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EDITORIAL 

              This month Your Editor gets to go under the 
knife again, to have an “intramedullary nail” taken out of 
his leg. (For the uninitiated, this is a 12” steel rod that 
looks a bit like a bent tire iron; see picture at right for an 
old one of mine, posed with a GI Joe doll for scale. Joe is 
holding two of the screws used to moor it in my shin-
bone.) So I will try to get the October issue done ahead 
of time, but that’s my excuse in case there is any delay. 
Still, if you have any nominations to make, please make 
them soon! 
              However, I will be well enough to read, enjoy 
and tabulate your responses to the Strategist Reader Poll, 
appearing on page 11 of this issue. Every so often we need to ask our readers who 
they are, what they play, and what we can do to improve Strategist. I thought it 
might also be useful in view of all the new members we have picked up in the last 
six months – so all of you newbies out there, please write in and tell me about your-

FULL-FEATURED REVIEW 
BATTLE CRY: A RETURN TO FUN WARGAMES 

 -By Walt Mulder - 
Battle Cry.  When I first heard the title was being released, I thought it was a reprint of the original Battlecry (Civil War Game) 
by the Milton Bradley American Heritage series of 1961.  I was satisfied with that news since I have many of the original Ameri-
can Heritage series games such as Broadside and Dogfight, and was hoping to pick up the new version of this one on eBay for 
substantially less than the original’s price.  Many of these older games revolved around abstract strategies, but all were tied to-
gether with a common bond: simple rules, and neat bits which made the games fun to play.  Then I discover that the new Battle 
Cry is a totally revamped game both in scale and game play.  All indicators seemed to point to a game that’s tactical in nature yet 
simple to play, have quality components, and provide hours of fun.  I have not been disappointed on any count.  This game is a 
worthy addition to the new Hasbro/Avalon Hill line of games.   
First off, let me cover what it’s not.  The game is not an in-depth simulation of intricate complexity with rules covering every 
situation possible in a battle, to include whether constipation of the troops will affect their morale.  This is not “Squad Leader” 

(Continued on page 7) 

CALL FOR NOMINATIONS 
As required by the SGS Constitution and By-Laws, nominations are hereby called for all National Officer and Regional Director 
positions in the SGS (see page 2 for a list of incumbents). Any member may nominate or run for National Office. Any member 
may nominate a Regional Director, but only persons who reside in a Region for the majority of the year may run for its Regional 
Directorship. A person may nominate himself. Nominations are due to the Editor by the October press date (September 20, 
2000). Nominations will be announced in the October Strategist. Late nominations received prior to publishing the November 
issue are valid. Nominees have until the November issue, but at least two weeks from the mailing date of the October issue, to 
accept or decline nomination and send a campaign statement to the Editor. A campaign statement is a valid acceptance.  
Endorsements for candidates may be sought and submitted to the Editor. Campaign statements may not exceed 500 words; 
endorsements longer than 100 words may be edited. All statements and a fair sampling of all endorsements, with the names of all 
endorsers, shall be printed in the November issue. The November issue will also include the list of all candidates and the ballot.  
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TO JOIN OR RENEW 
 

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 
receive copies of the Strategist. Send a cheque or 
postal money order payable to "SGS" to: George 
Phillies, 87-6 Park Avenue, Worcester MA 
01605.  
 
New members get a 12-issue subscription to the 
Strategist, a coupon good for 25% off direct pur-
chases from Games USA, GRD, Avalanche Press, 
and Moments in History, and another coupon 
good for 25% off purchases from Stratamax.  
 
Two ways to extend your membership without 
paying are to recruit new members into the SGS 
or to write for Strategist. You will be credited 
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 

We are now at 154 memberships. Since the previ-
ous report, we have had 20 new or renewed mem-
berships. The size of the Total of all Treasury and 
Advance Accounts is slightly overstated, because 
there are probably bills that the Publisher has not 
yet presented. There is now a new membership/
renewal form. Henceforth, every member will 
receive a membership card when he joins or re-
news. 
 
Treasury (6/20/00 to 7/15/00) 
Total, all Treasury and adv accts 6/20/00 .$3024 
Treasury Balance 6/20/00……………...…$2614 
New Members: Andrew Watson, 319 Hayden, 
Northeastern U. Boston MA 02115; Ernest 
Thene, 1065 Baytown #21, Champaign IL 61822; 
Linden Moore, 7 Norma Court, Novata CA 
94947; Mark Wegierski, POB 84652, 2336 Bloor 
St W, Toronto ON Canada; Kalus Scharpf, 
14379-104 Ave NE, Bothel WA 98011; Allen 
Arvold, 1147 Margaret, Desplaines, IL 60016; 
Peter Schlimgren; Arthur Scheinkopf, 3120 Holly 
Rd, Philadelphia PA 19154; David Rohde, 6125 
Oakpark Trail, Haslett, MI 48840; Jim Heslin, 
465 Powderhorn, King of Prussia PA 19406; 
Vincent Walsh, 176 Bary Road, Duxbury MA 
02332; George Young, 953 Forest Road, St. 
George VT 05495; Henry Armado (2 yrs), 1324 
Hopkins, Berkeley CA 94702; Jeff Tibbitts (2 
yrs), POB 23651, Oakland CA 94623, Jeff Paw-
lowski, 11954 Sentinel Point Court, Reston VA 
20191 …………………………………….. $258 
Renewals: Patrick, Steinberg, Peral, Dapkus, 
Sheldon ……………………………………. $75 
 
Interest …………………………………….... $2 
Treasury Balance 7/15/00 ……….…….... $2949 
Very Old Publisher’s Adv Acct 7/15/00…….$34 
Publisher Schloesser Adv Acct (344-233 for May, 
June issues) ………………………….$111 
Publisher Train Adv Acct …………………..$34 
Treasurer Postage and Magweb Account ……$2 
Total all Treasury & Adv Accts7/15/00 .…$3130 
Treasury includes Special Fund for the Advance-
ment of the Society……………………………$7 
Treasury includes money in PayPal Acct..…$118 
Other monies not yet received by Treasury...$157 
 
George Phillies 
Treasurer, SGS 
July 15, 2000 
Worcester Massachusetts 
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The Future-History of  
SPI:  

An Attempt at Integration 
- by Mark Wegierski - 

 
The author has carefully looked at his 
fairly extensive collection of old SPI 
games covering future-history and/or sci-
ence-fictional topics, and attempted to 
come up with a coherent time-line for 
these. (Humorous elements were at times 
unavoidable, given the nature of some of 
the source-material.) The author has left 
aside SPI's more hypothetical modern con-
flict games, e.g. Invasion: America, Ob-
jective: Moscow, China War, World War 
3, and Minuteman: The Second American 
Revolution, some of which can be dis-
cussed separately, under the rubric of "the 
near-future." Also, After the Holocaust, a 
"realistic" portrayal of the "recovery and 
reunification" of America after a major 
nuclear war, and The Omega War, which 
depicts a rather fanciful post-nuclear holo-
caust situation in the 25th century, proba-
bly cannot be placed into this future-
history. (The latter is also a TSR/SPI 
game.) Preceding the time-line is the list 
of games from which it is derived, roughly 
in the order in which they appear in the 
time-line. All dates not explicitly identi-
fied in the games are shown as c. (i.e. 
circa). 
 
