’s Rgt (3WV; 400 cav, 1 gun)

Stahel’s Brigade

Wautshel’s Rgt (8NY; 500 inf, 2 guns),
Meinke’s Rgt (39N; 450 inf, 2 guns), von
Gilsa's Rgt (41N; 500 inf, 2 guns),
Amsberg’s Rgt (45N; 550 inf, 2 guns),
Buschbeck’s Rgt (27P; 550 inf, 2 guns)

Koltes’ Brigade

Soest’s Rgt (29N; 500 inf, 2 guns),
Schiller’s Rgt (68N; 450 inf, 2 guns),
Muhleck’s Rgt (73P; 500 inf, 2 guns)

Bohlen's Brigade

Kozlay’s Rgt (54N; 400 inf, 2 guns),
Krzyzanowski’s Rgt (58N; 500 inf, 2
guns), Hamm's Rgt (74P; 400 inf, 2
guns), Mahler’s Rgt (75P; 350inf, 2 guns)

Blenker’s Division

Attached to Division HQ
Dickel’s Rgt (4NY; 450 cav, no guns)

Schenk’s Brigade

Swinney’s Rgt (320; 550 inf, 2 guns),
Lee’s Rgt (550; 500 inf, 3 guns), Smith’s
Rgt (730; 300 inf, 2 guns), McLean's Rgt
(750; 400 inf, 2 guns), Cantwell’s Rgt
(820; 450 inf, 2 guns)

Milroy’s Brigade

Owens’ Rgt (2WV; 550 inf, 3 guns),
Thompson’s Rgt (3WV; 600 inf, 3 guns),
Zeigler's Rgt (5WV; 500 inf, 3 guns),
Richardson’s Rgt (250; 500 inf, 3 guns)
Clusaret’s Brigade

Trimble’s Rgt (600; 400 inf, 2 guns),
Loeser’s Rgt (BWV; 430 inf, 2 guns)

Bayard's Cavalry Brigade
Wyndham'’s Rgt (1N]; 600 cav, 2 guns),
Jones’ Rgt (1Pa; 600 cav, 2 guns)

Shields’ Division
Attached to Division HQ
Nelson’s Rgt (1RI; 300 cav, no guns)

Kimball’s Brigade (Optional)
Harrow’s Rgt (14I; 550 inf, 2 guns),
Mason’s Rgt (4Oh; 500 inf, 2 guns),
Sawyer’s Rgt (80h; 400 inf, 2 guns),
Evans’ Rgt (7WV; 500 inf, 2 guns)

Ferry’s Brigade (Optional)
Osborn’s Rgt (391; 350 inf, 2 guns),
Foster’s Rgt (131;350inf, 2 guns), Pond’s
Rgt (620; 500 inf, 2 guns), Voris’ Rgt
(670; 550 inf, 2 guns)

Tyler’s Brigade

Dunning’s Rgt (50h; 600 inf, 2 guns),
Creighton’s Rgt (7Oh; 300 inf, 2 guns),
Buckley’s Rgt (290; 450 inf, 2 guns),
Candy’s Rgt (660; 400 inf, 2 guns),
Chamb'lain’s Rgt (1IWV; 250 cav, 2 guns)

Carroll’s Brigade

Gavin’s Rgt (7In; 450 inf, 2 guns),
Barrett’s Rgt (84P; 300 inf, 2 guns),
Lewis” Rgt (110; 300 inf, 2 guns),
Thoburn’s Rgt (1WV; 450 inf, 2 guns)

Jackson’s Valley Army
Maj.-General Thomas Jackson

Attached to Army HQ

Flournoy’s Rgt (6Va; 350 cav, no guns),
Ashby’s Rgt (7Va; 400 cav, no guns),
Watts’ Rgt (2Va; 400 cav, 3 guns)

Winder’s Brigade

Allen’s Rgt (2Va; 250 inf, 2 guns),
Ronald’s Rgt (4Va; 350 inf, 2 guns),
Baylor's Rgt (5Va; 400 inf, 2 guns),
Grigsby’s Rgt (27V; 250 inf, 2 guns),
Neff's Rgt (33V; 300 inf, 2 guns)

Taliaferro’s Brigade

Warren’s Rgt (10V; 450 inf, 2 guns), A.
Taliaferro’s Rgt (23V; 400 inf, 1 gun),
Williams’ Rgt (37V; 450 inf, 1 gun)

Patton’s Brigade

Leigh’s Bn(1Va; 150 inf, noguns), Lane’s
Rgt (42V; 300 inf, 2 guns), Hale's Rgt
(48V; 350 inf, 2 guns), Cunningham's
Rgt (Optional - 21V; 500 inf, no guns)

Taylor’s Brigade

Seymour’s Rgt (6La; 550 inf, 2 guns),
Hays’ Rgt (7La; 600 inf, 2 guns), Kelly’s
Rgt (8La; 450 inf, 2 guns), Stafford’s Rgt
(9La; 650 inf, 3 guns), Wheat’s Bn (LBn;
150 inf, 1 gun)

Ewell’s Division

Trimble’s Brigade

Kirkland’s Rgt (21N; 450 inf, 3 guns),
Mercer’s Rgt (21G; 550 inf, 1 gun),
Cantey’s Rgt (15A; 400 inf, 1 gun),
Posey’s Rgt (16M; 450 inf, 3 guns)

Elzey’s Brigade

Walker’s Rgt (13V; 400 inf, 2 guns),
Hoffman’s Rgt (31V; 350 inf, 2 guns),
Duffy’s Rgt (25V; 300 inf, 2 guns),
Conner’s Rgt (12G; 450 inf, 1 gun)

Steuart’s Brigade

Johnson’s Rgt (1IMd; 200 inf, 1 gun),
Scott’s Rgt (44V; 300 inf, 1 gun),
Skinner’s Rgt (52V; 350 inf, 2 guns),
Letcher’s Rgt (58V; 400 inf, 3 guns),
Neff's Rgt (33V; 300 inf, 2 guns)
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siderable strategic talent, his tacti-
cal handling of the Battle of Port
Republic revealed his weaknesses.
‘Battle-lust’ clouded his judge-
ment whenever he got too near the
sharp end. He’d get a glow in his
eyes and go peculiar; his men

LEADERSHIP 07
STAFE = | o7

CROSS KEYS D1V1s1ons (Corps)
CORPS NUM. 149 1
CORPS LD. (91 Ewell memr Sh;elds may have gone badly for the
MAPLOCATION| &y | 811 | 10 2615 South. Indeed, had Shields
YRR N | O 0 0 0 and the other two brigades of
ARRIVAL | D98} = 0 Ei 1 his division been close
St g | W Wi g enough to make an appear-
ORIEGLIVESL: o el i > * ance, all may have been lost.
OBJECTIVE #2 0-23 0 1 1

1 MOVEMENT PR B 5 9 Jackson’s eagerness for the
DAILY COMM. 0-15 1 0 3 taste of battle had got him
LEADERSHIP. | 07 6 2 2 into trouble again, just as it
STAFF 07 5 2 3 had at Kernstown. If the de-
STRENGTH o2 1 1 3 struction of Banks’ army had
b s .= z z E show-cased Jackson’s con-
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called him ‘Ole Blue Light'.

The Federals withdrew in relatively
good order and the belated appearance
of Frémont’s gunson the far bank of the
Shenandoah put paid to an effective
pursuit. That night Jackson withdrew
through Brown’s Gapin the Blue Ridge
Mountains.

The campaign was over. Within days
Frémont, Shields and McDowell
would get their orders to leave the
Valley. What had begun on May 8th as
an inconclusive skirmish at McDowell
had ended, onemonthlater, aresound-
ing triumph for the Confederacy.
Never again in this war would so small




a force conduct itself so success-
fully, and achieve so much,
against such an overwhelming
opponent.

CREATING THE
SCENARIO

If this is the first time you have
tried to transfer a magazine sce-
nario onto a save“game disk (or
hard disk), we recommend you
follow these directions. The let-
ters in parentheses after each
heading refer to the correspond-
ing section in the Decisive Battles
manual.

There is some additional infor-
mation for IBM usersat the end of
this section. Be sure to read it, es-
pecially if you have an EGA/
VGA card and want to take ad-
vantage of our “full map” graph-
ics.

Macintosh users should note there are
some changes to the numbering sys-
tem in their design manual and that
access to the various design routines is
obtained through conventional, pull-
down Mac menus.

Thomas 'Stonewall’ Jackson
His exploits in the Shenandoah were never
equalled

Preparing the Disk [3]. Boot up the
Master Disk and select <CREATE>
from Menu H. Select <SCENARIO>
from Menu B. <LOAD> any historical
scenario. You have been processed
through to Menu J. Select the <DISK>
line from that menu.

The Cross Keys Battlefield

Looking south. The hamlet of Cross Keys is in the background

If you have one disk drive, re-
move the Master Disk and re-
place it with a blank disk. If you
have two drives, remove the Sce-
nario Disk from the second drive
and replace it with a blank disk.

Select <FORMAT> from the on-
screen menu. Once this is done,
select <SAVE> from the menu
and storeany of the historical sce-
narios in any unused save-game
location. This procedure pre-
pares the template on which we
will build the Cross Keys/Port Re-
public scenario.

Hard disk users should note that
all they need is enough room on
their hard disk to hold the new
scenario. Macintosh users should
note that they do not need to use
an existing scenario as the tem-
plate. They can select New from
the File Menu.

