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From The Desk of The Editor  

This venture, this 
magazine, was created upon the 
ashes of “The Boardgamer”.  In 
the day and age of Harry Potter 
one might think of it as the 
Pheonix risen again.  I didn’t 
take this effort on lightly, in fact 
I had to be dragged to it by 
numerous of my faithful 
Gunslingers with whom I have 
played for so long and who 
followed my urgings to subscribe 
to the Boardgamer some years 
ago.  It was mostly at their 
prodding that I came to create 
Old Soldiers.  I guess for them 
my work as a writer for wargame 
magazines was ample 
qualification to become a 
publisher/editor.  Perhaps they’re 
right, we’ll all come to find out 
soon enough.  But, even if they 
are correct, I’ll still feel like just 
another writer putting pen to 
paper …..well in today’s world 
pounding on the keyboard 
anyway.  So, you’re sure to see 
articles of my own authoring 
within the pages of this 
publication, though I’ll try to 
temper that by farming out some 
of my prolific creations to other 
publications.  As I write I find 
myself searching for the correct 
words to express what I’m 
thinking and feeling, and I 
remember a quote from perhaps 
the finest science fiction series 
ever to be created, “And So it 
Begins”. 

My view for this 
magazine is more expansive than 
that of its immediate predecessor.  
Avalon Hill enthusiast I may be, 
I recognize that they weren’t the 
… only game in town.   

 

 

Therefore, Old Soldiers will be 
open to articles covering games 
from all the old wargame 
companies.  The emphasis will be 
upon out of print games and upon 
games from companies which 
either don’t have their own house 
organs or which are small and 
probably will not in the 
foreseeable future, perhaps not 
ever.  I believe the support of the 
smaller publishers is crucial to the 
hobby’s future.   

I also believe we shouldn’t 
permit our old games to sit on the 
shelves gathering dust.  I’ve heard 
the multiple complaints that we 
should play only new games with 
new and improved mechanics and 
graphics.  To which I reply BS.  
(I’m a man of succinct words.)  
We live in a throw away world in 
which something we purchased 
only a few days ago, a few weeks 
ago, or just a couple of years ago 
we dispose of for new.  Look at 
our computers.  We don’t make it 
possible to economically upgrade 
them. Instead we make them 
obsolete with a new version.  Not 
that the newer versions have any 
purpose greater than the old ones, 
except perhaps to permit the play 
of more advanced “twich and 
point” games.  For most people 
who do only simple tasks such as 
bookkeeping, or letter writing, or 
even typing up reports for classes, 
the old 386 computers would still 
serve just as well as the new fancy 
Pentium 4 upon which this is 
being typed (and which is 
becoming a little aged too as we 
speak).  New does not equate to 
better.  New is usually a 
euphemism for “we’re making. 

something new and you’ve got to 
buy it so we can make more 
money”.  There’s usually no true 
reason for something new.  
Seldom is any new thing a 
quantum improvement upon an 
old model.  I’ve yet to see any 
new car that’s anywhere near as 
beautiful or comfortable as a 
1934 Duesenburg/Cord/Auburn.  
And those old cars had amenities 
in them we wouldn’t even think 
about today.  New simply isn’t 
better, it’s merely new.  So, when 
I hear people complaining about 
old games being played or 
obsolete or some such drek, what 
I really hear is a complaint that 
we’re not buying a new game 
upon the same subject.  But, do 
we really need that 326th version 
of Battle of the Bulge by the 
“XYZ Games Company”?  What 
makes anyone think a new 
version of that is necessary, or 
God forbid better?  It’s beyond 
me except for one thing.  Clearly 
the stampede to new games 
exists for the purpose of driving 
sales.  New doesn’t mean better, 
it means dollar signs and that’s 
the “bottom dollar” of it.  So, this 
magazine is dedicated to getting 
you to drag out those old dusty 
warriors and preventing them 
from fading away.  Stop dancing 
to the tune of the current fad, 
stop following the lead set by the 
advertising world.  Play those old 
games and become good at them.  
In that you can take pride. 
Well, that was a long winded 
speech.  Someday I’m going to 
make it to Hyde Park and will the 
Islamists hear it from me! 
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While the advantages of 
interior lines on land are already 
familiar to players of games such 
as Frederick the Great (SPI/AH), 
a logistical strategy of interior 
sea lanes presents itself in such 
games as Conquistador 
(SPI/AH), Blackbeard (AH), etc. 
In Blackbeard, the tendency of 
players is to intuitively seek out a 
convenient naval neighborhood 
with a local Pirate Haven for 
easy repairs, Pro-Pirate ports to 
get more for their Booty, and 
plentiful targets. In 
Conquistador, while some 
players may have a more 
cautious plan for their ducats, 
often players begin sending 
expeditions out in different 
directions hoping for a greater 
return from variety. 
 The problem with this 
tendency towards a ‘shotgun’ 
approach is that it drains the 
Treasury rapidly on very 
speculative ventures. Early in the 
game Treasuries already tend to 
deplete faster until the colonies 
become more productive. By 
applying the same principles 
derived from exploiting one’s 
interior lines in a land situation, a 
player stretches ducats much 
further – especially earlier in the 
game – by taking advantage of 
interior sea lanes. One 
establishes such an interior sea 
lane system by launching at least 
the initial colonies within one 
bound (8 hexes) of each other, 
and tending towards areas that 
are fewer Bounds from Europe. 
Developing a mutually 
supporting system of interior sea 
lanes brings advantages to 
 