LIST OF RELEVANT GAMES  
(all games by SPI unless otherwise noted) 
(I have in all cases identified the main de-
signer as could be deduced from the cred-
its, though in some cases, another person 
might have been the de facto main de-
signer. In some cases, listing two persons 
seemed necessary from the credit informa-
tion.) 
 
Battlefleet: Mars: Space Combat in the 
21st Century 
Main Designers: Brad E. Hessel/Redmond 
A. Simonsen, 1977 
Titan Strike! Battle for the Moon of 
Saturn 
Main Designer: Phil Kosnett, 1979 
StarForce `Alpha Centauri': Interstel-
lar Conflict in the 25th Century 
Main Designer: Redmond A. Simonsen, 
1974 
StarSoldier: Tactical Warfare in the 

25th Century 
Main Designer: Tom Walczyk, 1977  
UNIVERSE: The Role-Playing Game of 
the Future 
Main Designer: John H. Butterfield 
New York: Bantam Books/Simulations 
Publications, Inc., 1982 ("New 2nd Edi-
tion") 
The broad UNIVERSE background is too 
dissimilar to be integrated into the elabo-
rated SPI future-history, although the three 
alien races, which never officially made an 
appearance in print - the sht'kl'p (shape-
shifters); "a race of lupine carnivores with 
strong family ties"; and "a race of symbi-
onts" - could easily appear at some time, 
in a diverse galaxy of the future. Many of 
the technological devices are generic to 
conventional medium-term future-history 
scenarios. 
DeltaVee: Tactical Space Combat Sys-
tem for UNIVERSE, The Role-Playing 
Game of the Future 
Main Designer: John H. Butterfield, 1981 
DeltaVee concerns largely what could be 
called "small-fighter combat" under 
strictly Newtonian conditions. This kind of 
combat could easily occur as an adjunct to 
the fighting at almost any period in the 
future-history.  
Vector 3: Tactical Space Combat in 
Three Dimensions 
Main Designer: Greg Costikyan, 1979 
WorldKiller: The Game of Planetary 
Assault 
Main Designer: Redmond A. Simonsen, 
1980 
StarGate: The Final Space Battle for 
Galactic Freedom 
Main Designer: John H. Butterfield, 1979 
Outreach: The Conquest of the Galaxy, 
3000 AD 
Main Designer: Irad B. Hardy, 1976 
The background to Outreach posited in the 
game itself, is deliberately open-ended and 
purposefully left vague (apart from the 
fact that the technology is a continuation 
of that of StarForce). However, given the 
vagueness and the enormous scale, other 
kinds of faster-than-light (FTL) travel 
could easily be envisioned as taking place. 
 
THE TIME-LINE 
 
2001: Birth of Gamil DesJardins in Old 
Beirut (eventual Chairman of Ares 
Corporation) 

mid-21st century - "White War(s)" - some 
especially ferocious conflicts between the 
major powerblocs of Earth - WORD 
formed in a worldwide sense of revulsion 
against such fighting 
31 December 2093: Beginning of Martian 
Rebellion (Battlefleet: Mars) 
3 March 2094: The Battle of Vesta 
18 June 2094: Attempted Assassination of 
Dalia Ashad, high WORD official 
2094-2096, Martian Free Traders vs. 
ARES Corporation (WORD - World Or-
ganization for Resource Development rep-
resented Planet Earth)  
The First Battle of Pallas 
The Battle of Vesta 
The Raid on L-5 
Second Battle of Pallas 
Battle of Juno 
Third Battle of Pallas 
Battle of Mars: Conclusion of Conflict - 
Mars gains independence; ARES Corpora-
tion mostly dissolved 
2090s: dissolution of World Organization 
for Resource Development (WORD) 
2105: First discovery of fissionable mate-
rials on Titan, moon of Saturn. 
2117: War on Titan  
Titan-Prime: Main Chung-kuo/Nippon (in 
game, Hegemony of East Asia) base New 
Saar: Main Europa (in game, EEC - Euro-
pean Economic Community) Mining 
Complex Note: Diverging from the brief 
background notes for the game, both the 
USSR and USA are considered to have 
dissolved by this time. 
c. 2200: establishment of Solar Govern-
ment (also called Solar Hegemony) 
 
Note: A separate article will probably be 
written on the StarForce background. 
Some of the additional extrapolative fu-
ture-history material included in certain 
issues of MOVES (e.g., no. 21) could 
probably be seen as non-canonical, rela-
tive to information that can be extrapo-
lated from other published games. I have 
prioritized material appearing in other 
published games over such ancillary Star-
Force material.  Generally speaking, the 
StarForce background combines coherent 
and incoherent aspects. The background 
story of a conflict between a more conser-
vative, Earth-based power (the Pan Human 
Hegemony - PHH), the frontier-oriented 
Human League - HL, and an "all-lifeforms 

(Continued on page 4) 



 Visit the SGS webpage: http://pages.about.com/strategygames/  

PAGE 4 STRATEGIST VO LUME X X X I, ISSUE 1, N UMBER 342  

(Continued from page 3) 

liberationist" Pan Sentient League (PSL), 
is sociologically interesting. 
 
2317: Female Cyborg Lauren Silverwolf 
discovers "discontinuity effect" (later to 
be called J1) 
2322: First Teleship, Argenta Lupa, lost 
in trans-Plutonian space 
2328: (First) Sentience Status Act 
2337: 1st TeleMEG (TeleMapping and 
Exploration Group) - slow sweeps of 
trans-Plutonian space to enhance its fa-
miliarity to "Telesthetics", 2nd to 7th 
TeleMEGs quickly formed, beginning of 
Telesthetic Guild  
2341: First Interstellar Expedition (to Al-
pha Centauri system); the "Outleap" be-
gins 
c. 2380: The Alpha Centauri Campaign - 
the Solar Hegemony quickly reacted to 
the attempt by Lauren, the main Earth-
like planet of the Alpha Centauri system, 
to declare independence. 
 
INTRA-SPECIFIC WARS OF AUTON-
OMY 
 
2405: The Epsilon Eridani Campaign 
Epsilon Eridani revolts against Solar He-
gemony, and endeavors to seize Epsilon 
Indi system. Revolt of Epsilon Eridani 
successful, but fails to capture Epsilon 
Indi. The Earth-like planet at the Epsilon 
Indi system is Epsilon Indi I. (from Star-
Soldier) 
2415: The Rise of the Human League 
Frontier-oriented Human League endeav-
ors to seize Epsilon Indi from Pan Human 
Hegemony. 
2430: PHH - HL Showdown 
Another war between the Pan Human He-
gemony and Human League. The Pan Hu-
man Hegemony endeavored to strike the 
planets at Tau Ceti, the most heavily 
populated of the Human League systems. 
2451: L'Chal-Dah Contact 
First Contact with parahuman L'Chal-
Dah, at Eta Cassiopeiae. The PHH and 
HL join together to defeat the L'Chal-
Dah. The Earth-like planet at the Eta Cas-
siopeiae system is Eta Cassiopeiae II (this 
was where First Contact between the Hu-
mans and the L'Chal-Dah occurred) (from 
StarSoldier). 
2462: Second PHH - HL War 