The WarPlan™ menus are displayed
on the back of the game menus card.
Refer to this when necessary. Macin-
tosh users should check their War-
Plan™ manual for the location of the
different design routines.

Title [5¢c]. There are three lines of text
for the title:

Cross Keys

Jackson in the Shenandoah
June 8th - 9th, 1862

Go back to Menu | and re-save the
game in the same location.

Map Size [5a(i)]. The top leftsectoris0.
The bottom right sector is 8. Macintosh
dimensions are 27 x 27.

Define Terrain [5a(ii)]. The accompa-
nying Terrain Effects Chart lists the
details of the active terrain types for
this scenario. Select (or paint) the icons
of your choice to represent the ten ter-
rain types.

Create Map [5a(iii)]. Select the
<CLEARS> line from Menu J. Clear the
map and the data. Use theaccompany-
ing map to build up the screen map. Do
not forget to assign control to each hex.
Confederate forces initially control all
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Army HQs will not appear on the
screen until after the objective
data base has been entered.

The North has 2 corps. The South
has 1 corps. Consult the Corps
Table and enter the data as

[11] | Rifle Mus

Carbine

Mxdsas | hexeson the map except for a
small area around the Lewis
House south of the Shenan-
doah River.

CROSS KEYS -
Armles

SIDE:
COMMA NDER

¢ [5] Frémont

| BT T

Save the game again. How often you
savereally depends on how lucky you
feel. After several major disasters, I
choose to save after each section is
completed.

Limits [5b(i)]. Before you can enter the
military units for each side, you must
set the force limits. The force limits are
as follows; corps (5), divisions (11),
brigades (41). Apple II and C64 users
must also set the artillery weapon limit
to 11.

Weapons [5b(ii)]l. Consult the Small
Arms and Artillery Tables and enter
the data as shown.

Forces [5b(iii)]. Edit the North (Union)
Army HQ and the South (Rebel) Army
HQ as shown in the data tables.

shown.

The North has 11 divisions. The South
has 7 divisions. Consult the Divisions
Table and enter the data as shown.

The North has 46 brigades. The South
has 32 brigades. Consult the Brigades
Tables and enter the data as shown.

Objectives [5b(iv)]. Thereare 12 objec-
tives. Consult the Objectives Table and
enter the data as shown.

Scenario Setup [5d(i)]. Enter the fol-
lowing data. Date (8), Month (6), Year
(62), Century (18), North Maximum
Hex Movement is (4,0,6,0,6), South
Maximum Hex Movement is
(5,0,7,0,7), neither side is encamped or
entrenched (the latter introduced only
in Volume II), and VP awards are 255
perleader, 3 per 100 men (North) and 2
per 100 men (South). IBM and Macin-
tosh users should note the combat
value for this scenariois 3 for north and
south.

Scenario Details [5d(ii)]. This is a two
day scenario. Enter the following data




for Day 1. The weather is Clear (0), the
North is Offensive (1) and the South s
Offensive (1), 8 am to 7 pm are day (3),
move (1) turns and 8 pm is a dusk (2),
move (1) turn. Enter the following data
for Day 2. The weather is Clear (0), the
North is Defensive (0) and the South is
Offensive (1), 6 amis a dawn (1), move
(1) turn, 7am to 2 pm are day (3), move
(1) turnsand 3 pmis a day (3), END (2)
turn. :

Finally, save again and the scenario is
ready to play.

NOTES FOR IBM USERS

IBM users with CGA, MCGA, Tandy
or Hercules graphics can create the
scenario using the advice given above.
There isaminor change in the weapons
data base. You do not have to set limits
for weapons. There is space for 31
weapons of each type.

IBM users with EGA or VGA cards
must first create thegame map with the
“full-map” graphics disabled. To do
this, run the program as DB2 f (or DB3
for DB1 f) which will by-pass the “full-
map” graphics. Select a scenario as a
template as explained above and save
itin a save-game location. Build up the
map in the usual way and save when
finished. The rest of the data for the
scenario may be entered with the “full-
map” graphics either disabled or en-
abled. There is a full explanation of
“Full Map” graphics in Issue 14.

Re-boot the program (this time with
the “full-map” graphics enabled) and
use the “full-map” WarPaint™ tool to
build up the map. In other words, the
“full-map” graphics are only graphic
images and do not affect the play of the
game.

A NOTE ON .LBM FILES

The .Ibm files contain the graphic im-
ages. DPaint2™ from Electronic Arts
can be used to manipulate the file. Up
to 250 hexes can be created but
DPaint2™ must be used to change the
size of the .1bm file. To do this, use the
‘Page Size’ function to alter the height
of the file.

The Decisive Battles programreads the
size of the .lbm file on loading and
adjusts the WarPaint™ values auto-
matically. If you don’t want to worry
about manipulating.lbm files, choosea
scenario with a 250-hex .Ibm file as the
template to build the new scenario on.

When saving an .Ibm file, a temporary
file is created first. When the tempo-
rary file is successfully saved the origi-
nal is deleted and the temporary file
renamed. This means there must be
enough space on the current disk to
hold the temporary file.

Macintosh users will find no such
complications when it comes to creat-
ing scenarios. Follow the directions
given in the design section of any Deci-
sive Battles game manual.

VARIANTS

(1). There was every chance that all
four of Shields’ brigades could have
reached Port Republic in time to take
part in the battle. These additional
forces are already in the data base and
a simple change to the likelihood val-
ues for them will bring them into play
at a useful time. Change the likelihood
value for Shields’ HQ to 5 and the like-
lihood values for all regiments in
Kimball’s and Ferry’s brigades to 5.
Change the likelihood value of
Nelson’s cavalry regiment to 5.

(2). Heavy rain over the previous two
days had swollen the rivers and creeks
to record levels, washing out many of
the fords. Principal among these was
the Upper Ford, just north of the Lewis
House. An additional crossing point
on the Shenandoah would have been
very interesting. Change the terrain
type of hex 17,14 to T1 (i.e. a ford) and
add an additional objective (#13) to the
data base. The details are (Upper
Ford),(17,14),(1),(23),(3),(20),(10),(1),
(23), (1), (10), (6).

PLAYER’S NOTES

Federal. There is no need for ygu to
emulate the timorousness of John
Frémont. The more pressure you can

put on the Rebs at Cross Keys, the
fewer men Jackson will be able to spare
to take on Shields. Admittedly, some of
your brigades are a bit green but there
are plenty of them so you will always
have some fresh men to commit to the
fight. If the Rebs send only one or two
brigades to take on Shields, you can
attack them as well. However, reserves
here are scarce and unless you get
lucky with the appearance of Shields
himself, you could have your work cut
out keeping the enemy at bay.

Confederate. Who do you want to
crush first? Frémont’s men are the
easiest to beat and you can be certain
they won’t be reinforced. Unfortu-
nately, if Shields himself turns up
while you're doing this, then the fight
will get very tough south of the Sh-
enandoah and you may wind up losing
Port Republic; and the game! The open
terrain south of the river will make
deployment a little easier there, and
artillery more effective. *

LETTERS... (from p. 4)

brought home a loaner NEC from
work and purchased your Decisive
Battles of the American Civil War: Vol
One to satisfy my desire to game with
an SSG wargame.

While I do like the game, it would have
been real helpful if a tutorial for War-
Paint had been included walking you
through step by step using both a a
virginscenario as well as one tomodify
one of the existing scenarios.

The only other wish I have gamewise
for the Civil War series is that it be
designed for the 16 bit computer in-
stead of the old 8 bit. Perhaps then the
subordinate Al routines would prove
more challenging by allowing units
with more competent commanders to
coordinate attacks with multiple units
instead of what seems to happen too
often, namely singular units getting
butchered.

Continued on p. 20
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DESIGN NOTES FOR

CARRIERS AT WAR

by Gregor Whiley

It looks like we will be releasing Carriers at War in time to
celebrate the 50th Anniversary of the Battle of the Coral Sea. If
we don’t make that, there’s always Midway... or Solomons... or

Santa Cruz...

Whatever, we gharantee it will be published before the 50th an-
niversary of the Great Marianas Turkey Shoot!

Carriers at War is a game of fleet carrier
battles in the Pacific 1941-45. SSG re-
leased the original 8 bit versionin 1984,
to a wildly enthusiastic reception.
Now it’s time for a 16 bit version. *

Carrier operations are inherently
tense, uncertainand dangerous affairs,
and the 8 bit version conveyed that
excitement very well. That meant that
we didn’t have to change what the
game was about, but we welcomed the
chance to do it again, and do it even
better.

The first action was to discard all the
original code. The new CAW is not
really a conversion. It's a brand new
game that uses the same subject and
philosophy as the original. We wanted
to take a very detailed approach to ele-
ments that were decided at a much
higher level in the original game.
Rather than accepting compromises
that were forced on the 8 bit version,
wedecided to start from scratch. Those
of you who have played the original
game will appreciate just how far-
reaching the changes have been.

Ships

Ships are still created as ship classes,
with individual data for each ship.
Each ship class now has an individual
picture, which is used in various parts
of the game, and can be called up atany
time. The system now supplies com-
plete technical information on each
ship, plus a note on its historical fate.

Ships now have a much more dynamic
damage system. Bomb or torpedo hits
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cause permanent damage and can also
start fires. Over time, fires can spread,
and also cause further damage. Dam-
age control crews attempt to extin-
guish the fires, although they cannot
remove permanent damage. Any
damage or fires on a ship will beshown
on the ship’s status picture.