different levels of the conflict. 
Logistically and economically, 
significant savings reflect the 
ability to do more with less 
thereby better maintaining a 
healthy treasury through the lean 
turns until the promise of colonial 
profits is realized. Tactically, one 
finds it easier from the logistical 
advantages to apply the correct 
force at the critical point whether 
that is to clear the Native 
resistance or deal with a rival. 
Strategically, being able to more 
tightly control ones own spending 
affords a little more influence over 
the course of the game as a whole. 
The interior sea lanes approach 
provides a multi-level solution to 
the management project of raising 
colonies to reach a healthy 
productive return on investment. 
Logistic and Economic 
Advantages 
 Most directly, a player 
saves ducats by keeping colonies 
in mutually supportive proximity 
in two ways – less to buy and less 
to maintain. Far-flung colonies 
each need their own continuous 
supply of colonist and soldier 
replacements, reinforcements, and 
maintenance. Also more ships may 
be needed to guard spread out 
colonies against rival raiders and 
later even pirates at sea. 
Conquistador is so economically 
driven there is even a cost just to 
go from place to place measured in 
bounds. An individual bound costs 
only two ducats, but the bill racks 
up fast when a number of 
expeditions have to back and forth 
over long distances every turn to 
get the early colonies established. 
 
 

Advantages of Interior Sea Lanes in Conquistador 
By Forest Cole 

By maintaining colonies 
within a bound of each other, a 
and units. At least in the early 
game, a single expedition serves 
the needs of a group of colonies 
in the same vicinity; so no more 
than one expedition need be 
launched from Europe in a turn. 
Additionally less new units are 
usually needed to cover the 
colonies’ needs, as they are close 
enough to be easily supported by 
each other. So the player saves 
further by needing to buy fewer 
new soldiers, and therefore fewer 
and often even no new ships. Of 
course this also means less 
expenditure on unit maintenance 
at the end of the turn. 
 A player even derives 
more economic use from units 
that do not cost anything! 
Although special units such as 
Explorers, Conquistadors, and 
Priests are assigned or taken for 
free, expenses still arise if 
another bound needs to be paid 
just to transport them, or another 
expedition needs to be set up to 
get them to a discovery location 
or new landing site. By keeping 
the costs of bounds down and the 
colonies and discovery attempts 
within shorter distances, these 
special units can be used more 
often for less.  
 Keeping the costs of 
bounds down need not result in 
saving by buying less. It means 
possibly being able to afford 
more bounds to cover unexpected 
combat if attacked (and also if a 
nice target presents itself 
suddenly) or allowing for a 
change of plans that would 
require more bounds than 
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Advantages of Interior Sea Lanes in Conquistador                                               Continued 