Second major conflict between the more 
conservative and more frontier-oriented 
human blocs. Ended in an indecisive vic-
tory for the PHH. Described as "a brief 
and inconsequential struggle. The HL did 
mount one expedition to Alpha Centauri 
and succeed in gaining control of local 
space long enough to land troops on Lau-
ren, but they were swiftly re-
pulsed." (StarSoldier rulebook, p. 14) See 
also MOVES no. 21 ("StarForce as Fic-
tion: An Account of Scenario Six in Story 
Form", by Neil Shapiro.) This can be ac-
cepted as semi-canonical. (The story in 
fact has several inaccuracies when com-
pared to the actual scenario setup.)  
Human League systems: Tau Ceti, Epsi-
lon Eridani, 82 Eridani, Delta Pavonis (9 
StarForces); HL StarForces "Wing 
Toucher": Viola Clearwater PHH sys-
tems: Sol, Alpha Centauri, Epsilon Indi (7 
StarForces); PHH StarForces "Wing 
Toucher": Phyllis Webb  
As described in the story, the PHH won a 
decisive victory by bluffing an attack on 
Delta Pavonis, while actually concentrat-
ing to attack Tau Ceti. Perhaps it can be 
assumed that Alpha Centauri fell to the 
HL assault, before the PHH victory at Tau 
Ceti. (So the results of the campaign 
might be seen as more "inconclusive.") 
2465: Revolt of Epsilon Indi 
PHH victory -- L'Chal-Dah intervened on 
behalf of the PHH (when it became clear 
that the PHH was winning). 
2476: The War with the Rame 
The Consociation - decided to use this 
name instead of that given -- "Human 
League" -- as HL refers to a different 
body in the future history. The Consocia-
tion absorbed the L'Chal-Dah on an Asso-
ciate basis, and together fought against 
the far more alien Rame. What had erro-
neously been called the "Human League" 
in the War with the Rame, 2476 A.D., 
and War of the Defense League, 2482 A.
D. scenarios in StarForce, is identified in 
StarSoldier as the Pan Human Hegemony 
(PHH); however, perhaps the term 
"Consociation" (coined by the author) can 
be used for the general organization link-
ing the PHH, L'Chal-Dah, and Rame. 
2480: L'Chal-Dah Expansion 
L'Chal-Dah launched an aggressive policy 
of trying to subordinate the Rame. The 
Rame were defeated. 

 
2482: War of the Defense League 
L'Chal-Dah and Rame form Defense 
League, renouncing their associate status 
in the Consociation. This is the height of 
L'Chal-Dah power. War between the Con-
sociation/PHH and the two alien races, 
who are trying to break away from human 
tutelage. "The Rame were more or less 
unenthusiastic partners [of the L'Chal-
Dah] due more to bad feelings vis a vis 
the L'Chal-Dah than any love of Human-
ity and refused to commit troops to the 
attempt to subjugate PHH plan-
ets."  (StarSoldier rulebook, p. 15) The 
Consociation/PHH was able to capture 
the L'Chal-Dah StarGate at 61 Cygni. 
"After capturing the StarGate at 61 Cygni, 
it was necessary to secure the outer ring 
of debris which ringed the system to pro-
tect it from low-velocity counter-assaults, 
which could have been staged from any 
one of the several of the larger pieces of 
debris." (StarSoldier rulebook, p. 16) 
 
2487: The War for Identity 
In the wake of the collapse of the Conso-
ciation, three-cornered struggle between:  
Pan Sentient League - "advocating com-
plete freedom for all biologic and cyber-
netic sentients" - centered on the L'Chal-
Dah and Rame systems;  
Human League - frontier-oriented and 
more radical human systems; 
PHH - more conservatively oriented hu-
man systems, including Sol. Triumph of 
PSL. 
 
FIRST INTERSTELLAR PEACE, 2488-
2504 
2488-2504: First Interstellar Peace, 
(Second) Sentience Status Act 
2505: War for the League 
Brief resurgence of the PHH at Sol and 
Epsilon Indi, who fought in a three-
cornered war with the Rame and the 
L'Chal-Dah, who had also pulled out of 
the PSL. (The human systems in the PSL 
remained neutral.) It may be assumed that 
in this scenario, the Delta Pavonis Star-
Gate had been destroyed, e.g., in the pre-
ceding War for Identity, 2487 A.D. (The 
scenario notes in StarForce erroneously 
point out that Delta Pavonis lacked a Star-
Gate of its own up to that time.)  

(Continued on page 5) 
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(Continued from page 4) 

 
Note: The Earth-like planet at the Delta 
Pavonis system, Delta Pavonis II, had a 
hostile native life form, the Dinkblog, "a 
carnivorous four-legged creature possess-
ing the ability to teleport it-
self."  (StarSoldier rulebook, p. 16) Star-
Soldiers were called in to cope with it. 
There was more than one Dinkblog - i.e., 
it was a species of creatures (though pre-
sumably quite few in number) rather than 
a unique creature. (For the designers, the 
idea of the creature or creatures appears 
to have been partially inspired by the 
Japanese Godzilla monster - so it might 
be seen as only semi-canonical for the 
StarForce background - and it does indeed 
seem very silly.) Perhaps the Dinkblog 
should be re-conceptualized as a large, 
carnivorous, agile, Tyrannosaurus Rex-
like creature, but without the rather un-
likely seeming teleport ability. So fairly 
conventionally armed ground forces 
would probably be able to deal with it. By 
extension, Delta Pavonis II, or some parts 
thereof, might be a "lush garden land-
scape" - in accord with an ecology appro-
priate for T-Rex-like creatures. 
 
SECOND INTERSTELLAR PEACE, 
2506-2774 
2506-2774: Second Interstellar Peace 
 
XENOPHOBE INCURSIONS AND 
THEIR AFTERMATH, 2775-2787 
2775: The First Xenophobe Incursion 
The Xenophobes are a fanatical race that 
induces novas in stars through 
"Conversion Triggers" thus destroying 
their enemies' planets and populations. 
2785: The Second Xenophobe Incursion 
After the First Xenophobe Incursion was 
beaten back, the inevitable "second try" at 
conquest took place. 
2786-2787: Virtual Destruction of Xeno-
phobes 
The Xenophobes were beaten back to 
their own home space, virtually annihi-
lated, and confined to their home planet, 
under careful watch. 
 
SOME ISSUES ABOUT THE STAR-
FORCE BACKGROUND: 
 
Telesthetics: These are in some senses 

superhuman beings. They are also said to 
be exclusively women. The background 
never seriously considered the possibili-
ties that persons with superhuman powers 
might tend to despotism or tyranny. In 
Frank Herbert's DUNE universe, power 
was divided between the Emperor, the 
Great Houses of the Landsraad, the Bene 
Gesserit Order, and the Guild of Space 
Navigators. The Fremen were also impor-
tant because they lived on the desert 
planet that was the source of the "spice" 
that drove interstellar travel.   
 