A ship with good damage control
could suffer quite a lot of fire damage
but eventually be put more or less
right. A ship with poor damage control
could suffer only a few hits, but turn
into an uncontrollable wreck.

Ships are also rated for vulnerability.
Conceptually, a carrier is a large, es-
sentially unarmoured, avgas and
ammunition store with a nice flat deck
for catching bombs. CAW won’t let
you forget this fact. '

Planes

Each plane in CAW is now tracked in
great detail. As well as the normal sta-
tistics for each plane type, each indi-
vidual plane has it’s own pilot who is
rated as Ace, Veteran, Trained or
Green. The fate or location of each
plane is also known at all times. Every
plane type has its own illustration as
well as full technical details.

A squadron report can tell you exactly
how many planes you have, their
damage status, and the experience of
each pilot. You can also see why any
plane was lost e.g. lost on take-off,
damaged by flak, shot down by CAP
and so on.

Allcombatisresolved onanindividual

plane basis, and up to 2048 planes can
be simulated.

Surface Combat

The new surface combat routines are
quite sophisticated. If surface combat
is possible, ships are automatically
sorted by type. Capital ships (BB, BC
and CA) are placed in a battle line.
Light ships (DD and CL) are divided
between screening formations ahead
and behind the battle line. Carriers,
transports and anything else are
placed behind the battle line, in a pro-
tected position.

You can order formations to open or
close the range, and nominate targets
for each weapon type in range. Light
ships may want to close the range to
employ torpedoes, while capital ships
will probably wish to keep the combat
at battleship gun range. Special rules
will apply for combat at night, where
the opening ranges in a battle will
normally be much shorter than in
daylight.

Combeat occurs in a series of five min-
ute rounds.

We wanted to bring some tactical deci-
sion making to surface combat, even
though it won’t occur all that often. We
also felt that anyone who fought a sur-
face group to within gun range of a
carrier task force deserved some re-
ward for their enterprise.

Searching/Sighting

This is one of the most critical areas of
CAW. For each search sector you have
chosen, the system maintains a search
plane on an outward search leg. If a
plane sights something, then it auto-
matically shadows the sighting, and a
new planeislaunched. Atany timeyou
can call up a reports showing all your
current sightings or the exact location
and status of all of your search planes.
False reports, and misreporting of
sightings were simply a fact of life, and
the system is designed to reproduce
these conditions. It’s up to you to sort
out what is happening, and make cru-
cial decisions... like launching a strike!




Air/Naval Combat

If you have a sighting, you can launch
astrike. The system helps you organise
this, and shows you important infor-
mation like range, time to target and
expected recovery time for the strike.
Oncelaunched, a strike mustlocate the
target for itself before it can attack.
Strikes will do their own searching if
the target isn’t where they think it
should be. Escort fighters will attempt
to engage any CAP, while the bombers
run the gauntlet of CAP and light and
heavy AA. Even if attacking bombers
are not damaged, they can be harassed
intoalessaccuratebombing run. These
routines will produce a very accurate
simulation of air/naval combat.

Combat Reporting -

Choosing the full combat reporting
optiondeliversablow by blow account
of combat. A detailed graphic display
shows the fate of each plane as it makes
its attack run, and whether its ord-
nance hits or misses. Hits are shown by
animated explosions on the ship, as are
any fires or damage caused. This
makes the combat sequence very excit-
ing, as you follow the inevitable attri-
tion on your aircraft, and await the
result of each bomb drop or torpedo
run. Purists can turn this option off,
and rely on the far less informative and
less accurate after action reports.

Game Control

Carriers at War was designed from the
ground up to be mouse controlled, al-
though there is a keyboard option. The
system s structured so that it is easy to
move laterally, giving the same order
to different groups, without having to
move up and down menu hierarchies.

Graphics

We have concentrated very strongly
on the visual appearance of the game.
OntheIBM, wehave used a hi-res VGA
mode with a variable palette of 16 out
of 262,144 colours. EGA users are stuck
with their fixed 16 color palette. Hav-
ing a variable palette greatly enhances

the visual effect we
were able to
achieve.

Scenario
Editor

With CAW, we
have decided to
make the scenario
editor a separate
item for reasons of
price, quality and
time. To bundle all
the editor material
in with the already
huge size of the
main game would
push the price to
unacceptable lev-
els. It would also
further delay the
release of an al-

IBM PC

- VGA, EGA Only
reaq'y Iong L :Tlé-,k(;; ]M!r:!jl

- Supports Hard Disk & Mouse
awaited game.Pro- |8 Surpor Hand Dk
duced asa separate :

item, a scenario

editor can be a polished and profes-
sional piece of work, which only those
people who really want it have to pay
for. The editor itself will be a fairly
massive undertaking, as an explana-
tion of just one section of it will show.

WarRoom™

The main reason for CAW taking as
long as it has is the work we have put
into the brand new WarRoom™ mod-
ule. WarRoom™ is the ultimate Al sys-
tem for wargames, and is the culmina-
tion of all of SSG’s experience in Al
systems for strategy games.

Instead of trying to hard-wire a series
of rules for computer players that will
be valid for all scenarios, WarRoom™
takes that decision making and gives it
all to the scenario creator. Now each
scenario comes with a series of spe-
cially crafted, infinitely flexible plans
for the computer player.

The problem with most Al schemes is
that they produce a predictable re-
sponse by the computer player. Aftera
few games, players know what to ex-
pect. WarRoom™ solves this problem

completely. A few examples from the
Coral Sea scenario will illustrate what
can happen.

The transport fleet invading Port
Moresby used to sail a fixed route ata
known time. Now we can simply delay
its start time by a few days. Or it could
take a zigzag path through the Solo-
mon Sea. The Japanese carriers used to
sail more or less straight for the middle
of the Coral Sea. Now, they could pre-
cede the transport group, or escort it
closely, or make a high speed dash for
the Louisiade Achipelago. US admi-
rals who simply turn up off the end of
New Guinea on day three could be in
for a very nasty surprise.

It is hard to describe the vast range of
options WarRoom™ affords to us as
scenario designers. Task Forces (TFs)
canbeordered to proceed inaninnocu-
ous direction at a leisurely pace for the
benefitof search planesduring theday,
then turn around for a high speed run
during the night. Each TF action can
havea probability assigned toit, so that
the fact that a player has observed ac-
tions A and B does not allow him to
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infer thataction C will follow. The crea-
tor can set, and change at any time, all
the decision making processes of a TF.
These include where to search, what
CAPtofly, what sort of targets to strike
and which to ignore, special areas for
attention, no go zones, speeds and
basic TF missions.

The basis of WarRoom™ is the selec-
tion of a series of cards by the com-
puter. Each card contains actions that
the scenario creator, has programmed
for a particular TF. The idea behind the
cards is that the scenario creator can
make a coherent plan and doctrine for
each TF in the scenario, much like a
human player would.

This plan is not just a simple sequence
of activities. Each card can contain a
probability of being chosen which ak
lows a great deal of ﬂex:blhty A TF at
some pivotal point in the scenario
could be allowed a choice between
three or four different cards.

These could each be startof planned se-
quences, which could themselves con-
tain further variation. The system also
allows for the creator to regain the at-
tention of a TF and redirect it's activi-

ties if it has lost its way due to the heat .

of battle.

The result of a well constructed War-
Room™ set will be to give the com-
puter areal fighting plan for the battle,
while forcing the human player to
make decisions based on current infor-
mation, not prior knowledge of how
the computer plays.

These are exactly the sortof decisionsa
real admiral had to make. So much so
that now, when you play CAW, you
won’t just be playing against the com-
puter, you'll be playing against us. We
look forward to kicking your butt!

Don't forget! Owners of the
original AIl/C64 version
can upgrade to an IBM
version for half the RRP.

It's the best deal in town!
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LETTERS... (from p. 17)

I know this happened during the Civil
War, but so did the opposite. Perhaps
too, small armsrange could be factored
as well to show the differences instead
of justOor1.Ifeel the graphicsare more
than adequate for wargaming.

I know you mentioned VGA being
used for your latest 16 bit products, but
I really hope you devote as much time
and effort to the computer opponent
(AI) as you’ve done to graphics be-
cause as in computerised chess, a real-
istic computer opponent gives the
game substance and depth and always
brings you back for one more go.

Just look at some of the programs that
have been published over the last few
years where the computer opponent is
predictable and unrealistic, where are
these programs now? Collecting dust
on the shelf. I don’t want to see that
happen to SSG’s latest.

One thing I have noticed in all SSG
games lately is the lack of copy protec-
tion. While this step is commendable, I
feel it should be done strictly on a
computer by computer basis. [recently
was asked to attend a gamers meeting
which was a spin-off of our users
group meeting here in Melbourne/
Palm Bay. I have to admit I was quite
shocked to see the amount of piracy
that was going on. While most of the pi-
rated software could not be played
because of a lack .of documentation,
SSG’s Gold of the Americas could.

I liked what I saw and purchased the
game through Software City in Mel-
bourne. But what bothered me is you
guys are leaving yourselves wide open
to this sort of thing. I will admitIdon’t
care for copy protection, but feel it is
necessary, particularly in the case of
computers such as the Amiga and
Atari ST which do not have the user
base of the IBM or Mac. If your sales are
not spectacular on these computers,
the try the user manual system of copy
protection such as Panther Games has
done. From what I saw at our meeting,
it would make a big difference.