� initially thought thereby 
incurring a more severe risk of 
attrition unless extra bounds have 
been prepaid. Within the 
Hemispheric phase this 
flexibility shines by allowing 
options not available with a 
treasury stretched too thin. The 
player comfortably chooses 
between numerous possibilities 
of moving forces between 
colonies or extending to another 
site and likely has enough 
Bounds. Incidentally building a 
reputation for always having that 
extra bound to spend if attacked 
can discourage treacherous plans 
of a rival. 
Tactical Advantages 
 Besides getting the most 
for one’s ducats, interior sea 
lanes allow for optimal tactical 
use with fewer units. Colonies in 
close proximity means better 
support available tactically in the 
form of counterstrike capability, 
rapid maneuver to reinforce or 
strike, more choice in 
concentrating on targets or 
destinations, and even in the 
form of outposts keeping future 
possible colony and discovery 
sites in range. As actual military 
combat is rather abstract in 
Conquistador, this also presents 
the player the opportunity to 
build tactical advantage in a 
more economic management 
strategy game. 
 Conquistador turns 
represent 5 years, so with the 
fairly large movement 
allowances, a rival force can 
easily traverse great distances to 
strike a colony or discovery 
expedition without warning. The 
 

ability to counter strike hard and 
fast and even with a lean treasury 
serves as a very beneficial 
deterrent to guard a colony during 
its early fragile turns. This is 
especially true if a small colony is 
producing gold early. If three or 
four colonies are within one bound 
distance, then one or two smaller 
less costly concentrated forces can 
cover them all. This is in stark 
contrast to having those three or 
four colonies spread out to a 
degree that enough individual 
counterstriking forces could not 
even be maintained during the 
early turns of diminishing 
treasuries. Likely half or more of 
those spread out present easy 
targets. Also a steady healthy 
treasury makes for a healthy threat 
of revenge! 
 A critical opportunity or 
crisis area may arise suddenly as a 
result of another player’s move. 
With close colonies and their 
forces, rapid and less expensive 
transfer of soldiers, colonist, and 
special units offer a chance to best 
exploit the crisis or opportunity. 
Additionally the closer proximity 
means less sudden drain on the 
treasury. It is likely the player 
already has an extra bound to use 
thereby nullifying greater risk of 
attrition and preventing having to 
replace land or sea units. In fact 
those units probably are in range 
to easily resume their posts 
afterward so possibly no additional 
units need to be bought.  
 Agile force transfer not 
only aids in sudden circumstances 
but also provides for more exact 
adjustment of colonies’ numbers 
of soldiers and colonists. This 

 

means better preparation for 
absorbing attrition and other 
losses. It also means better 
chances of having high enough 
numbers for better odds in 
combats and reducing Native 
levels quicker. Again special 
units are more cost effective the 
more they can be at the right 
place at the right time. 
 Being at the right place at 
the right time with the right 
forces is the goal of effective 
maneuver. Keeping colonies and 
forces closer means more choice 
in maneuver within a less costly 
distance to cover. Where far 
flung forces find themselves 
having to spend for another 
bound just to reach that one hex 
further, forces and colonies with 
a system of interior sea lanes are 
more likely to have a choice of 
nearby landing or destination 
sites either for support or 
expansion. Expansion is included 
because an effective concept of 
interior sea lanes considers 
expansion needs and possibilities 
as well. 
 While mutually 
supporting forces keep vigil over 
their close-knit colonies, they 
also serve another more 
aggressive purpose – keeping 
vigil (and threatening 
interference) over possible 
nearby future sites for colonies or 
discovery expeditions. This 
opens the door to diplomatic 
tactics as well – ‘letting’ a rival 
have access to those sites 
unmolested or using the situation 
at the bargaining table or even in 
treaty formation. It also grants a 
greater degree of being able to 
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� location holds the possibility of 
mitigating any losses in time or 
ducats.  
 While it may appear 
extreme to concern ones self so 
much with Treasury levels, 
especially so early in the game 
with a long way`  to go, 
Treasury position has an effect on 
the game every turn. Each turn, 
Treasuries in conjunction with a 
random die roll decide the play 
order. While maintaining a healthy 
Treasury balance may be negated 
by an extreme die roll, it certainly 
creates an opportunity to influence 
each turn's initiative. This resulting 
turn order directly affects planning 
for each turn through knowing 
who has the opportunity to grab 
target sites first, and where 
potential attacks may be made and 
if they are coming before or after 
ones chance to play that turn. 
 Diplomacy certainly plays 
a role in Conquistador. Finding an 
ally who also seeks advantage 
from interior sea lanes opens doors 
to more efficient and lucrative 
joint ventures. Basically an 
alliance works better with both 
players employing interior sea 
lanes in cooperation with each 
other. One example is the Spanish 
& Portuguese Asian Empires 
variant (Costikyan, 1983). This 
variant helps Spain and Portugal 
achieve economic parity with their 
richer rivals. However establishing 
and maintaining the Pacific coast 
colonies as well as paying for the 
Galleon fleets to maximize returns 
can be a costly venture to start up 
for either power alone. Forming a 
joint Spanish-Portuguese Far 
Eastern company seems a solution 

