
Supporting strategy gamers across the globe… come see our website at http://pages.about.com/strategygames 

Volume XXX, Issue 10, Number 339                                              $1.50 per copy                                                              June  2000 

Editorial, News bits 1,10 

Masthead, Administrative, 
Treasurer’s Report 

2 

Game Variant: Stalin’s Tanks 
Plus Two 

3 

Review: Warp Spawn Games 
website  

4 

Military Movie Star Profile: 
James Mason 

4 

Column: Likes to Win, Loves 
to Play 

5-6 

Issue Game: WATERLOO 20 
by Joe Miranda (complete in 

7-11 

Convention Listings 12 

Table of Contents 

H ou s e  O r g a n  o f  t h e  S t r a t e g y  G a m i n g  S oc i e t y  

EDITORIAL 

Well, here we are halfway through the year already. In this issue we have: Mark 
Jackson on some new German games and games of "chicken"; Part Two of a game 
variant for Stalin's Tanks, which could be fitted onto any simple tactical armor 
game; and a profile of James Mason (I‘m having fun doing these profiles!).  
The gem this issue is the complete game, Waterloo 20 by Joe Miranda, just in time 
for the 185th anniversary of the battle. Is it possible to get a reasonable simulation of 
the ebb and flow of this climactic confrontation out of a game that has only 
TWENTY counters? Yes, it is! Try it and see. -BTG 

CALL FOR VOLUNTEERS!  
 
OK guys, we need some help. As you will see, the copies of old Strategists that are 
on MagWeb are getting a decent amount of hits, generating revenue for the SGS 
(George Phillies reports $25 for our first quarter, but this is just a start). But there 
are as yet not many issues available online, because MagWeb is a one-man opera-
tion, consisting of Russ Lockwood and his scanner. We need volunteers to scan arti-
cles from old Strategists they have in their own collections, OCR them, and send 
them directly to Russ Lockwood at MagWeb (see below). If you don’t have a scan-
ner but you do have fast fingers and lots of patience, you could even type them in 
directly! It’s all the same in the end.  
 
Russ advises that plain old ASCII text or .RTF (Rich Text Format) formats work 
best. Back issues that are being posted to MagWeb are those that are out of print, i.
e. those that do NOT appear in the list of back issues offered for sale on page 2. So 
if you are a member from way back, please help us out and convert your back issues 
into electronic files - and more revenue for the Society! Russ Lockwood can be con-
tacted at magweb@magweb.com. MagWeb itself, if you haven’t been there yet, is at 
www.magweb.com. 

HI MOM !! 
Look , I’m  on  t h e cov er  of t h is 

m on t h ’s St r a t egist …. 

BOULDER GAMES DOUBLES ITS DISCOUNT! 
 
As you all know, Strategy Gaming Society members get a 5% discount on every or-
der they place with Boulder Games. But now, Mark Bakke has decided to grant an 
EXTRA 5% discount to anyone who joins the SGS through Boulder Games, so that 
if you place an order when you join, you get 10% off your game purchase! It’s get-
ting easier and easier to join up, and membership benefits are aboundin’ - so tell 
your gaming friends who haven’t joined up yet about this deal. Not only will your 
friend get a deal, you’ll also get the recruiting bonus! 

Contact info:  
Website: http://BoulderGames.com; E-mail: BoulderG@aol.com 

Toll-Free Order Machine: 800-299-6565 
Info Line 10-3 weekdays: 912-935-8777 

Fax: 912-935-8777  
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Annual membership dues for regular membership 
are $15.00 if you live in the USA or one of its 
imperial possessions, US$18.00 if you live in 
Canada or Mexico and US$25.00 if you live out-
side of North America. Additional persons living 
at the address of a regular member may join as 
Affiliate Members for US$1.00 per year. Affili-
ates are voting members of the Society but do not 
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Phillies, 87-6 Park Avenue, Worcester MA 
01605.  
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with a one-month extension for every member 
you recruit or every 2/3 of a page of your material 
as it is published in Strategist. 
 

SUBMISSIONS 
 

Articles for Strategist are most welcome! The 
press date for the next issue of Strategist is the 
20th of the month of the current issue. Material 
should be sent to the Editor. Electronic submis-
sions via e-mail plain ASCII format are even 
more welcome. Electronic submissions via a 
mailed floppy disk (again plain ASCII format) are 
OK too; I can take either PC or Macintosh for-
matted disks. Typed or laser-printed manuscripts 
will be scanned and so should be prepared in 
column widths of nor more than 4”, single-spaced 
with a blank line between paragraphs, using a 9-
10 point serif font like Times New Roman (the 
same as this paragraph). Handwritten manuscripts 
(except for short want ads) and items printed on 
dot-matrix printers cannot be scanned and so are 
not acceptable. If you are sending some form of 
graphic material, e.g. diagrams or game compo-
nents, please submit clean black-and white origi-
nals suitable for scanning. 
 

SGS PUBLICATIONS 
 

Back issues of Strategist are available as a serv-
ice to members, for US$1.00 each. Many back 
issues are available, going back over 25 years to 
the founding of the Society. Beginning with Vol. I 
(1973), we have many of the following still avail-
able: V.1#3-5.8; V.2#4,5,7-12; V.3#4,5; V.4#1-3, 
5-12; V.5 all; V.6#1-5, 7, 9-12; V.7#1-4, 6, 7, 10, 
12; V.8.#2, 4, 9-11; V.9#1, 10; V.10#1-4, 7-11; 
V.11#1, 3-12; V.12#1-6, 8, 10-12; V.13#1, 3, 5-
12; V.14#1-10. Some more recent issues are 
available: write George Phillies for details (back 
issues less than two years old sell for US$1.50). 

Pimper's All The World's Wargames By game 
collector Jeff Pimper, the four volumes of this 

labor of love list the title, publisher, year pub-
lished, and descriptive for over 2,000 published 
board wargames. Volume I (1958-77), Volume II 
(1978-83), Volume III (1984-88), Volume IV 
(1989-95). Volumes are US$4.00 each and are 
available from George Phillies. 

The Wargamer's Encyclopediac Dictionary: 
Definitions and some longer essays for over 400 
words and phrases unique to the hobby. This 
volume provides a thorough coverage of our 
hobby's slang and history. Cost US$4.00 from 
George Phillies. 

TREASURER’S REPORT 

March 18 – April 22, 2000  
We are now at 119 memberships.  Since the pre-
vious report, we have had 10 new or renewed 
memberships. The arrangement through PayPal is 
still working. 
 
Treasury Balance 3/18/2000 ....$2232 
 
New Members: R Cannon, 325 Morning Mist 
Walk, Suwanee, GA 30024; Geoffrey  
Engelstein, 240 Sheffield Street, Mountainside NJ 
08807; David Blizzard, 367 Scenic Glen NW, 
Calgary Alberta, Canada T3L 1J5; Jason Mat-
thews, 702 Hart Office Bldg., US Senate, Wash-
ington DC 20510; Alan How, 3 Lynstead Close,  
Bromley, Kent BR1 3UE UK; Mike Lochtefeld, 
262 East Royal Forest Boulevard, Columber, 
Ohio 43214; Walter Wong, 76-58 172nd Street 
NW, Fresh Meadows NY 11366…………...$118 
 
Renewals: Roebuck, York,  Hooton………....$45 
 
Interest....…………………………………...…$2 
 
Back Issues.……………………………..…...$50 
 
To Publisher Greg Schloesser......................-$300 
 
Treasury Balance 4/22/2000 ... $2146 
 
Very Old Publisher's Adv. Acct 4/22/2000 ... $34 
 
Publisher Schloesser Advance Account ($300 - 
Feb, Mar, Apr issues 255.87 +$300 Adv) ....$344 
 
Publisher Train Advance Account (3/4/2000 in 
lieu of year costs for current members)……...$34 
 
Treasurer Postage and Magweb Account (copying 
old issues; sending to MagWeb) …-$40 
 
Total of Treasury and All Advance Accounts 
4/22/2000...........……………………..…..$2517 
 
Treasury includes Special Fund for the Advance-
ment of the Society………………………..….$7 
 
Treasury includes $ in  PayPal Account…...$150 
 
George Phillies 
   Treasurer, SGS 
   April 22, 2000   Worcester, Massachusetts 

PAGE 2 STRATEGIST VO LUME X X X , ISSUE 10, N UMBER 339 



Supporting strategy gamers across the globe… come see our website at http://pages.about.com/strategygames 

PAGE 3 STRATEGIST VO LUME X X X , ISSUE 10, N UMBER 339 

STALIN’S TANKS PLUS TWO 
- game variant by Brian R. Train (first pub-

lished in Vindicator magazine) 
 
This article continues gluing chrome onto the 
1981 Metagaming game Stalin’s Tanks. In this 
part, I will present a simple point cost formula 
and some extra data for the units in the game, 
for use in Design-Your-Own (DYO) scenarios, 
and two systems for incorporating morale and 
command control into the game.  
 