The most obvious "realworld" analogy for 
DUNE is the attempts of various Arab 
and Islamic countries to leverage their 
control of most of the world's oil to obtain 
greater power for themselves and achieve 
various political objectives. In that sense, 
Frank Herbert's DUNE could be seen as a 
prediction of the OPEC crisis of the mid-
1970s, when the leading OPEC countries 
decided to assert greater control over their 
own resources, and use the oil-power to 
weaken the links between Israel and the 
U.S.A. In the 1990s, Saddam Hussein 
would probably like to see himself as Paul 
Atreides! The Telesthetic Guild in Star-
Force seems to combine the characteris-
tics of the Bene Gesserit Order and the 
Guild of Space Navigators in DUNE - an 
overwhelming concentration of power. 
Perhaps it could be suggested that there 
are only slightly more female than male 
Telesthetics, and that they are relatively 
evenly distributed between different hu-
man ethnic groups - otherwise the socio-
logical effects on human societies might 
be devastating (e.g., might not some 
planet consider that a virtually all-female 
population would be the way to increase 
the number of precious Telesthetics)? An-
other thing to be considered is that there 
have to be extensive procedures and insti-
tutions for the "retrieval" of Telesthetics 
from the general population. This would 
probably be something similar to the 
"PsiCorps" model in the Babylon Five 
television series, where the Telesthetics 
would live in special facilities apart from 
the general population.  
 
Planetary Combat: In the StarSoldier rule-
book, the interactions of planetary combat 
are quite well-characterized. Perhaps the 

notion that the StarSoldier Active Battle 
Dress operates on a G-less drive is too 
ridiculous. The StarSoldier equipment can 
be characterized as micro-atomic-driven 
"power-armor" loaded with electronics, 
but NOT a G-less one. It could perhaps be 
suggested that alongside the StarSoldiers, 
there would be ground Regiments, who 
would have armored and transport vehi-
cles shielded from the Heissen Effect; and 
similarly shielded sophisticated atmos-
pheric fighter planes, space fighters, as 
well as ground bases with laser-weapons 
and missiles. Perhaps it could also be ar-
gued that the over-all number of StarSol-
diers be smaller (e.g., one-tenth the num-
bers suggested in StarForce/StarSoldier, 
where a StarForce is said to carry 100,000 
StarSoldiers in stasis plus their support 
equipment) as their ABD and full equip-
ment might have the relative cost of an 
expensive jet-fighter to the Earth's GNP, 
today. So the new suggested total would 
be 10,000 StarSoldiers per StarForce, or 
2,500 per teleship. (However, the over-all 
numbers of StarSoldiers could not be re-
duced too far, as planets might then be-
come unconquerable.) 
 
L'Chal-Dah: The L'Chal-Dah home sys-
tem, Sigma Draconis, is less than twenty 
light years away from Earth. So, if that 
civilization has been using radio commu-
nications and television broadcasting for 
roughly the same time as humanity, the 
two civilizations should have become 
aware of each other far earlier. One won-
ders what semi-credible reason one could 
find for the First Contact taking place as 
envisaged in StarForce and StarSoldier? 
Some kind of blocking magnetic cloud 
between the human and L'Chal-Dah sys-
tems? 
 
2836/c. 2836: First Contact [described as 
unspecified First Contact in StarForce] 
with Igugui (from StarGate)(Igugui have 
unusually high telesthetic abilities - short, 
stocky, friendly aliens) 
c. 2850: (J2 - single Psion/Telesthetic 
jumping from outside a system's gravity 
well) [about 2300, according to UNI-
VERSE/Delta Vee] 
c. 2870: First Contact With Duonoips 
(from Stargate - tall and highly-muscular 

(Continued on page 6) 
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aliens; but rather unintellectual)  
c. 2880: First Contact With Meta-Mex 
(Meta-Mex are machine intelligences 
with highly sophisticated warp drives) 
c. 2900: (J3 - purely-technological warp 
drive from outside a gravity well) (This 
would mean a profound weakening of 
the Telesthetic Guild's power.) 
c. 2950: War in the Gilgamesh Cluster 
(located in Outreach hex 1315 - one hex 
"above" SOL):  
Vector One: planet-to-orbit shuttles 
Vector Two: "solar-wind" powered 
ships (interplanetary) 
Vector Three: central cylinder; and vari-
ous types of pods 
 
Xandri-Bratcom Coalition - a human 
commercial empire (Bratcom), allied 
with a saurian race (Xandri), who pro-
vide the company "muscle"  
Humano-Cetacean Civilization - a splin-
ter group of humanity living in harmony 
with genetically-enhanced telesthetic 
dolphins, who provide various tele-
pathic skills  
Aaland: strategic base and site of the 
major battle 
c. 3000: (J4 - Mini-Jumps within a grav-
ity field) (This would probably permit 
faster maneuvering near planets.) 
3021-3023: E'kenn Assault on Outer 
Human Colonies - E'kenn are supercili-
ous parahumans (or perhaps even de-
scendants of some throwback line of 
Earth humans) with an extreme sense of 
hierarchy 
Note: The game is clearly only a 
"schematic" of a far larger conflict. 
c. 3100: after the defeat of the E'kenn, 
dissolution of their civilization into 
commercial, demotic forms 
c. 3439 [changed from 2439]: Virunian 
"War of Purification" begins (80 years) 
Note: Since this is so far in the future, 
Virunians can be conceived as virtually 
anything. Perhaps one could speculate 
they are actually a coalition of three 
races: 
supercilious parahumans (or even de-
scendants of Earth humans) "the brain" 
saurians - warriors - "weapons section" 
short, stocky "techies/workers" - 
"transport section" 
c. 3519 [changed from 2519]: Battle at 

Null-Gate 
Note: Human J4 drives unable to func-
tion in the wild energy fields of the Null-
Gate. Meta-Mex have J5 (or Wobble) 
Drive. The game is clearly only a 
"schematic" of a battle that could have 
involved thousands of ships. Race that 
defeated the Virunians: Hidden Guardi-
ans of the Galactic Core (extremely 
telesthetically and technologically ad-
vanced parahumans). 
 
The far-future games, The Sword and the 
Stars and Freedom in the Galaxy, have 
not been included. Freedom in the Gal-
axy is too obviously derivative of George 
Lucas' Star Wars to be considered a dis-
tinct background; whereas The Sword 
and the Stars seems to be an entirely 
self-contained background- although 
somewhat derivative of the setting (and 
clearly the game system) of old SPI's 
Empires of the Middle Ages. Old SPI's 

MILITARY MOVIE STAR BIOGRAPHY: 
David Niven (1910-83) 

 
Attended Sandhurst Military Academy and served for two years in Malta in 1930-32 
as a platoon commander in the Highland Light Infantry. He then began a career in 
film acting in Hollywood but at the outbreak of World War II, he re-joined the Army. 
He started as a lieutenant in the Rifle Brigade, volunteered for commando training, 
and found himself in a forward reconnaissance regiment called “Phantom”.  
 
He did act in two propaganda films during the war, The First of the Few (1942) and 
The Way Ahead, (aka The Immortal Battalion, 1944). During his war service his bat-
man was Private Peter Ustinov (actually, this was only a posting to keep the two to-
gether to work on the script for The Way Ahead, as Ustinov was barely able to keep 
his own kit in order). On his return to Hollywood after the war, Lieutenant Colonel 
Niven was made a Legionnaire of the Order of Merit (the highest American order 
that can be earned by a non-citizen) by General Eisenhower.  
 
Niven was almost totally silent about his war experiences. He said once: "I will, how-
ever, tell you just one thing about the war, my first story and my last. I was asked by 
some American friends to search out the grave of their son near Bastogne. I found it 
where they told me I would, but it was among 27,000 others, and I told myself that 
here, Niven, were 27,000 reasons why you should keep your mouth shut after the 
war."  
 