suited to make adequate use of 
the variant. Employing interior 
sea lanes (and possibly interior 
land lines) to help support and 
guard each other’s investments 
increases chances of greater 
success. Other alliances that may 
benefit from the advantages of 
cooperative interior sea lanes 
include a similar French-English 
effort to share costs and rewards 
to dominate the higher return 
ventures such as gaining the 
Rutter, a Spanish-French Great 
Commission to utilize both 
powers’ Missionaries - when 
using the French Missionaries 
variant (Costikyan, 1983) - for 
selective Native pacification, and 
an Anglo-Spanish Conquistador-
Pirate Trade to cooperate in early 
Discoveries and later protection 
or selective raiding. 
 Discoveries are an 
important part of a Conquistador 
playing experience - they form a 
major reason why someone 
might want to play Conquistador 
as opposed to less lengthy empire 
building games. However in 
terms of actual value, they return 
a one-time gain versus colonists 
who continuously fill the 
treasuries with gold or Resource 
produce. Consequently, effective 
interior sea lanes allows for 
launching Discovery expeditions 
that do not cause an inordinate 
strain on the Treasury. They 
facilitate this either by 
maintaining a consistently 
healthy treasury, or by allowing 
for a well-supported convenient 
and safe return of the expedition 
- the return of at least one 
expedition member to Europe 

pick and choose some of the best 
sites further into the game in 
contrast to the players who have 
spread out early exhausting the 
best new site possibilities. 
Strategic Advantages 
 Using interior sea lanes 
gives a number of strategic 
advantages providing more 
control over options for player. 
These come in the forms of 
greater influence retained on 
player turn order, actual Victory 
Point collection from more 
efficient return of discoverers, 
consolidation or expansion 
options, and alliance 
possibilities. Players with spread 
out colonies and forces can 
certainly gain these advantages 
too, but typically at greater cost 
or from desperation. From a basis 
of a mutually supporting cost-
effective system of interior sea 
lanes, there is a good chance 
these strategic advantages can be 
planned for and deliberately 
accumulated. 
 Having colonies and 
forces in close proximity allows 
for controlled and planned 
consolidation and expansion for 
times when a site’s productive 
value has waned and colonies 
and forces should be adroitly 
shifted to better prospects. An 
example is the Caribbean mines 
which are easier to roll a gold 
discovery for but easier to roll a 
depletion result for as well. This 
often occurs in the early game 
during that time of falling 
treasuries. A cost effective 
migration within just a bound of 
that location to colonies already 
started or maybe to a new 
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� being required to even get the 
Victory Points at all. 
 

Good Area Groups within One 
Bound 

 A favorite area for many 
other reasons in the game seems 
excellent for a practice of interior 
sea lanes as well is the 
Caribbean/Gulf of Mexico. In the 
beginning turns of the game, the 
Caribbean offers a convenient 
location to start out a port 
colony, or support one, especially 
for the Spanish who start out 
with a foothold already there. 
And it's also not a bad place to 
maintain a long-term colony, as it 
is an R2 area that returns twice 
the resource income later when 
gold has likely been depleted. 
 From the standpoint of 
exploiting interior sea lanes, the 
two western Caribbean gold 
hexes are within a single bound 
of many good expedition targets. 
There are the Panamanian gold 
hexes which include the easiest 
to reach gold hex on the western 
coast. Spanish or Portuguese 
players find this especially 
convenient if the Asian ports 
variant is used. There is the most 
accessible of the Treasure Cities, 
Chichen Itza right there on the 
Yucatan Peninsula. For longer 
range Resource income farming, 
two R2 east coast areas are 
available within a bound, the 
Atlantic Coast and the Deep 
South. And of course the other 
eastern Caribbean 'easy come, 
easy go' gold hex is within reach 
as well. 
 The far western 
Caribbean gold hex is also within 
 