29.0 Unit Point Costs  
After a few tries, I derived a point cost formula 
that did not turn up too many anomalies. See 
the table for point values for all units supplied 
with the game and the extra units described in 
last month’s issue. 
29.1 Infantry and guns  
Point Cost = AT Factor + AP Factor + (2 x 
Defense Factor) + Special Factor  
Special Factors:  
Weapon Accuracy = +10 points  
Cavalry = + 6 points  
29.2 Armored Fighting Vehicles  
Point Cost = AT Factor + AP Factor + Armor 
Factor + (4 x Movement Factor) + Special 
Factors  
The Armor Factor is calculated as follows: 
Armor Class J = 10 points, adding 5 points per 
class to a maximum of 55 for Armor Class A.  
Special Factors:  
Well-sloped armor (circled Armor Class) = 
+10 points  
Open-topped AFV (SU-76, Marder III, 
Nashorn, halftracks) = -5 points  
Weapon Accuracy (circled AT factor) = +10 
points  
Turreted AFV = +5 points  
 
I would have liked to have included something 
like a Rarity Factor to account for the fact that 
very few of some tanks were produced (and 
therefore should be more ‘expensive’). For 
example, only 85 PzJg VI "Jagdtigers" were 
ever built, but they seem to show up in almost 
every East Front tactical armor game. Mean-
while, over 2,800 Marder III tank destroyers 
were built by the Germans and most of them 
served on the Eastern Front, but this vehicle 
was left out of the original design. You should 
use your own best judgment and knowledge 
here.  
30.0 Morale  
Battles are rarely if ever fought to the last man 
and gun.  
30.1 Troop Quality. In this variant, morale 
derives from troop quality, which comes in 
three flavors:  
Elite = top-quality SS or Wehrmacht troops; 
Soviet Guards units with significant combat 
experience. Morale Number (MN) = 10, Hesi-
tation Point (HP) = 50%.  
Standard = troops normally found in engage-

ments on either side in the middle to late war 
period. MN = 9, HP = 40%.  
Poor = many 1941-42 Soviet troops; Axis Al-
lies except Finland; militia or conscript troops 
like Volkssturm. MN = 8, HP = 30%.  
Normally all troops on one side will have the 
same troop quality, but you may want to vary 
this. For example, in the Close to the End sce-
nario (25.5) the group of German at-start 
forces could be Poor quality, while the rein-
forcements could be Elite. In other situations 
you could raise or lower the MN or HP num-
bers to reflect that one side is in a desperate 
situation (e.g., fighting to break out of an en-
circlement).  
30.2 Hesitation Point and Checking Morale. 
Next, you need to derive each side’s Hesitation 
Point (HP) in terms of units lost. Round all 
fractions up, so for example a 16-unit force of 
Standard quality troops will reach its HP of 
40% (and have to start checking morale) after 
losing its seventh unit. In situations where one 
side or the other is reinforced, figure the HP 
for the total number of units that will enter the 
game.  
A player must check his morale at the begin-
ning of each of his Player Turns after he has 
reached his HP. He rolls two dice and adds the 
following modifiers:  

+1 for each unit after the first that 
was destroyed during the preceding enemy 
Player Turn (so if three friendly units were 
destroyed, he would add +2 to his roll - re-
member that this is not cumulative from turn 
to turn)  

-2 if enemy’s morale is Shaken  
30.3 Shaken Morale. If he rolls more than his 
MN, then his morale is Shaken. It is possible 
for both sides to be Shaken at the same time. 
The following effects apply to all his units for 
the rest of the game:  

a) In the Defensive Fire Phase of 
each turn, he must roll on the Discombobula-
tion Table (see below) to allow a unit to fire or 
conduct a close assault. Units test individually.  

b) All attacks against his units on the 
Anti-Personnel Table or Hit Effects Table are 
shifted one column to the right (So a 2-1 attack 
becomes a 3-1, for example). This doesn’t 
mean that enemy fire magically becomes more 
destructive or accurate, just that your troops 
are now more likely to run away or abandon 
slightly damaged vehicles, when they might 
have continued fighting under more confident 
circumstances.  
31.0 Command Control  
It is generally agreed by historians of the pe-
riod that the great German victories in the 
early period of the Great Patriotic War were 
due to the fact that they were less confused 
and more "operationally agile" than the Soviet 
troops at this time, and not to any inherent 
advantage in armor or firepower. This aspect is 

(Continued on page 4) 

Soviets    

Type # Pt. Cost Yr Intro/ Appx Prod'n 

Inf 8 18  

Cavalry 6 20  

HMG Sect 2 22  

AA 37mm 1 24  

ATG 45mm 2 34  

ATG 76 2 52  

ATG 57 2 42  

AC BA-32 2 70  

T-34A 2 105 late 41; 3,000+made 

T-34B 4 109 mid 42; 12,000+ made 

T-34C 6 114 late 42; 10,000+ made 

T-34/85 5 120 early 44; 19,000 made 

BT-7 4 85 37-41; 7,000+ made 

KV-1A 4 115 KV-IA and C: about 
5,000 built 40-43 

KV-1C 4 120  

KV-85 4 121 late 43; <200 made 

JS-2 2 134 mid 44; 3,500 made 

SU-76 2 80 mid 42; 3,000 made 

SU-85 2 116 mid 44; 7,000+ made 

SU-100 1 148 late 44; 1,200 made 

SU-122 2 139 early 43 

JSU-122 2 140 late 44; 1,500 made 

SU-152 2 141 SU and JSU models: 
2,500+ made fm mid-43 

JSU-152 2 142  

GERMANS    

INF 9 22  

HMG Sect 2 22  

AA 20mm 1 22  

AA 20(4)mm 1 42  

ATG 50mm 1 36  

ATG 75 2 54  

88 FLAK 2 62  

88 PAK 2 78  

1/2 TRK 8 29  

1/2 TRK -MG 8 31  

AC 234/1 1 61 early 44; 2,000 made 

AC 234/2 1 72 mid 44; 200 made 

PZ IIA 4 62 37-43; 8,500+ made, 
many conversions  

PZ IIIG 4 74 40-early 42; 3,000 made 

PZ IIIJ 4 79 early 42; 2,500+ made 

PZ IVD 2 80 37-early 42; 900+ made 

PZ IVF2 1 90 42-43; 1,000+ made 

PZ IVH 6 102 43-44; 5,000+ made 

PANTHER 4 139 mid-43; 6,000 made 

TIGER I 1 121 mid 42 - 44; 1,350 made 

TIGER II 1 147 end 44; 475 made 

Marder III 1 89 late 42; 2,800 made 

HETZER 1 112 early 44; 2,600 made 

NASHORN 1 111 early 43; 500 made 

ELEFANT 1 134 mid-43; <100 made 

STUG-B 2 75 40-41; 350 made 

STUG-G 2 97 mid-43; 7,500+ made 

PZJG V 1 145 mid-44; 400 made 

PZJG VI 1 144 late 44; <100 made 

GENERIC    

Barrage, light  30  

Barrage, hvy  50  

Entrenchment 10 10  

Hidden Initial 
Placement 

 5 per unit 

Mines  20 per mined hex 

Truck 3 15  
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WARP SPAWN GAMES 
 
Many Strategist readers have noted the 
appearance of Lloyd Krassner  games in 
recent issues, followed by his actual 
joining of the society. Krassner is actu-
ally a prolific designer of simple games 
and variants, all readily viewable at 
http://www.lkraz.tripod.com. For those 
of you unfamiliar with Internet company 
maneuvers, Tripod (www.tripod.com) is 
one of those companies started by a cou-
ple of college guys, in this case in the 
Berkshires. It offered free web space to 
anyone, and soon acquired a certain ca-
chet among Gen X types. After Tripod 
achieved a fair amount of popularity, it 
acquired Guestbook, and then in turn 
was taken over by Lycos (www.lycos.
com), a search engine giant then turning 
into a portal.  Lycos has pursued a vigor-
ous, almost maniacal, takeover strategy 
aimed at buying prestigious brand names 
for its Lycos Network of web sites. Like 
any Internet company worth its salt, Ly-
cos continues to lose lots of money, but 
it is backed by web financial power-
house CMGI and should be around for a 
while. 
 