I hope you continue to support the
Amiga. I know it is a hard machine to
program, but I'm sure the rewards will
be worth it. There is supposed to be a
fresh new breeze at Commodore. I can
only hope you find this so by getting
the supportyouneed. Inclosing, Thope
the fresh breeze blowing through
Commodore makes it as far as Austra-
lia and takes you Amiga sales sky-
ward.

Respectfully yours,
Roger F. Batchelder, II
Palm Bay, FL

USA

Sir,

I just recently purchased Panzer Battles
and it is an excellent game. I under-
stand that Panzer Battles and Halls of
Montezuma are adaptations from old
64K games. A game, designed from
conception, to take advantage of the
faster speeds and larger memories
available in computers today would be
truly impressive. Is there such a game
in the works?

The reason I am writing is to provide
feedback on your game. I hope your
are interested. I won a Mac, so obvi-
ously I have been playing that version
of the game. I really like the feel of the
game. Particularly the ease with which
I can view the battlefield and give
orders. I feel it is one of the most accu-
rate computer simulations I have
played.

I have several suggestions. I have
played for many years, and I have an
intense interest in seeing better and
better games on the market; including
computer games. Your game is fantas-
tic, yet I still have some ideas that
would improve the game, for me at
least since I can’t speak for anyone else.
Please accept my suggestions in the
spirit intended.

The first suggestion is that I would like
to be able to point to terrain features
and tell the regiment to move thereand

Continued on p. 48




FALL OF MALAYA

A Very British Catastrophe

December 1941 - February 1942

A Campaign Scenario for the
Battlefront Game System

by Ian Trout

It's coming up to the fiftieth anniversary of this inglorious
episode in British military history and, in common with most of
Britain’s major disasters in the Second World War, we are still
waiting for an honest examination, and explanation, of the
events which happened there. The official history paints a picture
of an overwhelming Japanese army, enjoying complete air and
naval supremacy, crushing a valiant but scattered and inade-

quately trained defending force.

A look behind the curtain reveals the
facts to be otherwise. To paraphrase
Winston Churchill’s famous words;
“Never... have so many with so much
been beaten by so few with so little!”

What brought on the disaster? How
could a 130,000 strong Common-
wealth army be defeated by a 80,000
strong Japanese force? Who takes the
blame? These questions form the basis
for this article.

In addition, given Japanese naval su-
periority, could Malaya (or Singapore)
have been held long enough for real
relief to arrive? This is a much tougher
question to answer; that’s the nature of
what-ifs. You can decide for yourself.
This writer’s opinion will become evi-
dent soon enough!

In October of 1940, a conference was
convened in Singapore with represen-
tatives from England, Australia, New
Zealand, The Netherlands and the
United States attending. Its purpose

was to consider the defense of the
Pacific area in general and the East
Indies in particular. There was general
agreement that an attack by Japan was
inevitable although it was considered
unlikely that the United States would
be directly provoked. Hong Kong,
Burma, Malaya (and Singapore), the
Netherlands East Indies and certain
islands in the Pacific were probable
targets. Australia and New Zealand
were too far away to be threatened, at
least by the initial offensive.

Hong Kong was considered too iso-
lated to be properly protected. Malaya
was the key to the British position in
the East Indies. A ground force of three
division equivalents (26 infantry bat-
talions, 14 field artillery batteries, 4
anti-tank batteries and a regiment of
light tanks) was considered the mini-
mum necessary to mount a successful
defense, provided an air force of 560
modern types was to hand.

It was acknowledged that most of the
equipment would have to come from
Britain; neither Australia nor New
Zealand had the industrial infrastruc-
ture to supply the requirements. India
might provide the manpower but little
else.

There was not much prospect that Brit-
aincould supply theaircraft. The Battle

Lt-General A. E. Percival (left)
The architect of the Commonuwealth disas-
ter. Maj-General H. Gordon Bennett looks
on bemused.
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The Campaign has been divided into two
separate scenarios. The first covers the
invasion of the Malayan Peninsula and
ends with the retreat of the Common-
wealth forces into Singapore. It took the
Japanese Army about 50 days to achieve
this result and that’s twice as long as the
maximum time frame allowed with the
Battlefront game mechanics. So we've
tinkered with the system a bit. Here's
what we've done:

Instead of the usualfour turns per day,
each turn in the Fall of Malaya scenario
represents one day. Every fourth day (the
night turn) can be viewed as arestday;i.e.
troops can’t be expected to fight on with-
out some sort of respite unless the circum-
stances are desperate. Ground scale, unit
strengths and terrain effects have all been
adjusted to take account of the revised
time scale. Furthermore, to reflect the un=
contested air support enjoyed by theJapa-
nese, for most of the campaign, there are
three stationary artillery units deployed
in the South China Sea. They can’t be
attacked directly and the support they
provide should be viewed as additional
air power.

The second scenario covers the final hu-
‘miliation of the Commonwealth Army on
the Island of Singapore at the standard
Battlefront unit, time and ground scale.
Note that no ground movement is al-
lowed on the mainland in this scenario.
Many of the coastal hexes in Johore State
have been designated as impassable to
prevent a wayward Japanese unit from
invading in the wrong direction! The lone
ground unit on the mainland is a station-
ary heavy artillery unit which appears
about turn 12 to provide supporting fire
for the Guards infantry division.

You can play the scenarios separately or
as a full campaign. To play the full cam-

READ THIS BEFORE YOU PLAY

paign, finish the Fall of Malaya scenario
and then save the game. Go into the crea-
tion kit and record the following informa-
tion from the final turn status in the Fall of
Malaya scenario.

(1). Add up the surviving strength points of
all unitsin the four infantry brigades of 3rd
Corps (C'wealth); note that it is quite pos-
sible that this total will be zero.

(2). Add up the surviving strength points of
all units in the two infantry brigades of the
8th Australian Division; again, this total
may be zero.

(3). There are four artillery units in the
Commonwealth order of battle. Write
down how many of them survived (it
doesn’t matter how battered they are).

(4). Write down the number of objectives in
Allied hands at the end of the scenario.

(5). Write down the total strength losses for
the Japanese Army.

This is all the information you will need
from the Fall of Malaya scenario. Load in
the Singapore scenario and save it in your
save gamefile. Make the following changes
to the data in the save game file.

(1). For every surviving strength point in
the British 3rd Corps, add 2 strength points
to any battalion in a British or Indian bri-
gade. (Western - 44In; Northern - 28th,
53rd; Southern - 12th, 6/15, 8th). For ex-
ample, if there were 10 surviving infantry
strength points from the brigades in 3rd
Corps, up to 20 strength points could be
added to any of the infantry battalions in
the above brigades. Note that no battalion
can exceed its maximum size value. In the
very unlikely event that you have more
points to assign than there are battalions to
assign them to, the excess may be taken as
increases in battalion experience; i.e. for
every two strength points not taken as rein-
forcements, add one to the experience rat-

ing of an infantry battalion in any of the
above brigades.

(2). For every surviving strength point in
the 8th Australian division, add 2
strength points to any infantry battalion
in the 22nd or 27th Australian brigades.
The restrictions are the same as in (1)
above.

(3). Each surviving artillery unit from the
Fall of Malaya scenario allows the crea-
tion of two additional field artillery units.
Their specifications are identical to the
data describing the 2/15 Field Artillery
regiment from the Western Force. They
must beassigned to one of these brigades
- 22nd /Western, 27th/Western, 44In/
Western, 28th/Northern, 12th/South-
ern, 6/15/Southern or 8th/Southern.
They can be deployed anywhere (on Sin-
gapore).

(4). For every three objectives, or part
thereof, in Allied hands at the end of the
Fall of Malaya scenario, increase the
admin rating of any one Allied Corps
sized formation; i.e. the Western, North-
ern or Southern. In addition, increase the
admin of all HQs subordinate to that
formation by 1. For every objective in
Allied hands, increase the leadership
value of any one Allied brigade by 1.
Finally, if five or more objectives were
held, add 10 ground support pointsto the
Allied total and increase its effectiveness
by 2.

(5). For every 4 strength points lost by the
Japanese in the Fall of Malaya scenario,
add 1 to the victory points awarded to the
Allies for killing Axis non-mech strength
points in the Singapore scenario.

The Commonwealth player doesn’t have
to do very much better than the historical
outcome in the Fall of Malaya scenario to
cause the Japanese player a lot of grief in
the Singapore scenario.

of Britain still raged and what little
could be spared from Britain’s home
defense was despatched to the Middle
East. Nowhere in the plans for the
defense of Malayaiis it specified where
these aircraft were to come from and,
more importantly, what could (and
should) be done without them.

Right up to the Japanese invasion in
December 1941, Malaya Command
never had a plan for defending itself

22

with what itactually had. All the plans
were drawn up on the expectation that
the needed reinforcements would ar-
rive in time to be employed.

The squeaky wheel gets the oil and the
most perfunctory study of military
history will surely tell you that rein-
forcements go to active theatres. In
1941, Britain went from crisis to crisis;
the debacle in Greece and Crete, the
German invasion of Russia and the

resurgence of Axis fortunes in the
Middle East. There was never a time
when there was the slightestlikelihood
that the air reinforcements needed for
Malaya would be forthcoming. Did
Malaya Command not read the news-
papers! But we're getting ahead of the
story; we’ll get onto the full signifi-
cance of British military incompetence
a little later.