His war/historical action film credits include: The Real Glory, The Dawn Patrol, The 
Charge of the Light Brigade, First of the Few, The Way Ahead, The Guns of Nava-
rone, 55 Days at Peking, The Captive City, The Best of Enemies, Sea Wolves: Last 

2Lt D. Niven, Highland Light Infantry. 
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for the American Civil War.  Nor does 
this game fall into the category of games 
considered to be moderately complicated 
such as Successors, We the People, Paths 
of Glory, or Hannibal (I mentioned these 
games since they involve card play which 
is integral to the mechanics of the game, 
more on this later).  Battle Cry falls 
squarely in the Beer and Pretzels cate-
gory, along the lines of the Battlemaster 
series games by Milton Bradley like Sho-
gun, Axis and Allies, or Broadsides and 
Boarding Parties.  If you don’t mind a 
simple treatment of rules involving move-
ment, attack resolution, and leadership, 
you will love Battle Cry.  If you don’t 
think a civil war battle can be done justice 
and resolved in under an hour, you proba-
bly won’t like this game. 
 
Now on what the game is, not what it 
could have been, or should’ve been.  For 
what it is, it’s a great game.  Battle Cry 
simulates, on a tactical level, individual 
battles of the American Civil War.  The 
scale could be described as regimental or 
divisional in nature.  If this were a com-
puter game, I’d think it was a copy of Si-
erra’s Civil War Generals on a smaller 
scale.  The units represent anywhere from 
2000 to 50,000 troops (best guess) that 
may have been involved in any given bat-
tle (the exact numbers are not important).  
Hex sizes could be abstracted to represent 
from hundreds of feet to hundreds of 
yards or more.  You are trying to recreate 
a battle over similar terrain conditions, 
and troop formations of the original bat-
tle.   
 
The basic units on each side comprise of 
Infantry, Cavalry, Artillery, and Generals. 
Each cohesive unit is made up of different 
number of figures (4 infantry, 3 cavalry, 2 
artillery) one of which carries a flag. Ad-
ditionally, each General figure has a flag 
and can be attached to a unit giving it an 
additional attack bonus. Movement is 
conducted based on unit type.  Generals 
and cavalry can move three space, infan-
try and artillery only one.  The board is a 
plain battlefield, divided into center, left 
and right flanks. Included in the game box 
are hex tiles (each hex about 2 inches 
wide) which you place on the board to 

simulate different terrain.  Each type of 
terrain can provide an advantage or disad-
vantage to the unit occupying it.  Woods 
and building hexes give you extra protec-
tion but slow your movement and prevent 
you from doing battle the turn you enter 
them.  Hills confer both extra protection 
and add range to your artillery.  Crop 
fields, fences, entrenchments and or-
chards are present and also provide extra 
protection. Rivers/ streams slow your 
movement, and expose your troops to 
more damage if attacked.  Impassable ter-
rain and river bridges are also provided in 
the mix.  With the different mix of terrain 
tiles, you can pretty much set up any bat-
tle you want, including many “what if” 
scenarios.  Along that line of thought, 
there are 15 scenarios included with the 
game such as Antietam, 1st Bull Run, 
Fredricksburg, Gettysburg, and my favor-
ite, Chickamunga!  (A printing error in 
the rules caused it to be spelled that way 
instead of Chickamauga, much to the en-
tertainment of all.) Homegrown scenarios 
are already springing up on the web.  The 
game lends itself to tinkering. 
 
The object of the game is to capture your 
opponent’s flags. Capture six flags, in any 
combination of Generals or units elimi-
nated (or forced to retreat off the board) 
and you win. Pretty simple.  There are no 
objectives to take, point scoring system or 
secondary victory conditions in the pro-
vided scenarios.  The mechanism that 
makes the game fun and adds atmosphere 
are the Command Cards. Each player 
starts with a certain number of cards 
(depending on the scenario) which allow 
you to move and attack.  The cards dictate 
where and with what you may conduct an 
attack. During your turn, you may play 
one command card, or discard and draw 
one card if you have none that are play-
able Units specified on the card are given 
an “order”.  Ordered units may now 
move.  Following all moves, units that 
were given orders conduct attacks.  For 
example, a Skirmish card will only allow 
you to order one unit or general in a given 
flank, where as an All Out Attack card 
will allow you to order (and move) all 
your units on the board (a very powerful 
card).  There are also flavor cards to al-
low for sharpshooters or an artillery bom-

bardment.  Other special cards like Force 
March allow all your infantry in a given 
section to move 2 spaces then attack.  It’s 
the card system of movement that makes 
the game work.  You really have to plan 
your moves and give consideration to 
pulling back weakened units or pressing 
forward for the attack.  You might have a 
Sharp Shooter and Skirmish card in your 
hand.  Do you go for the movement of 
one unit for positioning, or do you take 
the chance that you can pick off an enemy 
general and gain another flag (and possi-
bly the game if it’s your sixth).  Maybe 
you should pull that battered unit back 
into the woods and wait for a Reinforce-
ment card to come up.  There are plenty 
of choices to be made despite the luck 
involved in the card drawing portion.  Af-
ter you have played your Command card 
and taken any actions, you draw a card to 
replenish your hand to its’ original start 
size.   
 
Battles are resolved through the roll of 
special dice.  Each die has figures of a 
flag, cavalry, artillery, 2 infantry, or 
crossed swords on each face.  The number 
of dice rolled depends on the type of unit 
attacking and the distance to your target.  
The type of terrain in the target hex fur-
ther modifies this.  If you roll the correct 
symbol for the type of unit you’re attack-
ing, one figure in that unit is removed.  
Flags cause units to retreat following 
combat losses.  This is a very simplistic 
method of combat resolution, but it 
works.  A unit always attacks at full 
strength as long as it’s still on the board.  
This makes for cautious planning, since 
that one infantry carrying a flag may turn 
around next turn and take out your cav-
alry with the four dice it gets to roll (if it 
gets next to you).  The fact that units still 
attack at full strength is a sore point for 
many, including myself.  Overall, I justify 
it as a way to keep the game simple and 
moving it along quickly, albeit a bit unre-
alistic.  There’s room here for someone to 
make up house rules to cover this area or 
even setup a combat result table if they 
see it as a problem, but again, unneces-
sary.   
 
The scenario setups try to be historically 

(Continued on page 8) 
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accurate.  The sides may not be equally 
balanced in terms of units or command 
cards held.  Some are more balanced than 
others.  Don’t expect something like Pick-
ett’s Charge at Gettysburg to be a walk in 
the park as the Confederates.  Each sce-
nario can be played in under an hour and 
there are rules to link battles into a cam-
paign setting (I haven’t tried this aspect 
yet).  All the battles are one-day affairs, 
so if you were playing a Gettysburg battle, 
expect to only play one day, or one aspect 
of the battle.  There are no rules to cover 
nighttime reconstitution of troops, morale, 
weapon type, and supply (although there 
are some good command cards like Out of 
Supply and Reinforcements).  It would be 
futile for me to discuss individual sce-
nario strategies here.  First, I’m not a his-
torian and couldn’t do it justice, and sec-
ond, the strategies would change slightly 
each game based on the Command cards 
drawn.  Again, we're not talking about a 
deeply detailed game here. 
 