Krassner is one of numerous wargamers 
who has taken advantage of Tripod’s 
offer of eleven megabytes of free page 
space. He offers over eighty-five games 
and variants, all designed by him. These 
games are offered freely, although he 
does request user feedback. His games 
are classic paper and pencil designs, 
posted in text format with no graphics. 
Krassner does offer downloadable maps, 
counters, and charts from contributors, 
and also posts a generic hex map which 
can be adapted readily to many of his 
designs. The site includes a chat room 
and a message board (both limited to 
Tripod members), as well as a links 
page. 
 
Warp Spawn Games cover a lot of terri-
tory. They include science fiction, fan-
tasy, ancient, medieval, early gunpow-
der, modern, political, abstract, and eco-
nomic topics. Krassner also designs 
chess, poker, backgammon and role-
playing variants. He works in board, 
dice, and card formats. The typical game 

MILITARY MOVIE STAR 
PROFILE: 

James Mason (1909-84)  

Born in Yorkshire, attended Marlbor-
ough and Cambridge, where he discov-
ered acting on a lark and abandoned a 
planned career as an architect. Mason's 
talent for playing protagonists of a de-
cidedly hard-bitten or melancholy 
stripe brought him from these minor 
films to a position as one of Britain's 
major film stars of the Forties.  

War film buffs know him best in his 
two portrayals of Rommel and as Colo-
nel Brandt in Cross of Iron. James Ma-
son is remarkable in that even though 
he had many military screen roles, he 
was an avowed pacifist. He refused to 
perform military service during World 
War Two, a stance that caused his fam-
ily to break with him for many years.  

 
His war/historical film credits include: 
Fire Over England, The High Com-
mand, The Desert Fox, The Desert 
Rats, Julius Caesar, Genghis Khan, 
The Blue Max, Cross of Iron. 
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has short rules, decent play balance, and 
little errata, and is easy to learn and 
quick to play. The card games are com-
plete with no booster packs required. 
Yes, you do have to make your own 
parts, but look at the cost, or lack 
thereof. 
 
Krassner posts a new game every week 
or two. Right now, he has some thirteen 
more designs in progress. In addition, 
Krassner constantly revises his efforts, 
sometimes revamping them completely. 
Since these are distributed via the web, 
players can get the improved versions 
almost instantaneously. Warp Spawn 
Games is one site where the “What’s 
New” section is mandatory reading. 
 
Peter L. de Rosa  
plderosa@altavista.com 
Academic Gaming Review: www.gis.

(Continued from page 3) 
something that did not come out well in Sta-
lin’s Tanks, which does a better job of com-
paring the technical aspects of the different 
vehicles.  
31.1 Soviet Command Restrictions: Move-
ment. Divide Soviet units into two classes: 
vehicle (i.e. anything with an engine) and 
non-vehicle. A Soviet unit must have a LOS 
to at least one other unit of the same class to 
be able to move automatically in either 
Movement Phase. If it does not, it must roll 
on the Discombobulation Table to see if it 
can move.  
31.2 Soviet Command Restrictions: Fire. 
Most Soviet artillery barrages were poorly 
aimed, pre-plotted area bombardment mis-
sions, and "on-call" missions were not al-
ways possible. This can be simulated in the 
game by requiring the Soviet player to roll on 
the Discombobulation Table in the Mobile 
Fire Phase to see whether his promised bar-
rage arrives, and increasing the odds of scat-
ter to a 1-3 on one die. In compensation, 
though, the Soviet player should also have a 
1-3 chance of a light barrage unexpectedly 
turning into a heavy barrage, to reflect the 
greater weight of artillery they used when it 
was available.  
 
Discombobulation Table  
Die roll to succeed (Troop Quality)  
1-2 (Poor) 
1-3 (Standard) 
1-4 (Elite) 
 
Next month: Stalin’s Yanks, new units to cover the Allied tanks 
supplied to the USSR under Lend-Lease, as well as some rules to 
cover early-war Soviet tankettes and so forth. Counters for these 
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LIKES TO WIN,  
LOVES TO PLAY 
- by Mark E. Jackson - 

 
Greetings & Salutations 
Thanks to Jay Tummelson (the head hon-
cho of Rio Grande Games), I've had the 
opportunity to play a number of the up-
coming games released at Nuremberg 
Toy Fair. Here's some short (but hope-
fully helpful) first reactions to four of 
those games. (Note: it's unfair to call 
these reviews... with a couple of excep-
tions, I've only had the chance to play 
each game once.) 
 
TAJ MAHAL (Alea/Rio Grande) Beau-
tiful production combined with elegant 
mechanics make for an enjoyable 2 
hour game. This newest offering from 
Reiner Knizia is a bit long for what it 
is (the same "auction" is repeated 12 
times), but could still be a strong con-
tender for the Spiel des Jahres. The hand 
management decisions can be excruciat-
ing. [after one play, it's a 7 on a 10 pt 
scale] 
OHNE FURCHT & ADEL (Hans im 
Gluck) Stunning artwork on the cards 
coupled with a nice re-working of the 
"choose a role" mechanism from VER-
RATER blend together for a nail-biter of 
a game. Granted, it's a bit like GROO 
(build your city) but with much more 
control. This will not be released in Eng-
lish any time soon (due to art costs?) so 
go ahead and pick up the imported edi-
tion. (A player aid sheet with a few card 
translations will make the game easier to 
play.) [after one play, it's an 8 on a 10 pt 
scale] 
WEB OF POWER (Goldsieber/Rio 
Grande) This game of clerics & ambassa-
dors in medieval Europe is very similar 
to EL GRANDE with its placing of 
pieces for influence and scoring. What 
makes it so intriguing is the speed with 
which it plays (45-60 minutes) and that it 
scales well from 3-5 players. This is 
likely to become a standard 'strategic' 
closer in our gaming group.  [after two 
plays, it's a 7 on a 10 pt scale] 
CAROLUS MAGNUS (Venice Connec-
tion) Yet another placement game, with 
an interesting twist. Pieces in five 
different colors can be placed on the 

'board' (a circle of disconnected territo-
ries) or in your court. The player with 
the most of a color in his court controls 
all of those pieces on the 'board'.... which 
keeps changing as territories are con-
nected. This game works very well with 
2-3 players and plays in about an hour, 
making it another excellent closer.  [after 
three plays, it's a 7 on a 10 pt scale] 
 
Easy As One, Two, Three 
Each month, this column features my 
own highly opinionated listing of the top 
three games of a particular type. This 
month, the top three games of 
"Chicken." That's right... the game you 
played as an elementary school student 
on your Big Wheels (pedal furiously at 
each other and see which person veers 
off first) and that hopefully you stopped 
playing before you got your driver’s li-
cense. "Chicken" is a dangerous, testos-
terone-filled display of macho stupidity 
in real life. 
 
In boardgames, however, it refers to any 
set of mechanisms that pit players 
against each other to see which one will 
blink first. POKER is a classic example, 
with the ante & bidding system. DIPLO-
MACY (which is English for "incredibly 
long game that works only with 7 play-
ers") is another example, especially for 
the two players with the roles of Ger-
many & Austria-Hungary, who must 
spend most of the game back-to-back, 
waiting for the right moment to turn on 
each other like vote-hungry Democratic 
primary candidates. 
 
1. The number one "Chicken" game is a 
nifty little card game called FOR SALE 
(FX Schmid). Designed by Steffan 
Dorra, this quick-playing adventure in 
real estate speculation fuses a POKER-
like bidding system with the fundamental 
mechanism of RAJ. Each player repre-
sents a speculator, who uses is stake of 
$15 million (in chips) to buy up houses 
at auction. Each turn, the same number 
of houses (valued from $1 to $20 mil-
lion) is available as the number of 
players. Each player may bid, raise, or 
check the amount already bid. If he 
decides to pull out of the bidding, he re-
ceives the lowest valued house and 
1/2 of his bid (rounded up). The last 

player in the bidding loses his entire 
bid but receives the most valuable house. 
The key to the game is, of course, 
deciding when to get out, as dropping 
out early may cost you less while 
leaving valuable property available to 
the remaining players at a reduced price. 
 
The second round of the game begins 
with the buyers appearing in the form of 
another small deck of checks (valued 
from $3 to $20 million - with two check 
worth nothing!). The same number of 
checks as players are laid out on the 
table, and each person chooses one home 
from the hand of houses they've bought 
in the previous round. These are re-
vealed simultaneously, with the most 
valuable house getting the biggest check, 
the next most valuable the next biggest 
check, and so on. Careful play in this 
phase can overcome a string of bad luck 
in the auction phase. 
 
The total of your checks and the leftover 
chips is your score for the game. 
(We typically play 3 games and total 
scores to reduce the luck factor.) For 
me, FOR SALE combines some of the 
best parts of POKER (the bidding) with 
high-speed play. The auctions are tense 
and the reversals of fortune in the 
second round can cause serious wailing 
& gnashing of teeth! 
 