The reliance on the arrival of a British
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Situation Map for the Fall of Malaya Scenario

naval squadron to see off Japanese sea power
showed the same unwillingness to face reality.
Surely the Japanese would launch their offensive at
the precise moment when Britain would have the
greatest difficulty in finding a fleet for the Far East.
Again, no provision was made for conducting a de-
fense on the basis of an indefinite delay in the
appearance of theRoyal Navy. That theRoyalNavy,
no matter how large a contingent was sent, may not
have been equal to the task is another matter.

In the event, we get down to the following. The
ground defense plans called for the following de-
ployments. A division on the Thai border held in
readiness to pre-empt any Japanese move down the
peninsula or an invasion of Southern Thai ports. A
second division held in reserve in Johore and Sin-
gapore to guard against an end run. A third divi-
sion, split up to defend the newly built airstrips on
the east coast. A further two brigades made up the
theatre reserve.

What of the troops themselves? There were two In-
dian divisions, the 9th and the 11th, the 8th Austra-
lian division and a collection of local state militia
and the Singapore garrison. The official histories,

both British and Australian, contain far too many veiled accusations
against the Indian and native troops, repeatedly referring to their
lack of training and enthusiasm; all this with never a hint of criticism
for their predominantly British leadership.

South of Malacca

Australian anti-tank gunners at work
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already wrangled
his way into an ac-
tive command. The
British officers in
the Indian divi-
sions who might
have been able to
help staff these
schools were on In-
dian Army pay
scales (considera-
bly higher than
British Regular

Sappers at Work

Another bridge beinbg prepared for demolition

Somehow the impression has been
created that the Japanese soldier,
through some peculiarly oriental tal-
ent, was the master of jungle warfare
while Commonwealth troops, and
Indian soldiers in particular, were not
suited for this kind of fighting. The two
Indian divisions had been stationed in
Malaya for twelve months or more.
Why were they so ill-prepared for the
impending struggle?

In the two years from the onset of war
with Germany until the start of hostili-
ties with Japan, only one training
school was set up in Malaya, and that
an Officer Training School. This is in
direct contrast with the Middle East
where there were upwards of a dozen
training establishments dealing with
every aspect of military endeavour, in-
cluding those specifically related to
desert warfare.

The official histories nowhere offer an
explanation for the lack of similar fa-
cilities in Malaya. At the very least
there was a need for a jungle warfare
training facility; where did Malaya
Command think its men were going to
fight...

The responsibility for these omissions
has to go to the top. It was Lt-General
Percival’s job to see his men ade-
quately prepared to engage the enemy
and hedid no such thing. It didn’t help
that there was a dearth of ability and/
or initiative among his staff; that's
what usually happens in inactive the-
atres. Every officer with any drive had
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Army pay scales)
and one must con-
clude that their re-
luctance to accept
staff positions in Malaya Command
was in some part pecuniary.

There was no attempt to modify the
standard infantry doctrine to the
densely foliated tomography of Ma-
laya. There were no briefings on Japa-
nese infantry doctrine; it is doubtful
that any British officer present had
ever read the Japanese infantry man-
ual. What is certain is that there was a
general belief that any white man,
particularly an English gentleman,
would be more than a match for a
short-sighted oriental!

Even as late as November when it was
obvious to everyone that a Japanese
attack was imminent, there was no
appreciable change in Malaya
Command’s dispositions. The best
part of two brigades still garrisoned
airfields that were never going to serv-
ice aircraft; at least not Allied planes!

The Australian division, held back in
Johore, was an exception. It was com-
manded by the ablest soldier in the
Australian Army, Major-General H.
Gordon Bennett. His communications
with the Australian Government re-
veal his own sense of unease with Ma-
laya Command’s deploymentsand the
unsuitably of committing its forcesina
piecemeal fashion. In his memoirs,
everyreference to Percivalincludes the
words ‘cautious’, ‘diffident’, ‘unas-
suming’. It is manifestly clear that
Bennett considered the British com-
mander unsuitable, if not downright
incompetent, for the position.

There was no attempt to put Japanese
amphibious capability into perspec-
tive. After the occupation of French
Indo-China in April 1941, the nearest
Japanese staging areas for an invasion
of Malaya were in the southern
Saigon/Cam Ranh Bay vicinity. That's
400 miles north of Kota Bharu and
more than 600 miles north of Sin-
gapore! The likelihood of a direct as-
sault on Singapore was minimal; yet
Percival persisted in assigning his best
British battalions to its defense. The
total impracticality of maintaining a
line of communications across the
open ocean, in the monsoon season,
even without enemy air interdiction,
when an alternate, land route through
Thailand was available, had no impact
on Malaya Command’s strategy.It'sas
if they expected the Japanese to land
everywhere, in strength, and at the
same time!

The Japanese did notemploy purpose-
built amphibious vessels as the United
States would do in 1944; they relied on
requisitioned merchant ships which
had to be returned to their usual duty
of transporting raw materials as soon
as possible. This was known to Malaya
Command. Such craft were not suit-
able for a contested landing, to say
nothing of the economic turmoil which
would haveresulted fromtheirloss. At
Kota Bharu, where the Japanese inva-
sion fleet did meetsome air opposition,
one transport was lost and two dam-
aged from a total of twenty sorties by
obsolete Hudson bombers. Here, and
at Singora and Patani, the Japanese
were unable to provide more than
sporadic air cover. Even with drop
tanks, no Japanese fighter had the
range to reach south of Kota Bharu.

Malaya Command did notdo its sums.
A seriousinvasion south of Kota Bharu
was impossible and, of course, the
Japanese didn’t try it. On the day the
Japanese attacked, over 50% of Com-
monwealth strength, and arguably the
best men in Percival’s army, were 300
miles south of where they should have
been. Bennett knew it, but was unable
to convince the stultified British Gen-
eral Staff of their error.




Equipment

1 Leg
2 Type 95s
3 Assault
4 75mm Gun
5 G3M3s
6 GaAMIs
7 Ki48s
8 Ki2ls
9 120mmGun
10 25 Pdrs
11 45" How
12  DOPdr AT .
13 Brens
14  LtTanks
15 Bofors
16  Arm Cars
17 Mxd Art
18 @ Mortars
19 Coastal

In war, the natural condition is to
under-estimate your ownstrength and
to over-estimate the enemy’s. In this
campaign, Malaya Command’s con-
tinual over-estimation of Japanese
military potential was never leavened
by the events themselves! In the first
two weeks of the war, amphibious
landings were made at Singora and
Patani in Thailand, at Kota Bharu in
Malaya and at Aparri, Vigan and
Legaspi in the Philippines as well as
various smaller operations in the Pa-
cific. There were only so many ships in
the Japanese navy!

None of these events could force a
change in British strategy. The 8th
Australian division continued to lan-
guish in Johore while events in the
north of Malaya went from bad to
worse.

Before examining the course of the

campaign, it’s as
well to look at the
Japanese army, and
how wellithad been
prepared for the
coming struggle.
The XXV Army,
commanded by the
very capable Gen-
eral Yamashita,
comprised two
regular infantry di-
visions, the 5th and

the 18th, two bri- AR T r—
d f . e o W
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three medium tanlé British troops on their way to surrender

regiments, some

field artillery and assorted combat
support units. A third infantry divi-
sion, the 56th, remained in reserve in
Japan and was not called upon. Army
and naval air forces were assigned in
support totalling about 700 combat air-
craft.

Both infantry divisions were veterans
of the long war in China but neither of
them had any experience of jungle
fighting. The advantages the Japanese
army took with theminto Malaya were
resolute leadership, a fiery fighting
spirit, great determination and a stub-
born tenaciousness in adversity. They
did enjoy air superiority but it was far
from the complete ascendancy
achieved by Allied air forces later in
the war. Japanese air bases were a long
way from the front, their fragile bomb-
ers capable of delivering only modest
pay-loads and, most significantly, the
quality of their maintenance and re-
pairs left much to be desired.

Allied air policy in Malaya was not to
challenge the enemy. Fighters were
assigned to convoy protection duty, at
which they did very well; not a single
ship was lost to enemy air until the first
week of February. Furthermore, it was
coming onto the rainy season and poor
weather made air operations futile
about one day in three.

They had tanks as well. The Type 95
medium tank mounted a low velocity
57mm gun. The optics were poor and
the vehicleunder-powered. It had little

off-road capability. Tank doctrine was
aggressive and very much in the Ger-
man style; it’s just that the vehicle was
not up to the demands placed upon it.
On several occasions later in the cam-
paign, Australian 2-pdr anti-tank bat-
teries made mincemeat of them. And
there were very few tank models then
in service anywhere in the world thata
2-pdr could dent!

Equally interesting is the list of their
disadvantages. A Japanese infantry
division was poorly supplied, by any
standards, with artillery pieces; there
were fewer of them, and of a smaller
calibre, than a typical British division.
There were fewer machine guns in the
division, and no separate machine gun
battalion. Radios were scarce and
communications were by land line or,
more usually, despatch runners.

