in the Japanese magazine

th
ified version of Avalon
the

several times 10 1S & ing upon iteach time

Stalingra and an area/impulse system Turning Point: Stalingrad -

mediately comes to mind. But 508 has neither the complexity DO the detai

of this predecessor §oS is much more similar to Storm ver Port Arthur
(SoPA), pub\ished in Game }ournal #10,als0 b Nakamura Sensei. SO
almost seems like a first draft of S0S The situation (s very similar (the
Russians have their back 10 the seaand ar surrounded by the }apanese),
the system is almost the same (without cards),but it has been, for SoS,once
again refined and puriﬁed.

TETSUYA NAKAMURA Tn a nice box (if you like orange),you’\\ find: a sheet 0f1965/8” counters

ADAM STARKWEATHER designed with simplicity and efficiency in mind, two map-halves providing

N‘KOLA;E:‘\:,\:; 5 x 42,2 well put together rulebook of 8 pages

Tetsuya Nakamura . Adam featuring Many exampl ack of 55 cards. These are
. mponents. The map, though perhaps @ little drab,is 2 successful

! ion of efficiency: elegance, and ambiance: Expect nothing less from

15 minutes. 1t takes about 13 other

r, and Nikolas TUCIE  conbination
the shock trio shoots again. bi. The rules an belearned i
minutes 1 punch out the counters, setUP

And this time, they want us to play
THE BATILE
Russians have their backs 10 the Volga an.d

the Battle of Stalingrad in less than
three hours. Let's see. The situation 18 51mp\e.The. ar
mmust hold on 10 @8 many of their positions a8 possib
the face of pretty healthy German forces. Russian reinfor
A ittle by little lace the retreating ©

crammed ferries an ep
1 the other hand, take whatever 10

German re'mforcements, 0
¢ of victory Zones

to reach the combat Zone-
me, players mustbid on the numbe
hwitha+3 defensive bonus) on 0 which the
lays the Russians

Before starting the ga
(there are seveR on the map,each W
o bids the highest number P
in the game-

Russians can
e jsbidin order tow

es of play, W0 D6s,and...aP

cements
¢ dead Kamarads.

utes are av ilable

BATTLE 53



54-BATILES Ho

Q{STEH BASICS

The game plays on an area-based map (23 areas in total)- Fach ared
is defined by @ Jefensive bonus: Control of an ared ;s rewarded with the
defensive bonus & well as easier movement 10 and from the area- Units
(infantrys motorised and mechanised infantry, reconnaissances an

firepoweb movement, Jefense. AlsO noted

player but merely informative for the Russian- Units have a“fresty” and
“spent” side, the latter containing oniy @ diminished Jefense rating: Units
are turned onto their spent side once they have suffered a10ss OF have
completed an action.
The game s based on alternating impulses.Each player selectsan areain
which he will choose the units that Wi move
activate units together that belong t0 the same division, W
some trouble for him as the game progresses: Units can move of attack
units within their area or ant adjacent area. A unit can always penetrat into
an enemy area, but can never cross an enemy areatoattack another (whid
s while the fastest units only have four).

defenders. There are several Ways {0 absorb a10ss: flip aun
spent, retreat a unit (freshoor spent) toan adjacent friend\y—contxo\\ed area,

or eliminated unit.

ering the situation on {he map,one May get
but a tiresome counter—push'mg game.

While the overall strategy and general {actics seem dear from the start
and doritallow for much surprise Of brilliant ideas, players find victory in

the management of the finer aspects of the game-
TFor example,the stackinglimit of tenper arcd requires careful planning

Onthe SoSmap chaos isking: To win, you Joritneed the perfect
adapt 1o combat results
and the unfolding of events. Combat inputs alot of randomness
and defensive [movements are unpredictab\e and numerous.
More importamly, in your hands you Told the clements that can
change the game completely: cards. Bach playerhasa deck 0
cards. The German player will always have six in hand while the
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g on the turm has three t0 six. The player who
;ddle of the city)

Russian playen dependin:
G ayev Kurgath the hill in the ™
tant for the Russian

controls area
can have an extra ¢ Ttappears extremely PO
playerat Jeast for the first to keep control of this area-
Cards can replace an action, y action, Of support
ing of the
an attack
mits the Russian

ction. The ar
Inerable area,

an a
my )’ per
order to reinforce a v

turn to“te
to eliminate ene

layer to play two round:
oneatd time, but it

for example, €t¢-
Combinations & i car
onent has ed. For example, (he
(allowing s troops to move and
ussian counters with “Defensive challenging fun,
 areawithouthis unitsbeing j f that willbe T
«Russian AmmO enyou 0 \ll or whenan©
ines’ It - 101 for initiating DV omers {0
ings of a futare little assic’-

1d wargaming

is poss
German player
attack in the s

1) Russian Counterattack-. If the German player oses control of one Nis starting
areas, he loses 01 factical card (the Russian player f ndomly selects one). Until he
has re-gained control of the ared. the German player receives 0 per turn
than indicated.
7)No Retreat!: Once per turm,
the German players resolves an attct:
the battle. The Russian player takes NS

ts tha

ne fewer card

“No Retreat!” before
olls three D6s instead
mally but can

n. The car
without incorporating them into t
ye been nice 10 gee earlier. of o o esolve the
immediately bring back into the area units that have refreate
long time» S08 has P_\USS\AN TACT'\CAL CARD - FRIENDLY FIRE: May be p_\ayed instead of “Ch_ukw
rallies the troops - This card must be played pefore resolving 3 German attack in an
ining German units. The casualties are applied against the German units in

nor the game
the area.
GERMAN TACTICAL CARD - STUKAS ON THE VOLGA - May be played instead of
X Layer resolves N attack (Firepower = b) against a Ferry
its can not retreat. This

{he ultimate game on St
dand indispensable little game.
“Dive Bombing -
Landing box. The defensive value 0
N

card can be cancelled out Dy

cds simplicity: Ttis
i area containin

th a turn toWa
of the year,but 1t

managed 0
certainly not
;s definitely 2 very 00