If the game had some wood in it, I’d con-
sider placing it in the German Game cate-
gory.  The rules are simple (more so than 
something like Axis and Allies).  The 
components are excellent quality and 
paintable if you’re into that.  The game is 
infinitely re-playable with the ability to 
create your own board.  And, most impor-
tant, the game is just plain FUN! Yes, 
they remembered to put the fun in the box 
along with everything else.  And that's 
what it's all about. There are many other 
companies that do 'serious' war games like 
GMT, Multi-man Publishing, Decision 
Games, and Victory Games with rules 
that will certainly take you longer to read 
than to play the game Battle Cry. If that's 
what you're into, steer away from Battle 
Cry. You probably won't like the simplic-
ity or luck of the draw and die rolls.  But, 
if you want to play the game with your 11 
year old, hold a significant lead as the 
Confederates, and get trounced by overex-
tending your left flank into open terrain 
rather than falling behind the ridge with 
weakened forces at the Battle of Bull 
Run, then buy this game. Ouch!  This is 
the type of game you can use to introduce 
someone to either miniatures gaming or 
more complex games on the subject such 

as For the People.  I’ve read many user 
comments on the web already about folks 
who didn’t think they’d like this type of 
game, and end up giving it endless praise.  
It would make a great game to have 
around the gaming group table for the odd 
pair out to play that side game.   
 
I do have a few minor quibbles.  First, the 
game could have benefited from an en-
closed set of advanced rules.  Despite all 
my praise about the simplicity of this 
game, I wouldn’t mind seeing additional 
rules which needlessly complicate the 
game (yes, you read that right).  I’ve gone 
so far as to develop house rules to add 
things like Charging, Rear Assaults, Ral-
lies, and new terrain.  This actually says a 
lot for the game.  All the additional rules 
and enhancements I’ve added are just 
that: enhancements.  They’re not fixes for 
any problems in the game.  As it is, the 
game stands on its own and plays very 
well.    (Let it be known that I’ve pur-
chased two copies of the game to create 
some of the special dice and terrain in my 
tinkering, so check out my house rules.)  
Second, there is one card (I believe it’s 
All out Assault,) that is a bit unbalancing 
as it allows all your units to move and 
attack, and then is reshuffled into the 
deck.  This card is often held until a game 
winning strike can be delivered.  The 
problem with this card can be fixed by 
removing it from certain (smaller) scenar-
ios, but again, does not break the game if 
left in.  Finally, there are many little rules 
questions that have arose during play that 
needed clarification.  Fortunately, this 
area has been fixed through the dedication 
of Richard Borg (the designer) answering 
all questions posed to him about the 
game.  An Official FAQ has now been 
posted at various web sites should you 
have any questions. 
 
Overall, the mechanics of Battle Cry will 
lend themselves very well to developing 
similar games in other eras.  With a few 
tweaks, there’s no reason why this type of 
battle and play system couldn’t be 
adapted to Napoleonic, or Roman times.  
This is something that Richard Borg and 
the designers at Hasbro are already look-
ing into.  I for one am drooling over the 
possibilities. 

 
This game gets a solid 95db on the 
Mulder Meter.  That’s some loud shout-
ing folks.  I wanted more. More terrain, 
more scenarios, more board space, more 
varied Command Cards (so I went and 
bought an extra set and made more, and 
you can actually get both sets into one 
box with the lid closing). If you want 
more, check out my house rules at www.
neonate.org, www.grognard.com, or 
www.boardgamegeek.com for some inter-
esting goodies. So go buy this game, buy 
two for the extra pieces, and don't repeat 
Pickett's Charge! You'll be playing this 
one for years to come.  
 

BATTLECRY 
OPTIONAL/HOUSE RULES V1.03 

- by Walt Mulder - 

OPTIONAL RULES 
 
Strategic Battle Plan Review and Reor-
ganization. (Use in place of discard rule)  
Simply this. During your turn you may 
discard up to ½ your unusable cards 
(rounded up) and draw as many new cards 
as discarded in lieu of taking any actions 
on your turn.   NOTES: This may be due 
to an inability to play any cards, or a to-
tal change of your battle plan strategy. It 
simulates the Army Commander's (you) 
decision to reevaluate the battle and af-
fect some (limited) changes. Most Civil 
War battles were only a day or two long, 
with Gettysburg being one of the longer 
ones at three days. Granted, the cam-
paigns of the war were longer, but the 
actual battles were usually decided in a 
day or two. Battlefield communications 
were slow to non-existent once the battle 
began, but changes could and were made 
during battles. Weaknesses in flanks were 
exploited when able. Most of the scenar-
ios start both players with 3-6 Command 
Cards. Allowing the exchange of ½ of 
your cards seemed reasonable without 
breaking the rules or shifting the balance 
too much. This usually results in at least 
two cards being exchanged, and no more 
than three (under the current scenario 
set-ups). It helps simulate the limited con-
trol a Commander had over implementing 
a change of battle plans. It also elimi-

(Continued on page 9) 
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nated one of the major gripes I've read 
about players being stuck with unplayable 
cards for too long. 
 
Retreats: Use any or all three options if 
forced to eliminate a unit due to retreat 
off the edge of the board. They are: 
 
1. Eliminate one figure from the unit for 

each flag rolled causing you to retreat 
off the board. This would be along 
the same rule that allows you to do 
that if you are forced to retreat and 
cannot due to any blocking units or 
impassable terrain. It would also be 
the easiest. 

2. Allow a lateral retreat along the back 
edge of the board (only), as long as 
the retreating unit doesn't move any 
closer to ANY enemy forces located 
on the board. If blocked by units on 
either side and unable to retreat later-
ally due to moving closer to an en-
emy unit, use rule #1. 

3. A unit is lost (eliminated) if forced to 
retreat off the edge of the board 
ONLY if they were attacked from an 
adjacent hex. If the attacking unit is 
not adjacent, and forces a retreat 
from the edge of the board, then al-
low the elimination of figures as in 
#1 above. This simulates a close 
range barrage from either gun or 
cannon, or perhaps a cavalry charge. 
Your troops are routed if they were 
forced to retreat off the board edge. 

 
NOTES: There are situations I have no-
ticed in some scenarios, where your op-
ponent could get the jump on you in a 
certain flank, position themselves for at-
tack, and get lucky with two or more re-
treat flags before you've had a chance to 
advance a unit forward on that flank. If 
this happens within the first few turns of 
the game, elimination of the unit due to 
retreat off the board is unreasonable. 
Furthermore, ranged attacks against a 
full strength unit which is still on the back 
edge of the board wouldn't necessarily 
make them retreat off the battlefield. I 
hope the optional retreat rules above will 
alleviate some of the complaints in this 
area. 

 

Optional Rule -- Sunken Roads: (use in 
place of sunken road rule in FAQ) The 
sunken road provides the die reduction 
benefits on attacks from any side of the 
road, including an adjacent (sunken) road 
hex. 
 

UNOFFICIAL GOODIES and 
RULE EXPANSIONS 
 
(Buy an extra game, and then use the pro-
vided hexes to make the ones below. Con-
vert the rivers into roads and sunken 
roads by painting them or using paint 
marker pens to color them brown. Con-
vert rivers into lakes by making the hex 
all blue. Convert fields into swamps by 
coloring blue/purple specks onto the hex.)  
 
WARNING:  Many of these terrain types 
are not fully tested and may unbalance the 
game and or gameplay, use them at risk to 
your own enjoyment. 
 
Roads 
Movement: Units moving along roads 
gain one additional hex of movement, as 
long as their *entire* movement is along 
the road. This extra hex of movement is 
optional, but if used it must be used on a 
road. Units starting in a town/building 
hex are considered on a road for the sole 
purpose of starting a move from a road. 
 