Japanese military tradition was such
that the nation’s most able men gravi-
tated to direct combat roles. Combat
support, in particular logistics, intelli-
gence and construction services were
unreliable with the consequence that
the Japanese soldier was often ex-
pected to fend for himself and/or go
hungry. The Japanese General Staff
were aware of the problem but so in-
grained was the tradition of Bushido
that they could do nothing about it.
Much of the misery later experienced
by Allied prisoners-of-war throughout
South East Asia wasdueasmuch to the
incompetence and inflexibility of gar-
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MALAYA Briefing

o AXIS ALLIED """"

.SIDE [16]
) (COWONWEALTH
CORPS [16] ——~ ,——CORPS|

CORPS [16]
25th Army ] { Ma}aya Command
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Gen. Yamashlta j (I:t-Gen Pemvai
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-MALAYA - Objectives & Miscellaneous Factors

I.D. Name Map Loc | Div. | Def. | Start | End | Pts/T | Pts/E
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{On Turn 12) (On Turn 13)

the first of many retreats, and

ALACCA STRAIT

Situation Map for the Singapore Scenario

rison and logistics units as it was to de-
liberate brutality.

Foremost, however, among these dis-
advantages was Japanese infantry
doctrine itself. No other nation went
into the Second World War with the
same handicap! There was no provi-
sion for any kind of retreat or with-
drawal, nor was there any variation in
the principles of attack. From begin-
ning to end of the Malayan Campaign,
the Japanese used exactly the same
method each time. The front of the
Commonwealth position would be
pinned while squad /company detach-
ments worked away at the flanks,
penetrating well into the rear if they
could. Once the infiltration was com-
pleteand flanking fire started, a frontal
assault would dislodge the shaken
defenders and another retreat, or rout,
would be on. Time and again, Com-
monwealth troops were pushed back
by an attacking force barely half as
numerous as the defenders.

The best response to an attack of this
kind is to putin a determined counter-
attack. The British never really tried
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this. The Australians did, and scored
the only notable successes in the entire
Campaign. By then, however, with the
Japanese three-quarters of the way to
Singapore, it was too late.

As the Americans were to demonstrate
later in the year on Guadalcanal, the in-
flexibility of Japanese doctrine was a
crucial weakness. If an attack didn’t
work the first time, they’d doitagain...
and again! Resolute commanders with
the right tactics could beat off a Japa-
nese attack every time. The Russians,
at Nomonhan in 1939, showed that;
Viscount Slim showed it in India in

1944

When the first reports of the Japanese
landings reached Malaya Command,
there was a half-hearted attempt to
activate Operation Matador, the
planned offensive into Thailand to
secure, or at least quarantine, the
southern portsof Singoraand Patani. It
didn’t come to anything and defensive
position was set up at Jitra. The Japa-
nese began probing the defenses on the
10th and by the 13th they had un-
hinged the static defenders. This was

more orderly than most.
Sometimes, as on the Perak
and Slim Rivers, wholesale
routs occurred and with
them the loss of entire artil-
lery batteries, motorised
transport parks and huge
quantities of supplies.

Malaya Command was a
beaten army before it ever
began to fight! They were all
the time trying to hang onto
territory, to hold this line or
that; in war you win by beat-
ing the other side’s army, by
killing their troops. There
was never a plan to concen-
trate ona part of Yamashita’'s
army, to mass against it, and
try to crush it. The British
were shortof modern aircraft
and they didn’t haveasmuch
artillery as they wanted;
though they did have more of
the latter than the Japanese,
and for most of the cam-

‘paign, much more ammunition. Such

short-comings would not have pre-
vented a determined and resolute at-
tack. The Commonwealth army out-
numbered the Japanese throughout
the campaign, they had good road and
rail communications and the Japanese
air force could provide only sporadic
interdiction. The means and the men
were on hand to force a major battle;
only the will was lacking.

The blame for the debacle lies squarely
with Percival and his staff. Julius Cae-
sar, de Turenne, Marlborough, Napo-
leon; they all said it. There are no bad
soldiers... only bad generals!

Defeat followed by defeat will break
the spirit of even the toughest troops.
When soldiers lose confidence in their
officers, an army is ruined. Malaya
Command'’s inability, and unwilling-
ness, to get onto the front foot doomed
the defense of Malaya from the very
start. The final debacle on Singaporein
the middle of February was the inevi-
table result.




SINGAPORE- Game Map
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CREATING
THE SCENARIOS

If this is the first time you have tried to
transfer a magazine scenario onto a
save-game disk, you will need to be
familiar with the Design Section of the
Battlefront Game Manual.

Note that if you are building up the
scenario on an IBM/Tandy version of
the game, there are a couple of addi-
tional data entries to be made. These
are noted where applicable. Further-
more, there is some additional infor-
mation for IBM users at the end of this
section. Be sure to read it, especially if

youhavean EGA/VGA card and want
to take advantage of our “full map”
graphics. Issue 14 of Run 5 contains a
detailed guide on the use of “full map”
graphics on the IBM.

Macintosh users should follow the
instructions in their game manual. In
Issue 15 of Run 5, there is a detailed
guide on WarPaint™ for Macintosh
users.

IIGS and Amiga users should follow
the instructions in their game manual.
Most of the hints for Macintosh users
are applicable to IIGS and Amiga us-
ers.

Note that the movement mechanics in

100 110 12" 18 4 15716 17 18" 195 200821522 523 24 ~35

O 00 g OO ! e W N

T S e e e e I T
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the IBM/Macintosh/IIGS/Amiga
versions are more efficient than those
in the AIl/C64 versions and this may
slightly alter play balance.

The Minor Combat Effects are as fol-
lows. For the Fall of Malaya scenario,
the Fort Enhancement valuesare2. The
City Enhancement values are 0. The
General Enhancement values are 4
(Axis)and 2 (Allied). For the Singapore
scenario, the Fort Enhancement values
are 2 (Axis) and 3 (Allied). The City En-

Continued on p. 48
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SCENARIO  Nationality
SINGAPORE JAPAN
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SCENARIO _ Nationality
SINGAPORE JAPAN
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LOCATION (x,y) 10,10 N/A N/A N/A N/A
BATTALION DATA
FORMATION | IUX|1/1 2/1 31 41|12 22 3/2 42 |U3 2/3 3/3 4/3|1/4 24 3/4 4/4 |- 2/- 3/- 4/-
UNITLD. [3]] 6N 16P Cam 4N 4S 2H 56F 1C 3G 1Gu 2Gu 3Gu 100 3 8 18
LOCATION (xy) 144 132 143 218 208 229 196 155 175 13 104 114 109 115 105 127
CLASS ety 00 O 00D 0. 00 a0 8 106 9 g
MODE 030 0 0 G .0 .8 Q40" .0 0. 0 0 8.0 0 0
EQUIPM'T ol 1 1 v 1 T 1 1 11 1 14 16 12 10
MOVEMENT 031 4.4 4 4 ol o 4 4y od. . 4 4 54 4 7 igils g
ARRIVAL 0-9F 0 0 0 0 0 D g D0 B0 0 0 6 0 0
MAX STREN. 0-15] 9 9 9 9 9 9 T T 9 "9 9 3 “@dg g
INIT. STREN. 015} 6 7 6 9 9 9 9 9 9 5 6 6 3 3.4 7
RATING 018tz e &y 8 '8 8 2R TR & %66 7' ¢ vigihg
RANGE 015 0 0 0 O 0 -0 0 0 0 DD 0 T 0. D 8
FATIGUE 1 ] e s TR tF R o i 7. YEdy n
EXPERIENCE Daf4d & & 3 .3 .3 3.3 3 g 48 4 3 4 4
ATTACHM'T 0-4 IN/JA N/A N/A N/AN/A N/A N/AN/A N/A N/A N/AN/A 1 1 1 1
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SCENARIO Niiti'onali't?' 1ofng M 1 3dind
SINGAPORE | CWEALTH Res | ® Res

4thInd
CD i

4th Bde

"';'_lst'":ﬁde_f' - L X 2nd Bde _
2Mal Bde

|12thBde | 6/15Bde |

’lstan: -
™M

{\Arg | [

2nd Bn
2G

o 19H | P

1 3rd Bn

17D

HEADQUARTERS DATA

FORMATION HQ | (XXX) HQ 1/BDE 2/BDE 3/BDE 4/BDE
HQILD. | I81] Southern | 12thBde 6/15Bde | 8thBde 2Mal Bde
UNIT TYPE [8] Infantry Infantry | Infantry | Infantry Infantry
HOADMIN | 071 2 g baaa ]
LEADERSHIP 0-7
HQ SUPPLY 0-7
BRITTLE 0-1 0 B _ ]
MOVEMENT | 0-31 = N/A | N/A | N/A N/A
ARRIVAL 0-99 0 N/A N/A N/A N/A
LOCATION | &y | 1414 N/A _N/A | N/A _N/A

BATTALION DATA

FORMATION I/X|1/1 21 371 41(V2 2/2 3/2 42 (1/3 2/3 3/3 4/3 (14 2/4 3/4 4/4|1/- 2/- 3/- 4/-
UNIT LD. Blf Arg 19H BB Jat 18P 13F 10B Bah Gar{IM 2G 17D  |Res Res Res CD
LOCATION (x,y) |1312 1412 149 138 148 128 11,9 118 129|1911 22,11 249 11,10 11,12 12,11 15,4
CLASS 0-13 10 0 0 0 0 o 13::9.:.:8 13
MODE 0-3 0 iy, et

EQUIPM'T 0-31 13 12 15 19
MOVEMENT 0-31 4
ARRIVAL 0-99
MAX STREN. 0-15
INIT. STREN. 0-15
RATING ~ 0-15
RANGE 0-15
FATIGUE 0-7 7
EXPERIENCE 0-7| 4 5.3 3 4 4
ATTACHM'T 0-4 |N/A N/A N/AN/A N/A N/AN/A N/A N/AIN/A N/AN/A
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SINGAPORE - Briefing

.; SIDE =
J (COMIMONWEALTH ]

Singapore

~ ~SCENARIO [16]
L )

- CORPS [16] -
25th Army

] Malaya

CORPS [16]
Command

COMMANDER [16]

—_ "BRIEFING [26] - _;
Imperial Disaster -
_ | Feb 8th - 15th, 1942 |
8

Gen Yamashlta

N ,COMMANDER[16] —
j (l-.,t-Gen Percwal ‘]

RELIABILITY '
1 0 (0-3) 0

( STRONG AXIS

| ERRATIC

ALLIED

nite
8th FEB 1942 :

(cLEAR
BUILDING |
TROPICAL |

I'%

SINGAPORE - Terrain Effects Chart

TERRAIN
CODE

TERRAIN
NAME

TERRAIN COSTS PER HEX

ATTACK EFFECTS

(T0-T15) [10]

NON-MECH
(0:31)

(0-7)
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)/
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T8 | Pamland® | 0
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SINGAPORE - Objectives & Misc. Factors

IL.D.