2. Another great "Chicken" game is 
MEDICI (Amigo/Rio Grande). While 
both  editions of this classic auction 
game have graphic design flaws, it's a 
tremendous play experience from the 
master designer, Reiner Knizia. Player 
are medieval merchants (hey, that's an-
other great game I like to play!), filling 
the holds of their ships with various 
goods: dye, cloth, spice, grain & fur. 
Each good (a numbered card) is worth 
one step on a commodity ladder as well 
as its numeric value (used to determine 
the total value of your hold at the end 
of each round). Cards are auctioned in a 
"once around" auction, with the 
auctioneer choosing to offer up 1, 2, or 3 
cards, as well as having the last 
bid. A day (round) ends when each 
player has filled their hold (each one 

(Continued on page 6) 
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holds only five cards) or the deck has 
run out. Large amounts of money are 
dispensed for the richest hold, then 
money is also given to the top players 
on each commodity ladder. Three 
rounds are played to determine the 
wealthiest merchant. 
 
It sounds deceptively simple. The diffi-
culty comes in the second and third 
rounds, as gains on the commodity lad-
der remain from round to round. You 
find yourself wondering if bidding on 
an important load for another player 
will cause him to pay more for it... or if 
he'll let you have it to fill up your 
hold with useless junk.  
 
One caveat: if you have players who 
are subject to analysis paralysis, this is 
probably not a good game for them. 
All of the information (except which 
cards have not yet been auctioned) is 
public. Late in the game, folks with 
this 
tendency can grind the game to a halt 
while they compute the exact amount 
they can or should bid. With that said, 
MEDICI is a favorite at Game Central 
Station (the club I run). 
 
3. CLOUD 9 is my 'sleeper' pick in this 
category. Released last year by FX 
Schmid USA, this children's game de-
signed by Aaron Weissblum has been 
unfairly overlooked. I'll be the first to 
admit that the artwork is just plain bad 
and that the theme (of players jumping 
out of a balloon to collect magic dust) 
to be a bit odd as well as pasted-on. 
But don't let that run you off from this 
fast-paced game.  
 
Players have a hand of colored cards... 
four different colors plus a couple of 
different wild cards. In turn, you roll 
the dice, which denote which colored 
cards you must give up in order to 
make the balloon rise. Then, before 
you play those cards (if you have 
them!), the other players choose in or-
der whether to jump off the balloon 
(and take the points currently avail-
able) or stay on in hopes that you'll be 
able to play the correct cards and take 

the value up. If you can't make the bal-
loon rise, all players still on the balloon 
receive no points for this trip. Then eve-
ryone climbs back on board, and the 
game goes on. When one player passes 
45 points, the game will end with the 
current balloon trip. The player with the 
most points at the end wins the game. 
 
I'm leaving out a couple of mechanisms, 
but you'll figure those out if you buy 
the game. At its heart, this is "Chicken". 
Do I jump early and often (for lots of 
small point gains... and a big hand of 
cards for late in the game)? Do I "let it 
ride" and try for big leaps (but few cards 
at the end)? Can I fake the other players 
into thinking I don't have the cards to 
make the balloon rise, causing them to 
jump too early?  
 
While there are optional "adult" rules for 
bluffing & lying, they don't really help 
the game. It's at its best with the basic 
rules. (One note: the original prototype 
of the game had a longer scoring track. 
Try starting at 33, crossing the start line, 
and going back to 45 for a more strategic 
game.) CLOUD 9 is fast fun... and an 
excellent example of the "Chicken" 
genre. 
 
Don't Buy the Hype 
The other monthly feature of this column 
is my attempt to pump up under-
appreciated games (aka CLOUD 9 - see 
above!) or poke a hole in the over-
inflated reputation of some other games 
(aka AXIS & ALLIES). Gamers unite! 
You have nothing to lose but your piles 
of chits! 
 
No chit-bashing this time around, 
though. I'm taking aim at the pseudo-
historical simulation/diplomatic/
economic mishmash known as AGE OF 
RENAISSANCE (Avalon Hill). Not 
only can I not spell the name of the silly 
game 
correctly without a spell-checker, I can't 
play it without feeling lost in a morass of 
conflicting mechanisms and bookkeep-
ing that could guarantee my accountant 
employment for years to come.  
 
The game requiring players to use 1/2-
size chits (ok, a 'little' chit-bashing) to 

track an economic system that is the key 
to the game should have been my first 
warning. (Yes, I know that some indus-
trious soul has printed up CIVILIZA-
TION-like commodity cards on the  
Web... but shouldn't a $55 game have 
fixed this problem before it was 
printed!?) My second should have been 
reading through the event cards. Some 
(like the Black Death or Civil War) can 
send one country back to the Stone 
Age... and effectively destroy their 
chances of winning the game. If I want 
to play a civilization-building game with 
event cards, I'll stick to SVEA RIKE 
(where the sheer number of cards com-
pensate for the varied value of their ef-
fects.) My third warning was the combat 
system, with its odd "guy who kept the 
most money has the best chance of win-
ning" mechanism. 
 
The crowning idiocy of the game is its 
length. Those of you who know me 
realize that I'm not a fan of long (3+ 
hour) games, and AOR is an excellent 
example of why I've developed my 
tastes. Just as in CIVILIZATION, a mis-
take early on can be perilous, while the 
focused attention of a couple of event 
cards can prove fatal to your chances to 
win. However, you've still got 3+ 
hours left to play... and no graceful way 
to bow out. (Yes, I'm aware there's 
a mechanism for this in the rulebook... 
but it's just a slapdash fix for a bigger 
problem in the game design.) Games that 
last an afternoon need to have some 
sense that players are controlling events. 
Unfortunately, AOR uses its 
prodigious bookkeeping of Advances 
(roughly equivalent to Civilization cards 
in CIV) and the Misery Index, as well as 
decisions about stabilization, card play 
and token placement to mask its inherent 
randomness. 
 
For better games in the same genre, 
check out SVEA RIKE (Casper) or 
VINCI (Descartes). 
 
Mark Jackson runs Game Central Sta-
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WATERLOO 20 
 

(Design and copyright by Joseph Miranda, 1999) 
 
1.0 INTRODUCTION 
Waterloo 20 is a wargame based on the Waterloo campaign, 
16-18 June 1815. One player takes the role of Napoleon, 
commanding the French Army. The other player takes the 
roles of Wellington and Blucher, commanding the Anglo-
Dutch and Prussian Armies, respectively. Each unit repre-
sents an historical corps. Each hex on the map is approxi-
mately one mile across. 
 
2.0 GAME EQUIPMENT 
2.1. The Game Map. The 8.5" by 11" mapsheet portrays 
the battle area.  A hexagonal grid is superimposed over the 
terrain features in the mapsheet in order to regularize move-
ment and positioning of the playing pieces. 
2.2. Game Charts and Tables. The Combat Results Table 
is used to resolve combat. The Morale Index indicates the 
current number of Morale Points an army has available. The 
Terrain Effect Chart is used to provide information about 
the effects of terrain on movement and combat.  The Turn 
Record indicates the current game turn. 
2.3. The Playing Pieces. The cardboard pieces represent 
the actual military units that took part in the original cam-
paign. These playing pieces are referred to as "units." They 
should be cut out, colored, and mounted on some stiff 
surface, such as cardboard or Styrofoam sheets. 
2.31  How to read the units. See the Unit Identification 
Chart. 
Nationalities: 
French: blue 
Anglo-Dutch: red 
Prussian: green 
(The Allied player controls both the Anglo-Dutch and Prus-
sian units)  
Unit abbreviations: 
IG = Imperial Guard 
Res = Reserve 
Ux = Uxbridge (cavalry) 
 
2.4. Definition of Terms. 
Combat strength is the relative strength of a unit to engage 
in combat.   
Movement allowance is the maximum number of open 
terrain hexes through which a unit may be moved in a 
single movement phase.  
Phasing player is the player who is currently conducting a 
phase.  
Zone of control is the six hexes surrounding a unit. 
 
3.0 SETTING UP THE GAME 
General Rule. The game begins on the 16 June Afternoon 
turn.  
3.1. Players determine which side each will play.  
3.2. Units are set up in this order:  
3.21. The Allied player sets up the following Anglo-Dutch 
units on hexes marked "AD": I army corps, Reserve army 
corps.  
3.22. The Allied player sets up the following Prussian units 
on hexes marked "PR": I army corps, II army corps, III army 
corps.  
3.23. The French player sets up the following French units 
on hexes marked "FR": IG army corps, I army corps, II 
army corps, III army corps, IV army corps, I cavalry corps, 
II cavalry corps, III cavalry corps, IV cavalry corps. 
3.24. Remaining units enter the game as reinforcements 
(see Reinforcement Schedule). 
Note: The historical position of each corps is also indi-
cated, but players may set up on any friendly hexes as they 
desire.  
3.3. Starting Morale Points: 
French = 8; Allied = 7 
3.4. The first turn is June 16 Afternoon. Begin play of the 
game with the Movement Phase of the French player turn 
(skip the Random Events Phase of the French player turn on 
turn 1).  
 