a bound of two excellent landing 
sites for the Midwest Plateau, one 
hex being a good starting place for 
a Mississippi discovery 
expedition, and the other hex 
being safer from attrition and 
within easy range of a number of 
interior gold hexes. As an aside, 
the principles of interior lines for 
land forces also works well in 
Conquistador. In addition the 
coastal hex leading to the other 
northern Treasure City, 
Tenochtitlan, is within a bound of 
the western Caribbean gold hex. 
 Another good area for the 
practice of interior sea lanes is the 
eastern coast of North America 
with possibly some extra 
expeditions approaching from 
Hudson Bay the St Lawrence 
River. First along the coast are two 
easily accessible areas, the East 
Coast and Atlantic Coast, which 
are R2 areas and only 3 bounds 
from Europe. Using the principle 
of interior landlines as well, the 
area is close to 3 minor 
discoveries, the Great Lakes, 
Hudson Bay and St Lawrence 
River that can be taken at leisure. 
A Mississippi discovery 
expedition is not far away either. 
The area is also close by both land 
and sea to other nearby R2 areas. 
As noted above, the Caribbean 
area is very close as well. From an 
interior sea lanes perspective the 
eastern coastal areas are most 
advantageous for developing 
mutually supporting strong ports 
connecting European supply (and 
markets) with interior expansion.  
from some higher yield Discovery 
targets - the Amazon and the Cape 
Hexes - as well as an additional 
 

turn's land movement to the third 
Treasure City although that is 
pretty far inland. Brazil offers the 
extra advantage of being one 
bound less distance from Europe 
on its northern coast. So by 
extending the principles of 
interior sea lanes to allow for a 
range of within two bounds, the 
same advantages may be realized 
from higher returns in South 
America. 
Conclusion 
 Exploiting interior sea 
lanes is an approach that even 
allows scalable trial and error. 
Dampening the spirit of the game 
by suggesting one never attempt 
any venture outside of a limited 
area is not the point, but one can 
decide in advance on how far out 
one wants to venture and how 
much one wants to invest in 
mutually supporting colonies 
based on interior sea lanes. The 
concept of interior sea lanes is 
not a rigidly constricting binding 
law, but one of a number of 
effective approaches to the game. 
 Even all the way to the 
end game, a practice of deriving 
advantage from interior sea lanes 
established early provides 
flexibility in finding ways to 
achieve victory. A healthy 
treasury maintained consistently 
opens the door to more discovery 
possibilities and more 
opportunities to position ones 
self to control more areas at the 
end of the game. Both of these 
contribute to final victory points 
while the treasury itself is 
typically the biggest determinant 
returning two victory points per 
ducat. 
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Despite the presence of soldiers, 
Conquistador is primarily a game 
of building and managing 
economies. The victory 
conditions reward large 
treasuries more than the other 
means of accumulating victory 
points. The very length of the 
game, and the treachery of the 
events that can be rolled 
suddenly, favors planning 
expeditions and colony building 
and maintaining as investments. 
Ventures that are farther flung 
are certainly an important aspect 
of the game and add historical 
flavor, but wide ranging and 
costlier expeditions would have 
to be sold to the Monarch with 
hefty promises of returns on 
investment. 
 The first colonies to 
extricate themselves from under 
colonial rule and grow to be the 
most dominant new world power 
began as thirteen small colonies 
hugging the eastern coastline 
hanging together so they would 
not hang separately as Ben 
Franklin would say... 
 
References:  
Costikyan, G. (1983). For God 
and the King… The General Vol. 
20 #3 p. 34-35. 
 

When World War II began many 
nations, the US included, were ill 
prepared for it.  Most were 
operating aircraft that had reached 
their prime ten years before.  
Belgium was one of these nations.  
Amongst the aircraft Belgium 
operated were Italian C.R. 42’s & 
32’s, as well as British Gloster 
Gladiators.  Their pilots were 
brave.  In outdated planes of wood 
and cloth they climbed into the 
skies to do battle with the 
Luftwaffe against the odds and 
against greater technology.  They 
fought hard, but mostly they died.  
Some few made it to England to 
fight again, fewer still survived the 
war. 
____________________________ 
 

Scenario 1 Raid at Airfield No. 
10 Brustem, Belgium May 10, 
1940. 
 