" Name
[11]

Map Loc
[x,y]

Div.

(0-3)

Def.
(0-1)

Start
(1-99)

End
(1-99)

Pts/T
(0-30)

Pts/E
(0-255)

10(AX)
11(AX)
12(AX)

]urong_

5'5 Tengah . 'AB?? |

Kranji

. Manda1

T1mah
Naval Base

_ Sembax_yang

Singapore
Thompson

Seletar AB
Changi

1,10
5,9
67
9’4.. ¥
97
10,9

iag

13,4
14,14
15,9
16,6
24,7

ra

=
—

31
S

. 3
31
31
31
31
31

31

al
31
31

: 5

—

SIGEe 1
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o

B
10
10

1(AL)

10(AL)
11(AL)
12(AL)

Pasir Laba
Jurong
Tengah AB
Kranji
Manda1
Timah

Naval Base
| Sembawang

Singapore

 Thompson

Seletar AB
Changi

110
59
i
94
97
10,9

132

13,4

1414 |
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16,6
24,7
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2nd Hex =
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HEX PENALTY (AXIS/ALLIED)

dthHex= |2[3]
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RED BHAROR

Cregor Whiley Reviews
Dynamix' WW1 Aerial Combat Simulator

Just occasionally, the incredibly hardworking personnel of SSG
get to lift their heads from the grindstone, and survey some other
areas of the gaming world. From our vantage point, the most
crowded area seems to be that of flight simulations. The world’s
entirearsenal of high tech warplanes has been simulated down to
the last pixel, including some that have yet to fly.

Facedwith this overcrowding, game companies turned, in a mag-
nificent display of herd instinct, to Historical Air Combat, now
a distinct genre in its own right. A bunch of WWI air combat
games came out at the same time, and the game that caught the
interest of resident SSG flying ace Gregor Whiley was Red

Baron. '

Red Baron comes with a lavish, su-
perbly produced manual, only about a
quarter of which deals with the me-
chanics of game play. The rest of the
book is concerned with WWI aviation
history, personalitiesand tactics,and is
very readable. Also notable are the
maps of the various frontline areas that
you fly over.

The flight simulation field is basically
split between air combat games, and
air combat simulators. Air combat
games emphasise ease of play and
combat, and experienced users can
usually rack up big kills and scores.
Their Finest Hour is an air combat
game, Falcon is a highly technical
combat simulation.

Red Baron is an interesting attempt at
having both ways. There are eleven
different parameters, like allowing
midair collisions, which can turned on
oroff at will. There are also three differ-
ent settings for both the combat level
and the flight model. If everything is
turned on, you get a very justified
100% difficulty rating, which also acts
as a score modifier. With easy combat
and flight chosen, and a few of the
nastier options turned off, the game
becomes much easier, and beginner
pilots stand a chance of survival.
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Nevertheless, learning to fly Red
Baron still takes a while. The aircraft of
that time were fragile and underpow-
ered, a fact faithfully reflected in RB. In
the expert flight model, staying alive is
quite tricky. Stalls are serious affairs,
while spins are simply frightening, as
your aircraft hurtles out of control to-
wards the ground. Worse still, various
aircraft, usually German, have a ten-
dency to shed their wings in steep
dives. While you can recover from a
spin, wing loss definitely provokes
that sinking feeling.

If you persevere, the result is highly
rewarding. Each plane feels quite dif-
ferent. Combat is tough and unforgiv-
ing, and the dogfights are tense, con-
fused and exciting affairs.

RBhasa variety of singleand historical
missions, which serve as an excellent
introductory experience. You can
choose to fly for either side, and edit a
number of the mission parameters.
This can help the beginner. For ex-
ample, in the Dogfight an Ace mission,
you can give the odious Goering some-
thing fairly harmless like an Albatross
D.II, while you outfit yourself with the
rather snappy Sopwith Snipe. Lateron,
you’ll be able to deal with him on equal
terms.

Thereal meat of the gameis tobe found
in flying a campaign. You choose your
side and the time of your enlistment,
and set off to survive the war. You then
get a series of missions, basically re-
plays of the types available in the
single mission section, thrown at you
until either you die or reach honour-
able retirement at the end of the war.
Enlisting early in the war, in the Ger-
man Air Service, you are handed a
Fokker Eindecker to fly. You won’t feel
terribly happy about this, until you fly
its opposition, the Morane-Saulnier
Bullet, which has all the flight charac-
teristics of a bullet, except the speed.
Thankfully, any two seaters you come
up against are even more feeble than
you are.

As you proceed in your career, your
kills and score should mount. As time
passes, both sides introduce new air-
craft. Unfortunately for you, no matter
what side you fly for, this processis not
synchronised. You will inevitably find
that the other side will be issued with
spiffy new types that vastly outper-
formyours. Your side will notsee what
all the fuss is about, and politely re-
quest you to soldier on in the now ob-
solescent crate you’ve always flown.

These new aircraft really do make a
difference. Each new aircraft is gener-
ally fasterin climb, dive and level flight
thanits predecessors, meaning that the
enemy has three different ways of get-
ting away from you. Often they are
more manoeuvrable to boot, making
them even more formidable.

There are a couple of ways to deal with
the problem. Firstly, advance to the
rank of Captain or Rittmeister as soon
as possible, thus getting first pick of
any new aircraft. Lesser mortals below
this rank struggle on until the new
types become generally available for
squadron service, which might meana
few more months of flying hell. Being
wounded, oraPOW, isalso good foran
honourable two to three months out of
the fray.

The Germans have a couple of rough
periods. The Eindeckers are retained
for far too long, and you can still be
flying them in late 1916, when the Al-



lies have Sopwith Pups and Nieuport
17s, and memories of your superiority
over the “Bullets” havelong faded. The
Albatross D.V also has a bad time with
Camels and S.E.5s, until the arrival of
the Dr.1 triplane.

The Allies are also asked to bat on
sticky wickets from time to time.
Flying the aforementioned “Bullet” is
very character forming. Also, the
months of February, March and the in-
famous ‘Bloody April’ 0f 1917 are good
times to avoid, as ‘the newly arrived
Albatross D.IIIs sweep all before them.
There is no provision in the game for
becoming an instructor pilot, or doing
a tour selling war bonds, but if there
were, this would a great time to exer-
cise the option. May and June 1917 see
the arrival of the S.E.5a and the Camgl,
and after that the Allies have nothing
to fear from inferior machinery.

The Dr.1, as flown by the Red Baron
himself, is a delight to fly, and will get
you onto the tail of another plane
quicker than anything else. However
its slow speed makes the Dr. 1 some-
thing of an all or nothing proposition.
Either you shoot them down, or they
getyou, asthe planeistoo slow for easy
getaways.

One of the great achievements of Red
Baron is that is has put the flight back
into flight simulators. In reality, any
pilot with pretensions to surviving
more than a few weeks became a very
good judge of combat situations. If
they developed to his disadvantage, he
would have to turn for home. Even
Biggles ran for his life from superior
forces, especially if he was on his own.
If you are playing RB as a game, it’s
very easy to throw yourself into every
combat, in the sure and certain knowl-
edge that resurrection is only a backup
away. If wounded or outnumbered,
you ‘bravely’ fight on in the face of im-
possible odds.

To my mind, the real pleasure in RB
comes in trying to last the entire war
withoutdying, or resorting to backups.
Suddenly, thereisa lot more at stake in
any combat, and those impossible
odds don’t look so tempting. All this
requires is a certain amount of savvy

and an entirely authentic
cynicism towards the war
effort.

Flak (or Archie as it was
known) has an uncanny
way of ventilating your air-
craft on balloon busting }
missions. It happily fires
right into the middle of [
dogfights, and it never hits [
your opponent, only you. ==
(This from a service onboth
sides that couldn’t hit a
moored Zeppelin at fifty
feet). The best way of deal-
ing with balloons is to let your com-
rades attack the balloons, while you go
after the defending planes. You cando
the heroics later, when flak damage
won'’t be such a handicap.

The same goes for the bigger bombers
of the late war period, who havea very
lethal flexible machine gun coverage.
Let the Fokker fodder handle them, get
the escorts, and then, if you feel you
really must try to stop some insignifi-
cant ground target being bombed,
choose only high speed, high deflec-
tion attacks.