4.0 SEQUENCE OF PLAY 
General Rule. The game is played in successive Game 

Turns, composed of alternate Player Turns. During each 
Game Turn the players maneuver their units and resolve 
combat in sequence, according to the following outline and 
within the limits provided by the rules which follow. At the 
conclusion of the last Game Turn, the Victory Conditions 
are consulted and a winner declared. 
 
THE GAME TURN 
The Game Turn is divided into a French Player Turn and an 
Allied Player Turn. Each Player turn is  divided into a series 
of segments called phases. The player whose turn is cur-
rently in progress is termed the Phasing Player.  
4.1. French Player turn.  
4.11. French Random Events Phase. Roll on the French 
Random Event Table and immediately apply the result. 
4.12. French Movement Phase. The French player may 
move all, some or none of his units as he desires within the 
limits of the rules of movement, Zones of Control, and 
terrain effects. He may also bring reinforcements onto the 
map, if available. 
4.13. Allied Countercharge Phase. The Allied player may 
have some, none or all of his cavalry units conduct counter-
charges. 
4.14. French Combat Phase. The French player uses his 
units to attack Allied units. 
 
4.2. Allied Player turn.  
4.21. Allied Random Events Phase. Roll on the Allied 
Random Event Table and immediately apply the result. 
4.22. Allied Movement Phase. The Allied player may 
move all, some or none of his units as he desires within the 
limits of the rules of movement, Zones of Control, and 
terrain effects. He may also bring  reinforcements onto the 
map, if available. 
4.23. French Countercharge Phase. The French player 
may have some, none or all of his cavalry units conduct 
countercharges. 
4.24. Allied Combat Phase. The Allied player uses his 
units to attack Allied units. The Allied player may order his 
attacks in any order he desires.  
4.3. End of Turn Phase 
If this is a night turn, each player may recover Morale 
Points and Rally eliminated units. 
 
5.0 RANDOM EVENTS  
General Rule. Random Events refers to the numerous 
imponderables of war which affected the course of battle. 
Each player has his own Random Events Table. At the 
beginning of each Player Turn, the player must check on the 
scenario's Random Events Table. 
5.1. Procedure. Roll one die and apply the result. 
5.2. Unless otherwise specified, an individual event may 
take place more than once per game (i.e., each time the 
event is rolled).  
 
6.0 MOVEMENT 
General Rule. During the Movement Phase, the phasing 
may move as many or as few of his units as he desires. 
Units may be moved in any direction or combination of 
directions.  
6.1. Movement procedure. Units are moved one at a time, 
tracing a path of contiguous hexes through the hex grid. As 
each unit enters a hex, the units pays one or more move-
ment points from its movement allowance. 
6.2. Movement Restrictions and prohibitions. 
6.21. Movement may never take place out of sequence. A 
player's units may be moved only during his own movement 
phase (exception: see Countercharge rule).  
6.22. A unit may never expend more movement points than 
its total movement allowance in any one movement phase. 
A unit may expend all, some or none of its movement 
points in any one game turn, but unused movement points 
may not be accumulated from turn to turn or transferred to 
another unit. 
6.23. A friendly unit may never enter a hex containing an 
enemy unit. 
6.24. All movements are final. A player may not change his 
mind and retrace a unit's movement.  (This rule should be 
enforced; during the original campaign, several units were 
sent in the wrong direction at key points. ) 
6.3. Terrain.  

6.31. Normally, units pay one movement point to enter each 
hex, regardless of terrain type. 
6.32. Forest and rough. Units which enter a forest or 
rough hex must stop their movement for the turn. They may 
continue moving in the next turn, but if they enter another 
forest or rough hex, they must again stop movement. Units 
may not move further even if their movement has been 
increased by forced march. (There is no rough terrain on the 
Waterloo 20 map, but the type is included on the Terrain 
Effects Chart for other games in the series. ) 
6.33. Roads: A unit using road movement (moving directly 
from road hex to another) does not have to stop in forest 
and rough. A unit which moves all of its movement along 
road hexes increases its movement factor by one, if moving 
along all road hexes  (e.g., a unit with a movement factor of 
3 would have it increased to 4). 
6.4. Zones of Control.  
6.41. A unit must stop when entering an enemy Zone of 
Control. It may move no further in that movement phase. 
Units may not move directly from one enemy Zone of Con-
trol to another. Units may exit enemy Zones of Control only 
by Disengagement (see the Zone of Control rule) or as a 
result of advances/retreats after combat.  
6.42. Friendly Zones of Control do not affect friendly move-
ment.  
6.5. Effect of other friendly units. A friendly unit may 
move through hexes occupied by other friendly units (at no 
extra movement point cost). They may not end the move-
ment phase stacked in the same hex with another friendly 
unit. Stacking is prohibited in the game. 
6.6. Forced March. A player increase the movement factor 
of units in his army by expending a Morale Point. See the 
Morale rule. 
 
7.0 ZONES OF CONTROL  
General Rule. The six hexagons immediately surrounding 
a unit's hex constitute the unit's Zone of Control (ZOC). 
Hexes upon which a unit exerts a Zone of Control are called 
Controlled Hexes. Units must cease movement when enter-
ing enemy Zones of Control and are obliged to conduct 
combat. 
7.1. Effects on Movement. All units exert a ZOC at all 
times, regardless of the phase or Player Turn. The presence 
of Zones of Control is never affected by other units, enemy 
or Friendly.  Units do not pay additional movement points 
to enter an enemy Zone of Control.  Zones of Control ex-
tend into all type of terrain and across all types of hexsides 
except rivers. 
7.2. Multiple ZOCs. Both friendly and enemy units may 
exert ZOCs on the same hex. There is no additional effect if 
more than one unit casts its ZOC on the same hex. Obvi-
ously, if a given unit is in an enemy controlled hex, the 
enemy unit is also in its controlled hex. The two units are 
equal and mutually affected. 
7.3.  Effects on Combat. The phasing player must attack 
all enemy units which exert ZOCs on friendly units during 
a given Combat phase. All friendly units which are in en-
emy Zones of Control must attack some enemy unit. 
7.31. Units which retreat into an enemy ZOC are elimi-
nated. 
7.32. Units which advance after combat may freely enter 
enemy Zones of Control; enemy Zones of Control never 
affect advance after combat.  
7.4. Disengagement. A cavalry unit which starts its move-
ment in an enemy ZOC may leave that ZOC via Disengage-
ment. Disengagement occurs only in the friendly Counter-
charge phase (i.e., in the enemy Player Turn). A cavalry 
unit disengages by moving one hex to an adjacent non-
controlled hex and ceasing movement. Disengagement 
occurs only during the friendly Countercharge Phase. A 
unit may move a maximum of one hex when disengaging. 
Units may not enter an enemy ZOC via Disengagement.  
7.41. The cavalry unit may not begin its movement in the 
ZOC of an enemy cavalry unit. 
7.42. Disengagement is not retreat and the enemy may not 
advance after combat when the friendly cavalry disengages. 
7.5. Night. Zones of control do not exist on night turns.  
  
8.0  COUNTERCHARGE 
General Rule. The friendly Countercharge phase takes 

(Continued on page 8) 
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place during the enemy Player Turn. During the Counter-
charge phase, the player may have his cavalry units either 
Disengage or conduct Countercharges. Additionally, on 
night turns all units may disengage. 
8.1. Disengagement. Explained under the Zone of Control 
rule. 
8.2. Countercharge. The player may attack with some, 
none or all of his cavalry units. This follows the normal 
rules of combat, except that:  

• only cavalry units may attack;  

• cavalry units do not have to attack every unit in 
whose zone of control they are in (they may attack, 
some, none or all such hexes). 

• the combat factor of cavalry units is doubled when 
attacking in a countercharge if attacking enemy army 
corps (i.e., non-cavalry corps) only. 

 
9.0 COMBAT  
General Rule. Combat between adjacent opposing units is 
mandatory. The phasing player is termed the attacker; the 
nonphasing player is the defender, regardless of the overall 
strategic situation. Combat is resolved on the combat re-
sults table (CRT). 
9.1. Procedure. Follow these steps in order: 

• Designate which phasing units will be attacking 
which non-phasing units.. 