Battle: Any infantry, cavalry or artillery 
unit on a road is attacked with one addi-
tional die. Generals are not affected 
(assume the general and his staff repre-
sent a small, fast target compared to a 
regular unit.)  Terrain restrictions apply to 
battle die rolls.  (I have designed road 
hexes that go through wood and hill ter-
rain. Attacking units on them would ne-
gate the extra die bonus. So, for example, 
attacking an infantry on a forest road hex 
from an adjacent hex would give you 4 
dice; 4 for adjacent, +1 attacking a unit 
on a road, -1 attacking a unit in woods.) 
 
Line of Sight: Roads do not block line of 
sight. Roads through terrain such as 
woods or hills do block line of sight. 
 
Forest Road 
Movement: Units moving along a forest 
road gain one additional hex of move-

ment, as long as their *entire* movement 
is along any type of road. This extra hex 
of movement is optional, but if used it 
must be used on a road. 
 
Battle: Any infantry, cavalry or artillery 
unit attacked on a forest road (from any 
direction) is attacked as though it were a 
clear hex (one less die for forests, one 
more die for road). Lone Generals are not 
affected, and are attacked as normal. 
Units attacking from a forest road hex roll 
one less die. Units may attack the turn 
they entered a forest road hex if they used 
road movement this turn. 
 
Line of Sight: Forest Roads block line of 
sight 
 
Sunken Roads 
Movement: Units moving along a sunken 
road gain one additional hex of move-
ment, as long as their *entire* movement 
is along any type of road. This extra hex 
of movement is optional, but if used it 
must be used on a road. 
 
Battle: Any infantry, cavalry or artillery 
unit attacked on a sunken road (from any 
direction) is attacked with two less dice. 
Artillery may not attack from a sunken 
road. Generals are not affected, and are 
attacked as normal.   
 
Line of Sight: Sunken Roads do not block 
line of sight. 
 
Hill Road 
Movement: Units moving along a hill 
road gain one additional hex of move-
ment, as long as their *entire* movement 
is along any type of road. This extra hex 
of movement is optional, but if used it 
must be used on a road. 
 
Battle: Any infantry, cavalry or artillery 
unit attacked on a hill road (from any di-
rection) is attacked as though it were a 
clear hex (one less die for forest, one 
more die for road). Lone Generals are not 
affected, and are attacked as normal. 
Units attacking from a hill road hex roll 
one less die.  
 
Line of Sight: Hill Roads block line of 

(Continued on page 10) 
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sight 
 
Lakes  (Ponds) 
Movement:  No units may enter or cross a 
lake terrain hex. 
 
Line of Sight: Lakes/Ponds do not block 
line of sight. 
 
Swamp/Marshes 
Movement:  Units entering a swamp/
marsh hex must end their movement. Ar-
tillery may not enter or retreat into a 
swamp/marsh hex. Units may not attack 
the turn they enter a swamp/marsh hex. 
 
Battle:  Units attacking from a swamp/
marsh hex roll one less die. When attack-
ing a unit in a swamp/marsh hex, normal 
rules apply. 
 
Line of Sight: Swamp/marsh hexes block 
line of sight.  (Much like fields with high 
grass and reeds) 
 
Railroad (so far I haven't made or used 
any of these tiles)  
Movement:  No special rules 
 
Battle: Any infantry, cavalry or artillery 
unit attacked on a railroad hex (from any 
direction) is attacked with one less die. 
Generals are not affected, and are at-
tacked as normal. 
 
Line of Sight: Railroads do not block line 
of sight. 
 

RULE EXPANSIONS 
 
Warning:  Use of rules below should be 
agreed upon by both players prior to 
starting the game. They require the use of 
special dice.   Note:  I own 2 sets of Bat-
tle Cry. Using extra stickers and dice, I 
have created special dice listed below. 
 
Optional Rule -- Rally: Instead of playing 
a card or discarding useless cards, you 
may opt to rally one unit not at full 
strength. In order to rally, a general must 
be attached to the unit and the unit may 
not be adjacent to any enemy units 
(enemy generals are OK). You may not 
rally above the scenario start size of the 

unit. To rally, roll two rally dice for the 
unit you are attempting to rally. For each 
of your flag rolled (Union or Confeder-
ate), you may replace one unit up to the 
starting size of the unit. For each enemy 
flag rolled, you must fall back one space 
using normal retreat rules. This could re-
sult in regaining two units, one unit and 
falling back one space, or no units and 
retreat two spaces. 
Optional Rule -- Charges: A unit may 
only charge if it has a general, at least two 
figures in the unit (not counting the gen-
eral), and is attacking an enemy unit from 
an adjacent space. Artillery may not 
charge. Normal terrain rules apply. Units 
may not initiate a charge from a field, or-
chard, or swamp hex. Charges may not be 
conducted on lone generals. If conducting 
a charge, determine the number of dice to 
be used in the attack. You then have the 
option of replacing two dice with Charge 
Dice. If three retreat flags are rolled in the 
attack, the following occur after normal 
casualties are removed: 
 
1. If attack was on artillery, and one 

figure remains, you have captured the 
enemy guns. Take the flag and re-
place the unit with one of your own 
artillery figures (not unit) with a flag. 

2. If attack was on infantry or cavalry, 
you may advance into the vacated 
space following their retreat. If they 
are destroyed due to retreat rules, you 
may still advance if desired. 

3. If there was an attached enemy gen-
eral, you may roll one assault die to 
see if he is killed.   

4. Any remaining units must now retreat 
per the retreat rules. 

 
Optional Rule -- Rear Assault -- If you 
attack an enemy unit from a position op-
posite one of your other units (not a lone 
general), you may opt to roll two "Assault 
Dice" in place of two regular dice. Note:  
this simulates chewing up the enemy from 
the rear with no place to retreat. This is a 
difficult position to obtain and should 
also be guarded against. Your other unit 
opposite the enemy does not have to at-
tack this turn to gain the bonus dice 
choice.   
 
• A Charge die has two retreat flags, 

one cavalry, one artillery, two infan-
try, one crossed swords.   

• An Assault die has one cavalry, one 
artillery, two infantry and two 
crossed swords (no retreats). 

• Rally die has three Union flags and 
three Confederate flags. 

 
Die Notes: These dice merely increase the 
odds of rolling a needed hit in a rear as-
sault, or forcing a retreat during a charge 
to get special bonuses. The rally is an 
interesting option in addition to the rally 
card in the deck. Note that units rallied 
via dice cannot attack the turn they rally. 
 

THE BIG BOARD BATTLE-
FIELD 
 
With two sets, I have combined the two 
boards to create a huge battlefield. I 
scanned the board, and created 13 addi-
tional clear hexes to cover the areas 
where the boards overlap. With all the 
additional terrain hexes, along with the 
ones I've made above, you can make one 
helluva battle. 
 

PLAYER AIDS 
 
There is a link to a nice player aid card 
posted by Michael Fitzgerald. It can be 
found at http://www.seriouslyfungames.
com/catalog/AVH007.html or www.
neonate.org.   It cuts down to card size 
nicely and fits into an ultra pro card pro-
tector just fine.  (I've got all my cards in 
sleeves to protect them). 
 