Lastly, the ability to count in dogfights
is essential to survival. I have found
that it is possible to handle 3 or some-
times 4 opponents on your own in a
dogfight. Numbers beyond that will
simply overwhelm you. If things get
that bad, you must forget the Boys
Own stuff and simply run for your life.
After all, you probably joined the air
service in the first place to get away
from the senseless slaughter and sacri-
fice of trench warfare.

I must add a final point about the cyni-
cal approach to air combat, which the
programitself employs. As your career
progresses, you begin to receive chal-
lenges from other aces. Picking up the
flying gauntlet is not compulsory, but
the fights are the stuff of some ripping
yarns. Your opponent will be very
good, but there will only be one of him,
and you should prevail in a fair fight.
However, a certain RFC pilot, ‘Mick’
Mannock, who one reference book
called a ‘ranting, proselyting socialist’
obviously skimped on his reading of

Taking a Well Earned Drink!

SSG's very own flying ace Gregor von While, relaxes
between missions

English boy’s classics. He challenges
you to duel, and when you turn up at
the appointed hour, you find that the
ruthless swine has brought a couple of
friends along. Obviously his socialist
beliefs prevented him from playing
cricket and learning about fair play.
The trepidation that you feel counting
the opposing aircraft is matched only
by the great satisfaction obtained by
shooting all the unsporting bastards
down. It’sa lovely touch ina delightful
game.

There are a few caveats about the
game. The enemy always appears di-
rectly in front of you, and normally at
the same height. It would be much
more exciting, perhaps as an option, if
they could appear from anywhere.
This would combat the fact that the
missions do seem the sameafteralotof
playing.

The most annoying flaw is the midair
collisions option. I don’t believe it is
possible to get through the war with-
outoneof yourownside flyingstraight
into you, let alone an opponent on an
opposite tack in a dogfight. On the
other hand, if there is no collision de-
tection, itallows a very cavalier style of
dogfighting, where you can fly straight
through your opponent. There mustbe
a middle ground somewhere.

Red Baron is an air combat simulator
that does a superb job of bringing you
a very real picture of WWI air combat.
It is highly recommended for all those
pilots growing somewhat blase with
the single-handed destruction of entire
air forces in air combat games. *
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EDITOR'S... (from p. 3)

Declining demand (or abandonment
by their manufacturer) makes it no
longer practicable for us to cater for
them. Reluctantly, from Issue 21 on-
wards, there will be no disks made
available for these machines. If any
subscriber has any credit extending
past this dealine, we will be only too
happy to make a Kefund on a pro-rata
basis.

Of course, if you wish to switch your
disk subscription to IBM, Macintosh or
Amiga, just write to us and we’ll make
the change immediately.Itdoesn’t cost
anything.

JUST RELEASED -

Since the publication of Issiie 16, we have
released Decisive Battles Vol II (Macin-
tosh), Panzer Battles (Amiga)
MacArthur’'s War (IBM), Gold of the
Americas (IIGS) and Warlords (Macin-
tosh).

ABOUT TO BE RELEASED

We hope to release the following titles
in the upcoming months.

IBM - Carriers at War

Macintosh - MacArthur’s War, Carriers
at War

' Amiga - Rommel, Decisive Battles (Vol I),
Carriers at War

IIGS - Rommel

ONLINE UPDATE

We have been very pleased with the
response to our online connections,
especially on Compuserve. We’ve had
long discussions with end users, been
able to offer immediate product sup-
port and also let people know about
new SSG products.

Compuserve libraries contain scenar-
ios, most created by end users and also
demo versions of our games for down-
loading. We log on about every two
days, so response time is much quicker
than sending a letter. If you're already

48

online, why don’t you drop us a line. If
you’re not, think about it. Apart from
being worthwhile it’s also great fun.
Compuserve: Strategic Studies Group
- 72040, 34

Applelink: Strategic Studies Group -
AUSTO0161

GEnie: S5G

LETTERS... (from p. 20)

defend there. Examples might be or-
ders to move to and defend a hill or
river line. I can usually manage to get
my regiments moved to the terrain I
want and get them deployed, but the
gamemechanics do not make thiseasy.
The regiments also tend to spread out
beyond the bounds of the feature I
wish them to defend.

Second. when I pick the option for the
regiment to approach the enemyj, it is
very irritating when the first brigade
contacts the enemy and the computer
defaults to defend. I would like the
choice to default to support or perhaps
to probe. When the brigades defend
they all wander off looking for good
terrain instead of massing on the en-
emy in preparation for an attack. Why
do they think I sent them there? In a
tight situation they may not have the
opportunity to regroup unless I can
pull them off the line by reserving
them. This usually causes unaccept-
able delay.

Third, I would like to be able to direct
artillery to perform counter battery
fire. I have noticed that artillery bri-
gades well behind enemy lines do suf-
fer minor combat results which I as-
sume is meant to represent counter
battery fire. It would sometimes be
helpful to be able to direct it.

Fourth, Iwould like to be able to use air
power in ways other than directly in
support of attack and defence. This
idea came to mind when I found my-
self in situations where no enemy were
in contact and I had to waste OBS.
Couldn’t planes be used to perform
other functions such as interdicting
enemy movement? I realise OBS can

represent several different types of off
board support including ship guns.
Fifth,Iwould like to see weather effects
on combat. [ haven’t noticed any affect
if weather is already programmed into
the game.

Those are the suggestions I have for
now. Again I want to say I really enjoy
playing Panzer Battles. I plan to
purchase Halls of Montezuma and I am
very excited about Decisive Battles of the
American Civil War: Vol One.
Sincerely

Gregory S. Smith

Daly City, CA

USA

MALAYA... (from p. 37)

hancement values are 0. The General
Enhancement values are 6 (Axis) and 2
(Allied). AIl/C64 users may wish to
experiment with play balance by alter-
ing the general enhancement values.
Note that you will need the Panzer
Battles master disk or the complimen-
tary Battlefront System master disk
given out to C64 disk subscribers with
Issue 14.

Finally, save again and the scenario is
ready to play.

NOTES FOR IBM USERS

IBM users with CGA, MCGA, Tandy
or Hercules graphics, or using the first
edition of Halls of Montezuma, can
create the scenario using the advice
given above.

IBM users with EGA or VGA cardsand
the Rommel (or subsequent) master
disk have access to our “full-map”
graphic routines.

For a detailed description of the proce-
dure, read the article in Issue 14.

ERROR... NO SPACE

There will be some belated variants for
the malaya and Singapore scenarios in
the next issue of Run 5. *




Strategic Studies Group

invites YOU to step into the past and make YOUR contribu-
tion to the exploration, colonization and exploitation of the

NEW WORLD

No Experience Necessary

(although a taste for larceny and skullduggery won't hurt your chances)

His Majesty graciously
permits you to donate
14285008 to the Croun

Gold of the Americas gives up to 4 players the opportunity
to embark upon a lively and entertaining journey through
history. You play the role of one of four powerful European
nations (Spain, Portugal, France or England), guiding your
country’'s endeavours in the New World for the three-hundred
year period from 1500 to 1800.
In each ten-year turn, you have the opportunity to

© raise and deploy armies, procure colonists and

slaves, equip trading vessels, galleons and privateers

and outfit expeditions to explore unknown territory

© pillage the mighty Aztec and Inca Empires

© mine gold and mineral resources

© encourage your colonies to prosper by investing in
development
© discourage your colonies from becoming independent
by placating them as soon as they get restless (I
mean... who needs a United States of America?)
© raid the possessions of your rivals and, when the op-
portunity arises, invade and add them to your Empire
© learn to live with the rapacious demands of greedy
monarchs (siphoning off as much loot as you can for
your personal use isn't really tax evasion... it's more
like providing for a rainy day)
so that by 1800, if you have gained greater glory for your
King and Country than any of your opponents, you can be
sure you will get your just reward. And don't worry... your
computer will gladly take any positions not occupied by
humans. Just don't pick on veteran computer opponents for
an appetizer.

Available now for IBM, Amiga and Atari ST computers.
Soon for Macintosh and Apple IIGS.

Your navy sinks 2
Diabolical French
iprivateers

Atlantic

How to Purchase.

In North America, visit your retailer or call Electronic Arts 800-245-4525
(in CA call 800-562-1112) for VISA or Mastercard orders or write to Electronic Arts, P.O. Box
7530 San Mateo, CA. 94403. In Australia, write to SSG, P.O. Box 261 Drummoyne, 2047.




FLEET CARRIER OPERATIONS IN THE PACIFIC

The infamous Japanese attack on Pearl
Harbor plunged half the world into
war. Re-enact all the crucial carrier

battles from that awesome conflict...

Pearl Harbor,
‘Coral Sea,
Midway,
Santa Cruz,
Eastern Solomons
and Philippine Sea

Your task is to seek out and destroy enemy carriers, fleets and air
forces... before they can do the same to you!

Carriers at War is, graphically and technically, a superb simula-
tion of World War 11 air/naval operations. The intensity and
uncertainty of carrier battles is brought vividly to life. Hundreds
of ships and aircraft are individually modelled, while the natural
and intuitive interface makes giving orders easy.

Screen Shots are from the IBM version

A TR
. a2

; .‘r.——._ T .“: -. o

‘ "
Fm'__

To purchase Carriers at War, visit your local retailer or call SSG
Inc. on 904-494-9373 (fax 904-494-9374) in North America or
call SSG P/L on 02-819-7199 (fax 02-819-7737) if you live any-
where else. RRP for the IBM Version is $US 60.00 (North
America) or $AUD 75.00 (Australia and elsewhere)