• Total the combat strength of all attacking units in-
volved in a specific attack. 

• Total the defense strength of all units which are the 
target of the attack. Add in any effects for defender's 
terrain.  

• Subtract the total defending strength from the total 
attacking strength. The result is the combat differen-
tial, expressed as either a positive or negative number 
(or 0).  

• Consult the CRT under the appropriate differential 
column. 

• Roll one die. Cross index the die roll with the combat 
differential column, and read the result. 

• Apply the combat result immediately, including 
retreats and advances after combat. 

9.2. Which units attack. All phasing units in an enemy 
Zone of Control must attack. No unit may attack more than 
once per combat phase, and no unit may be attacked more 
than once per combat phase. All nonphasing units in a 
phasing Zone of Control must be attacked. The phasing 
player may choose which attacking units will attack which 
defending units, in any order he chooses, as long as all 
friendly units adjacent to an enemy unit participate in an 
attack. He must declare which adjacent units will be attack-
ing which defending units at the beginning of each combat 
phase (to ensure that all adjacent units are attacked).  
9.3. Multiple unit and multi-hex combat. If a phasing unit 
is in the ZOC of more than one enemy unit, it must attack 
all those enemy units which are not engaged by some other 
attacking unit. Units in two or more different hexes may 
combine their combat strengths and attack a single hex if all 
the attacking units are adjacent tot al the defending units. 
Attacks may involve any number of attacking or defending 
units. For the attack to be resolved as a single combat, all 
the attacking units must be adjacent to all the defending 
units. 
9.4. Combat Strength unity. A given unit's attack and 
defense strengths are always unitary, A unit's strength may 
not be divided among different combats, either for attack or 
defense. 
9.5. Effects of terrain.Defending units benefit from the 
terrain in the hex they occupy and or that hex's perimeter 
hexsides. Terrain in hexes occupied by the attacker have no 
effect on combat. The effect of terrain on combat is re-
flected by adding the strength of the hex, as indicated on 
the Terrain Effects Chart, to the defender's strength. 
9.51. Terrain benefits for combat are not cumulative. A 
defending unit benefits from the most advantageous terrain 
in a hex or hexside.   

9.52. When two or more defending units are being attacked 
in a single combat and are on two different types of terrain, 
each having a different effect on the combat differential, 
then the entire attack is modified by the terrain in the hex 
giving the single most favorable benefit to the defender. 
9.6. Diversionary attacks. In making a series of attacks, a 
player may allocate his attacking units so that some attacks 
are made at poor differential so that other adjacent attacks 
my be made at more advantageous differential.  The phas-
ing player may reduce the differential of any given attack. 
That is, he may make the may attack at a lower differential 
than determined above. 
9.7. Explanation of Combat Results.  
9.71 Unit eliminations. A unit which is eliminated is re-
moved from play but is available for Rally (see 10.0). 
9.72 Exchange. Exchanges call for the attacker to lose a 
number of strength points equal to the defender's strength. 
In this case, the attacking player must eliminate a number 
of units whose printed combat factors are at least equal to 
the defender's printed combat strength. The attacker may be 
forced to eliminate units whose attack strength is greater 
than the defender's if there is no other alternative. The 
attacker may choose to eliminate a stronger unit than neces-
sary if he so desires (this might occur if a weaker unit is 
more valuable for some other reason).  
9.73 Withdrawals. When withdrawing, a unit retreats one 
hex.  
9.74. Rout. When a unit routs, the owning player rolls one 
die and then must retreat the unit that number of hexes.  
9.8. How to retreat. When the combat results requires a 
player's unit(s) to retreat (either by withdrawal or rout), the 
owning player must immediately move those units the 
indicated number of hexes away from their combat posi-
tion. Retreat is not normal movement; retreating units pay 
one movement point per hex entered, regardless of terrain 
(including rough and forest).  
9.81 Restrictions. If the unit is unable to retreat within 
these restrictions, it is eliminated instead. 
9.811. Units may not advance or retreat after combat off 
map or into prohibited hexes or across rivers (unless 
bridged, see 9.813 below).  
9.812. In retreating, a unit may initially leave an enemy 
controlled hex. Thereafter if it enters an enemy ZOC it must 
roll one die. On a 1-3 the unit is eliminated; on a 4-6 it 
retreats normally. Friendly units do not negate enemy Zones 
of Control for purposes of retreat. 
9.813.  Units which retreat across river bridges roll one die. 
On a 1-3 they are eliminated; on a 4-6 they retreat normally. 
If retreating both across a bridge and into an enemy ZOC, 
the player must roll once for each. 
9.814. Where possible, a retreating unit must retreat into 
and through vacant hexes not containing an enemy ZOC. If 
no other route is available, the retreating units may move 
through friendly occupied hexes. They may not end their 
retreat in a friendly occupied hex (if there is no other 
choice, then the retreating unit is eliminated instead).  
9.815. Where possible, a retreating unit must retreat such 
that it is closer to a friendly Line of Communications hex 
than when it began the retreat. Anglo-Dutch units must 
retreat towards one of the two Allied LOC hexes west of the 
Dyle River. Prussian units must retreat towards one of the 
two Allied LOC hexes on the east map edge. The player has 
the choice of which LOC hex he can retreats his units to-
wards if more than one is available. 
9.816. In all cases, the retreating unit must terminate the 
retreat the indicated number of hexes away from its former 
combat position. If it can not, and can retreat only a portion 
of the number of the obligated hexes, it is eliminated in the 
last hex in which it was able to retreat.   
9.9. Advance after combat. Units may advance after com-
bat under certain circumstances (this applies to both victori-
ous attacking and defending units).  Whenever an enemy 
unit is forced to retreat as a result of combat it will leave a 
path of vacant hexes behind it called the Retreat Path. Any 
or all friendly victorious units which participated in the 
combat and were adjacent to the retreated unit are allowed 
to advance along the enemy Retreat Path. 
9.91. Cavalry corps MUST advance the full number of 
hexes of the retreat path. Army corps MAY (at the owning 
player's discretion) advance a maximum of one hex. 
9.92 If a unit is eliminated, then the hex it occupied at the 

instant of elimination is the termination point for the Re-
treat Path.  
9.93. Only victorious units which participated in a particu-
lar combat were adjacent to the retreating unit during the 
combat and participated in that combat may advance. Ad-
vancing units may ignore enemy Zones of Control but may 
not stray from the Retreat Path. 
9.94. Any option to advance must be exercised immediately 
before any other combat resolution. Advancing units may 
neither attack nor be attacked again in that phase, even if 
their advance places them next to enemy units whose bat-
tles are yet to be resolved, or who were not involved in 
combat.  
 
10.0 RALLYING  
General Rule. During night turns, a player may attempt to 
rally eliminated units. 
10.1. Procedure. Go to the Recovery Table. Roll one die 
for each unit which was eliminated. Make any die roll 
adjustments. Apply the result.  
10.2. Units which are Rallied are placed on friendly Line of 
Communications hexes (if none are available, then the unit 
is permanently lost). 
 
11.0  REINFORCEMENTS 
General Rule. Players may receive additional units in the 
course of a game. These units are called reinforcements. 
Reinforcements appear in the owning player's movement 
phase on the game turn indicated by the reinforcements 
schedule.  
11.1 . Procedure. During the friendly movement phase, a 
player places reinforcement units adjacent to the map edge 
in the location indicated by the reinforcement schedule.  
11.2. Movement of reinforcements. Reinforcements are 
presumed to be poised adjacent to the map. When placed on 
the map, a reinforcing units expends movement points to 
enter the entry hex according to the terrain Effects Chart. 
Units entering along a road pay the road movement cost. 
11.21. In several cases, more than one unit is scheduled to 
appear in the same hex in the same game turn. These units 
are deployed off map, one behind the other, with the lead 
unit poised adjacent to the map entry hex itself. If the entry 
hex is a road hex, a hypothetical road is presumed to be 
stretching off the map, away from the entry hex. 
11.22. Reinforcements may arrive at any time during the 
scheduled turn. Once on the map, reinforcements move 
normally.   
11.3. Restrictions: 

• Reinforcements may not enter a hex which is, at that 
point, occupied by an enemy unit. A reinforcing units 
may enter a hex in an enemy ZOC, but must cease 
movement normally.  

• If, and only if, a scheduled entry hex is occupied by 
an enemy unit, or a friendly unit in an enemy zone of 
control, the reinforcing unit may not enter this turn. 
The unit is not lost and may be brought in as a rein-
forcement on a subsequent turn if an appropriate hex 
is available. 