 
DISCLAIMER 
 
The optional rules and/or additions to the 
game are not endorsed by Richard Borg 
or Avalon Hill. The original intent of the 
designer and Avalon Hill was to keep the 
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STRATEGIST READER POLL, 2000 
Please answer as many questions as you wish. When done, 
remove the page and mail to the Editor (1864 Fairburn Drive, 
Victoria, BC V8N 1P9 CANADA). You will have to donate 
an envelope and a stamp (remember also that you are sending 
to a Canadian address, so postage is a bit higher) to The 
Cause, but this gives you a chance to add comments at length. 
Please try to have your response postmarked no later than Oc-
tober 1, 2000, in order to give the Editor enough time to tabu-
late the responses and announce them in the November issue 
of Strategist. (You can also fill out this poll electronically. Go 
to http://www.islandnet.com/~citizenx/sgspoll.html and follow 
the instructions. Much faster and cheaper, too!) 

THANK YOU FOR YOUR HELP. 

Age ◊ <21 years 
◊ 21-30 
◊ 31-40 
◊ 41-50 

Education  
completed 

◊ high school 
◊ some university or college 
◊ undergraduate degree (BA, BSc) 
◊ graduate degree 

SGS member for: 
(total time you’ve 
been a member 
over the years) 

◊ less than one year 
◊ 1-2 years 
◊ 3-5 years 
◊ 5+ years 

Game player for  ◊ < 1 year 
◊ 2-5 years 
◊ 6-15 years 
◊ 16-25 years 

Do you have an 
e-mail address? 

◊ No 
◊ Yes, it’s:  

Do you use the 
Internet? 

◊ No 
◊ Yes 
◊ Yes, but not for gaming purposes 

Do you have a 
personal web-
page? 

◊ No 
◊ Yes, it’s at:  

Boardgames 
owned (all types) 

◊ 10 or fewer 
◊ 11-25 
◊ 26-100 
◊ 101-250 
◊ 250+ 
◊ I’m afraid to go into the closet and 

Boardgames 
bought/ year (all 
types, including  
magazine subs) 

◊ 6 or fewer 
◊ 7-12 
◊ 13-24 

Preferred type of 
“German” game 
(check all that ap-
ply) 

◊ Trading (e.g. Vino) 
◊ Building (e.g. rail games, Settlers) 
◊ Exploring (e.g. Tikal) 
◊ Power-mongering (e.g. El Grande, 

Web of Power) 
◊ Racing (e.g. Formula De) 
◊ Other (specify) 

Preferred era of 
board wargame 
(check all that ap-
ply) 

◊ none in particular 
◊ pre-gunpowder 
◊ Renaissance to Napoleonic 
◊ American Civil War 
◊ World War I 
◊ World War II 
◊ modern 
◊ future/hypothetical/alt-history 
◊ science fiction/ fantasy 
◊ other (specify) 

Preferred type of 
board wargame 
(check all that ap-
ply) 

◊ land (¤ tactical, ¤ operational,          
¤ strategic) 

◊ naval 
◊ air 
◊ “monster” games (600+ counters) 
◊ card 
◊ other (specify) 

Are you a minia-
tures gamer? 

◊ no, never, uh-uh 
◊ I’ve dabbled 
◊ yes! (indicate eras played, as above) 

Indicate what you would like to see in Strategist, using this scale: 1 
= highly negative; 2 = somewhat negative; 3 = neutral or no opin-

ion; 4 = somewhat positive; 5 = highly positive 

Hobby news: Game variants/scenarios: 

Convention listings: Complete playable games: 

Reviews of “German” games:  Miniatures gaming: 

Reviews of historical war- PBM/PBEM material: 

Reviews of SF/ fantasy war- Material on computer games: 

Articles on strategy/tactics for Reviews/guides to material 

Game replays: Interviews with game design-

Game errata listings: More graphics: 
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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.) 

Sep 22-24 - CanGames; Hull PQ. Info: 6930 Sunset Blvd; 
Greely ON K4P 1C5 CANADA 
Sep 22-24 - CogCon; Rolla MO. Info: 300 Foxcreek Rd; Rolla 
MO 65401; youta@rollanet.org 
Sep 25-27 - StarCon; Denver CO. Info: POB 24955; Denver 
CO 80224; starland@starland.com 
Sep 29-Oct 1 - Archon; Collinsville IL. Info: POB 8387; St 
Louis MO 63132 
Sep 29-Oct 1 - Trinoc*Con; Durham NC. Info: POB 106433; 
Raliegh NC 27605-0633; www.trinoc-con.org 
Sep 30-Oct 1 - Masquerades; Nottingham UK. Info: 6 Meadow 
Ln; Lexington, Sleaford, Lincs NG34 8LL ENGLAND 
Oct 6-8 - Nuke-Con; Omaha NE. Info: 13315 Josephine Cir; 
Omaha NE 68138; nuke-con@tconl.com 
Oct 13-15 - Nan Desu Kon; Lakewood CO. Info: 1552 Monroe 
St; Denver CO 80206; genkidenki@hotmail.com 
Oct 26-29 - Spiel; Essen GERMANY. Info: Merz Verlag; Albe-
richstr. 15-17; 53179 Bonn GERMANY 
Oct 28 - Xella-Con; Sacramento CA. Info: 3134 Bakula Way; 
Sacramento CA 95864 
Oct 28-29 - JVL-Con; Janesville WI. Info: 1316 Monterey Ln; 
Janesville WI 53526; rayshobby@aol.com 
Nov 3-5 - Carnage on the Mountain; Brownsville VT. Info: 64 
County Rd, Hartland; Windsor VT 05089 
Nov 5 - Ash Comics & Toy Show; Indianapolis IN. Info: 1947 
Bechtel; Indianapolis IN; zaprd@aol.com 

ANALECTS OF CONFUSION, PART VII: 
PARLIAMENT OF FUNK 

"[In the spring of 1998] in Djakarta, Indonesia's army stepped in to 
quell a clash between government supporters and student protesters 
who had been occupying Parliament. About 100 soldiers laid down 
their rifles, marched between the two sides and broke into a musical 
performance. The troops sat in a circle as about 20 soldiers stepped 
into the center and announced they were going to sing an old Javanese 
song. They invited protesters to join in. "As their comrades clapped in 
time and sang along, the soldiers wearing camouflage and bayonets on 
their belts high-stepped, swayed and strutted with a precision rivaling 
hip-hop videos, and sang: ‘Goodbye my love. Goodbye my love. 
When will I see you again? ’ One flag-waving student joined in, 
attempting to imitate the soldiers' moves. The crowd sang along. After 
three numbers, the soldiers picked up their guns and stood guard once 
again. They had relieved tensions on all sides." (Robert Horn, 
Associated Press)  Anyway, top marks to the NCO who thought this 
one up.… 

PSST! WANNA JOB, MATE? 
An email sent recently to George Phillies: 
From: Marta Daglow <mdaglow@earthlink.net> 
Subject: job posting 
Hi. I am a member of an award winning game company. Do you have 
a place on your website where I would be able to post job openings for 
my company? 
Thank you, 
Marta Daglow (www.stormfront.com) 
- We did check and yes, they are some kind of computer game 
company that is hiring – though their output so far is limited to sports 
and car-racing games. Check it out if you’re interested. 



This document was created with Win2PDF available at http://www.daneprairie.com.
The unregistered version of Win2PDF is for evaluation or non-commercial use only.

http://www.daneprairie.com