• A player may deliberately withhold reinforcements 
from game turn to game turn, bringing them into play 
(if at all) on some later turn. Regardless of whether a 
reinforcement is brought into play on its scheduled 
turn, it must appear in its scheduled hex. 

• The concept that reinforcements are poised directly 
to the map edge is strictly a concept. Until they enter 
the map, reinforcements have no effect on play. Off 
map units have no zones of control and may not 
attack enemy units, etc.  

 
12.0 ARMY MORALE  
General Rule. Each side starts the game with an indicated 
number of Morale Points. Morale Points represents that 
side's level of motivation and command skill for the battle. 
Players may expend morale points to enhance their move-
ment, combat and rally operations.  
12.1. Morale Points are recorded on the friendly Morale 
Index. If a player's Morale Index ever reaches 0 (zero), then 
the player immediately loses the game. A player's morale 

(Continued on page 9) 
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(Continued from page 8) 

may never go higher than 10. 
12.2. Gaining/Losing Morale Points. See the Morale Chart 
for game actions which raise and lower the friendly Morale 
Index. If two or more events occur simultaneously which 
would change a player's Morale Index, then add/subtract the 
amounts first before applying them.  
12.3. Use of Morale Points. A player may expend Morale 
points as follows: 
12.31. Forced March. Forced March takes place during the 
friendly Movement Phase. Expend one Morale Point. No 
unit may ever have its movement increased by more than +1 
due to Forced March. 
French: ALL French units have their movement factor 
increased by +1 for this turn.  
Allied: ALL Anglo-Dutch or all Prussian units have their 
movement factor increased by +1 for this turn. By expend-
ing two Morale Points, ALL Allied units increase their 
movement factor by +1.  
12.32. Combat. The attacker gains +1 to his attack strength 
for one combat per Morale Point expended. The defender 
gains a +1 to his attack per combat per Morale Point ex-
pended. A player expend a maximum of one Morale Point 
per combat regardless of the number of units he has in-
volved. The defender always declares first whether or not he 
is going to utilize a Morale Point for a combat, then the 
attacker.  
12.33. Rally. By expending one Morale Point, the player 
can add an additional +1 die roll modifier to all Rally die 
rolls in one Rally phase. No unit may ever add more than +1 
to its Rally die roll. 
French: ALL French units add +1 to their Rally die rolls for 
this turn.  
Allied: All Anglo-Dutch OR all Prussian units add +1 to 
their Rally die rolls for this turn. By expending two Morale 
Points, ALL Allied units add +1 to their Rally die rolls for 
this turn.  
12.34. French Imperial Guard. The French player gains/
loses more morale Points for a combat in which his Imperial 
Guard is involved, representing the amount of confidence 
that the French army had in this formation. 
 
13.0 NIGHT TURNS 
General Rule. During night turns, certain special rules go 
into effect. 

• All units lose their ZOCs (this is a way to exit enemy 
ZOCs; all units may disengage at night).  

• All units have their movement factor reduced to 1.  

• No combat is allowed. 

• Units may be rallied. 

• At the end of the Night Turn, each player raises his 
Morale Index by 1. 

 
14.0 VICTORY CONDITIONS 
14.1. French. The French win the game if at any time Al-
lied Morale is reduced to 0 and French Morale is 1 or more. 
14.2. Allies. The Allies win the game if at any time French 
Morale is reduced to 0 and Allied Morale is 1 or more. 
Additionally, the Allies win the game if at the end of the last 
game turn the Allies have at least 1 more Morale Points than 
do the French.  
14.3. Draw. Any other result is a draw. If for some reason 
both players' Morale reaches 0 at the same time, then the 
game ends in a draw. 
 
OPTIONAL RULES 
Players can use the Optional Rules to enhance realism, 
complexity and play balance. 
 
15.0 FOG OF WAR 
General Rule. Players place their units face down at all 
times until revealed. Face down units perform normally, but 
only the owning player may examine them. 
15.1. When units are revealed. Units are revealed (flipped 
face up) under the following circumstances: 

• At any time the owning player desires. 

• At the instant a combat is declared, all units involved 

in the combat are flipped face up. 

• If at the end of the movement phase a friendly, face 
up, cavalry unit is adjacent to an enemy hex contain-
ing face down enemy units, all those face down units 
are flipped face up. 

15.2.  Reconcealing units. Face up units remain face up 
unit until the beginning of each night turn, at which point all 
face up units are turned face down.  
15.3. Dummies. Players each receive one dummy unit. This 
is a face down blank counter. A dummy moves as a cavalry 
unit with a movement of 3. At the instant a dummy is re-
vealed, it is removed from play (at no morale cost). It is then 
placed back on the map at the beginning of the next follow-
ing night turn adjacent to any friendly unit and not in a hex 
occupied by an enemy units or ZOC. 
 
16.0 PENETRATION 
General Rule. Cavalry units may move through enemy 
ZOCs under certain circumstances. 
16.1. Procedure. Penetration occurs only during the 
friendly Countercharge Phase. The cavalry unit must begin 
the phase in an enemy ZOC. It then moves into another, 
adjacent ZOC and stops its movement. The cavalry unit may 
not begin in or enter the ZOC of a cavalry unit.  
16.2. If using the Fog of War rule, the enemy player must 
reveal any face down cavalry units to prevent cavalry pene-
tration.   
 
17.0 ROUTED UNITS 
General Rule. Units which rout receive additional restric-
tions on their ability to conduct movement and combat until 
they recover. 
17.1. Place a blank marker from another game on units 
which rout when they complete their rout movement. This 
has the following effects: 

• Routed units may not move. 

• Routed units lose their ZOCs. 

• Routed units have their combat strengths reduced by 
50% (round fractions up) for both attack and defense. 

• Routed units may not advance after combat. They 
retreat and rout normally. 

17.2. A unit recovers from Rout automatically at the end of 
the friendly player turn if it is not in an enemy ZOC (note 
the unit may be adjacent to an enemy unit which lacks a 
ZOC). 
 
18.0 DESIGN NOTES 
The challenge was to design a realistic, playable game of a 
major battle using only 20 units. Waterloo works nicely 
because the number of corps adds up to 18, because of the 
colorful units, and because of the nature of the campaign. 
Waterloo was actually a series of battles fought over a three 
day period, involving four major actions (Ligny, Quatre 
Bras, Wavre and Waterloo itself). This gave the game both 
tactical and operational elements.  
 
Combat strengths were based on a variety of factors, includ-
ing manpower, number of artillery pieces, and training. The 
French had the advantage of massing their guns in grand 
batteries, while the British made effective use of reverse 
slopes, so both these armies have higher strengths relative to 
the Prussians. Movement rates were deliberately kept low to 
prevent players from conducting unrealistic outflanking 
maneuvers. Hougomont receives additional benefits as a 
fortified structure because the British held it all day against 
the French.  
 
Random events add an element of uncertainty into the bat-
tle, and increase the fog of war which was a decisive aspect 
of the campaign.  Players have to choose how to allocate 
their forces, which routes of march to take, and where they 
want to fight their decisive battles. Especially critical is the 
tradeoff of Morale Points for movement, combat and rally 
purposes. These decisions are actually easier to make if 
using only a small number of units.  
 
 
Joe Miranda lives in Los Angeles and claims to enjoy it. He 
has been the editor of Strategy and Tactics magazine for 

ANALYSIS OF  
MAGWEB HITS 

 
Russ Lockwood recently sent George 
Phillies some traffic analysis about 
the most read articles of the issues of 
Strategist posted on MagWeb so far. 
As you can see, we have only Volume 
1 (1973-74, when it was known as 
The American Wargamer) and the 
first part of Volume 30 (1999) up for 
view. In order of issue, they are:  
 
Volume 1, #1: American Wargaming 
Association (AWA) Constitution Ar-
ticles; AWA Officers: Who Runs 
What 
 
Volume 1, #6: On Game Design 
(wargaming); Conflict #6 (magazine 
review) 
 
Volume 1, #7 : Trenchfoot: Anatomy 
of a WWI Game Part I (design the-
ory); Fort Zinderneuf (column); War-
gamer's Digest (magazine review); 
Xsius (game review) 
 
Volume 30, #1: Club and Hobby 
News Elections, MWAN, How Big is 
Wargaming?; Dixon and Foundry 
(miniatures); Distributor Merger, 
Boulder Games (industry news); 
Internet Links (info and gaming); Age 
of Renaissance Tactics; Dover Patrol, 

IG I II III 

IV V I II 

III IV I II 

RES UX I II 

  
IV III 

WATERLOO 20 COUNTERS 
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WATERLOO 20 

army corps cavalry 

FRENCH (FR) 

4-2 IG; 3-2 I, II; 2-2 III, IV, VI 1-3 I, II, III, IV 

ANGLO-DUTCH (AD) 

4-2 I; 3-2 II; 2-2 RES 2-3 UX 

3-2 I, II, IV; 2-2 III  

Dummies x 2  

PRUSSIAN (PR) 

TURN RECORD TRACK 
REINFORCEMENT SCHEDULE 

 June 16   
Afternoon 

 
Evening 
* 

 
Night 
** 

17 
Morning 
*** 

 
Mid-day 

 
Afternoon 

 
Evening 

 
Night  

18 
Morning 

 
Mid-day 

 
Afternoon 

 
Evening 

 

* FR VI corps, on SOUTH map edge 
** PR IV corps,  on or within 2 hexes of NORTHEAST map hex on map edge. AD Ux-
bridge cavalry corps, on WEST map edge NORTH of Nivelles (inclusive). 
*** AD II corps, on WEST map edge NORTH of Nivelles (inclusive). 

TERRAIN EFFECTS CHART 

Terrain Effect on movement Effect on combat 

Open  1 0 

Forest stop +1 

Rough stop +2 

Town 1 +1 

Chateau (Hougomont 
hex) 

1 +2 

River hexside may not cross may not attack across 

Bridge   

Road 1 (+1 MF if all mvt on 
road) 

as other terrain in hex 

Line of Communica-
tions (LOC) 

as other terrain in hex as other terrain in hex 

Enemy Zone of Con-
trol (EZOC) 

stop must attack; EZOCs 
block retreat 

Notes: 1. Effect on combat is the amount added to the defender's 
strength. Defender uses the single best modifier. 
2. "other terrain" = use other terrain in hex to determine movement/
combat costs. "stop" = must cease movement 

COMBAT RESULTS TABLE 

roll -2 -1 0 +1 +2 +3 +4+ 

1 AE   AR AR   AW N   EX EX 

2 AR  AR AW N DW DW DW 

3 AR  AW N DW DW DW DR 

4 AR  N DW DW DR DR DR 

5 AW  DW DW DR DR DR DE 

6 N  DW DR DR DR DE DE 

Attacks at greater than +4 are treated as +4. Attacks at less than -1 are 
treated as -1. 
 A/DE = Attacker/Defender Eliminated. Eliminate all attacking/
defending units. Non-eliminated player's units may advance after 
combat. 
A/DR = Attacker/Defender Routs. All attacking/defending units rout. 
Non-routed player's units may advance after combat. 
A/DW = Attacker Withdraws. All attacking/defending units retreat 
one hex. Non-withdrawing player's units may advance after combat. 
EX = Exchange. Eliminate all defending units. The attacker must 
eliminate a number of combat factors equal to at least the defender's 
strength. Use printed values of units when determining combat 
strength.  
N = Engaged. Neither side loses units, retreats or advances. 

MORALE CHART 
Circumstance Friendly Enemy 

During Combat:    

Each enemy unit eliminated in combat (including 
retreats into ZOCs) 

+1 -1 

Each enemy unit routed in combat (except those 
eliminated as above) 

 -1 

French Imp. Guard  involved in attack or defense in 
which a DE, DR, AR or AE is inflicted on the 
French* 

-1 French (in addi-
tion to above) 
 

 

French Imperial Guard involved in attack or defense 
in which a DE, DR, AR or AE is inflicted on the 
Allies* 

+1 French (in addi-
tion to above) 
 

 

End of each Night turn:   

French occupy two or more Allied LOC hexes: -1 Allied  

Allies occupy both French LOC hexes -1 French  

Automatically, at end of each Night turn +1  

*Note that EX, DW and AW results do not count here. 
A player may expend Morale Points as follows (one point each): 
Forced March: +1 movement factor (all friendly units) (Anglo-Dutch and Prussian armies 
each expend a separate Morale Point) 
Combat: +1 attacker; -1 defender (one combat) 
Rally: +1 to Rally die roll (all friendly units) (Anglo-Dutch and Prussian armies each ex-
pend a separate Morale Point) 

1 E 

2 E 

3 - 

4 - 

5 Rally 

6 Rally 

7+ Rally 

die roll modifiers: 
+1: French Imperial Guard or Anglo-Dutch I Corps rallying 
+1: expend one Morale Point  
Results: 
"-" = No effect; may try again next Night turn. 
"E" = unit is permanently eliminated 
Rally = unit Rallies; place on a friendly LOC hex 

RALLY TABLE 
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Strategist 
c/o George Phillies 
87-6 Park Avenue 
Worcester MA 01605 
USA 

UPCOMING GAMING CONVENTIONS 
(as always, we are indebted to member W. Andrew York for these notices.) 

 
June 2000 
Jun 9-11 - Consortium; Houston TX. Info: 349 El Dorado, Webster TX 77598, 
www.horizongames.com/consortium/index.html, 281-286-9282 
Jun 9-11 - Florida ConQuest; Ft Lauderdale FL. Info: 3501 Inverray; Ft 
Lauderdale FL 33319 
Jun 10-11 - Blue Water Con; Port Huron MI. Info: 3772 Erie Dr; Fort Gratiot 
MI  48059 
Jun 13-18 - Milwaukee Summer Revel; Milwaukee WI. Info: POB 779; New 
Munster WI  53152 
Jun 16-18 - Conjuration; Columbia MO. Info: POB 874; Columbia MO 65205 
Jun 16-18 - SAGA Millenium; Kenner LA. Info: 3544 W Esplanada Ave; 
Metairie LA  70002 
Jun 30-Jul 1 - Summer Stabcon; Univ of Manchester UK. Info: 17 Davenport 
Park Rd; Stockport Ches SK2 6JU ENGLAND 
 
July 2000 
Jul 1 - UK Game Fest; Harlow UK. Info: 264 The Dashes; Harlow Essex CM20 
3RZ ENGLAND 
Jul 13-16 - Origins 2000; Columbus OH. Info: POB 13500; Columbus OH 
90045; 614-856-3976; www.andonunlimited.com 
Jul 13-16 - Patriot Games; Fredericksburg VA. info: David.Darnell@vrpa.org 
Jul 14-16 - Conestoga; Tulsa OK. Info: POB 54037; Tulsa OK 74155 
Jul 15 - Wizards Gathering; Portsmouth RI. Info: POB 504; Portsmouth RI 
02871 
Jul 21-24 - Convulsion; Leicester UK. Info: enquiries@convivium.compulink.co.
uk 
Jul 21-24 - ManorCon 2000; Birmingham UK. Info: Vick Hall; 115a Offord 
Road; Islington N1 1PQ ENGLAND; manorcon@diplom.org 
Jul 28-30 - Rivercon; Louiseville KY. Info: POB 58009; Louisville KY 
40268-0009; RiverConSF@aol.com 
Jul 28-30 - FBICon 2000; Scottsdale AZ. Info: POB 1467; Scottsdale AZ 
85252; www.flyingbuffalo.com; postmaster@flyingbuffalo.com 
 

roll FRENCH RANDOM EVENTS TABLE 

1 Napoleon Humbugs Allies. This French movement phase, all French units 
add +1 to their movement factors. 

2 Conflicting Orders. The Allied player indicates any one French unit which is 
not in an Allied ZOC. This unit may not enter an Allied ZOC in this player 
turn's Movement Phase. 

3 Weather. Roll one die. On a 1-3 the French player loses the rest of his player 
turn (skip to the Allied player turn); on a 4-6 play the turn normally. 

4 No Event. Nothing happens.  

5 Morale Fluctuation. The French player rolls one die Results: 1-2 = no effect; 
3-4 = French lose one Morale Point; 5-6 = French gain one Morale Point. 

6 Information. The French player may examine any one face down enemy unit 
(if using the optional Fog of War rule, otherwise treat as No Event). 

roll ALLIED RANDOM EVENTS TABLE 

1 March to the Guns. The Allied player picks any two army corps. They in-
crease their movement by +1 this movement phase if (and only if) they end 
their movement in an enemy ZOC. 

2 Coordination Dilemmas. During this Allied movement phase, Anglo-Dutch 
and Prussian units may not move through each others' hexes, nor may they 
end their movement adjacent to each other (units which began adjacent may 
stay in place). 

3 Weather. Roll one die. On a 1-3 the Allied player loses the rest of his player 
turn (skip to the end of turn); on a 4-6 play the turn normally. 

4 No Event. Nothing happens. 

5 Morale Fluctuation. The Allied player rolls one die Results: 1-2 = no effect; 
3-4 = Allies lose one Morale Point; 5-6 = Allies gain one Morale Point. 

6 Information. The Allied player may examine any one face down enemy unit 
(if using the optional Fog of War rule, otherwise treat as No Event). 
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