Ordered to scatter to satellite fields 
the 2nd Fighter Group found itself 
at satellite field  No. 10 near 
Brustem, Belgium on the 10th of 
May 1940.  Equipped with Italian 
made C.R. 42’s they bravely 
maintained a CAP over the field.  
Early that morning three CR 42’s 
intercepted an incoming raid.   
 

A. Set Up: 
A.1.  The Board 

Place the standard 
AF/DL/Exp. Kit boards (AH 2nd 
Ed.) as described on page 3 of the 
rules, Section I.  Direction 1 
should be placed to point to the 
left (West).  On board II, hexes A8 
to A11 place any random markers 
you wish to use 

to use to represent the airfield.  
Place another random marker in 
hex B7(II) to represent the 
hangar/repair shop.  In C10(II) 
place yet one more random 
marker to represent the barracks. 
 
A.2. The Aircraft 
A.2.a.  The Belgians:  See 
Special Rules below for 5 of the 
8 Belgian CR 42’s.  The 
remaining CR42’s set up on 
Boards III or IV in any lettered 
hex row, numbered at least 10 to 
16.  They may set up at any 
altitude or attitude. 
A.2.b. The Germans:   
A.2.b.1.  The Do17z’s:  Set up on 
board V or VI in hexes numbered 
no less than 6 and no higher than 
9, hex rows L(V) to D(VI) 
inclusive.  Bombers must be set 
up in level attitude between 8000 
and 9500 feet.   
A.2.b.2.  The Me109E’s set up 
with the same positional 
restrictions as the bombers (rule 
A.2.b.1 above), but between 
11500 ft and 6000 ft., and no 
closer than 500 ft altitude to any 
bomber, higher or lower. 
 
B. Special Rules: 
B.1. The Do17’s fly loaded (2 
bombs low level).  All aircraft 
begin with full munitions loads.  
B.2. Belgian planes on the flight 
line use rule XIII (Dauntless) to 
take off.  Wind is East to West, 
so take off must be from hex A8 
proceeding to A11 (as necessary 
according to the dictates of Stall 
Speed – in other words one might 
not need to take the entire 
 
 

Conquistador 
(Continued) 

The Fabric of Belgian Skies 
Scenarios for the Airforce/Dauntless System 

By: Tom Cundiff, Mike Rowles, & Colin Lynch 
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� for a tie, and anything less is a loss 
 
E. Game Length: 30 Turns 
 

History:  Two of the 
bombers were damaged, and 
perhaps a third.  The attack upon 
the airfield was of no 
consequence.  None of the aircraft 
on the ground managed to take off 
under fire, but neither were they 
damaged.  The Belgian flight in 
the air was commanded by Lt. 
Jean Offenberg who claimed the 
destruction of one of the Do 17’s, 
while damaging a second.  A 
second plane was piloted by Sgt. 
Alexis Jottard.  Jottard also 
claimed a Do 17 damaged.  Both 
men survived the collapse of 
Belgium and France making their 
way independently to England in 
August, uniting to fly in RAF 145 
Squadron.  The squadron operated 
Hurricanes. and took part in the 
Battle of Britain (BoB).  Jottard 
survived the BoB, but a month 
later was killed in a duel with an 
Me 109 over the Isle of Wight.  
145 Squadron converted to 
Spitfires in Feb. 1941.  Offenberg 
went on to down 6 aircraft 
becoming an ace.  With his 5th kill 
he was awarded the Belgian Croix 
de Guerre.  The unit received 
orders to transfer to Africa, due 
there in Feb. 1942.  On a training 
flight preparatory to the transfer, 
27 Jan. 1942, Offenberg was killed 
when his plane collided with 
another.   

Scenario 2 
 
On the 11th of May aircraft were 
ordered to bomb the Albert Canal 
Bridges.  They’d fallen into 
German hands intact.  Nine 
Fairey Battles escorted by six 
Gloster Gladiators were given the 
task.  Short of their target, they 
were intercepted by 8 Me109E’s 
of JG1. 
 
A. Set Up: 
A.1.  The Board 
Place the standard AF/DL/Exp. 
Kit boards (AH 2nd Ed.) as 
described on page 3 of the rules, 
Section I.  Direction 1 should be 
placed to point to the left (West).  
Reserve boards V and VI to be 
used as necessary to expand the 
battle area as the fight develops 
(the boards of AF are 
geomorphic and 
interchangeable).  Hexes 
numbered 10 and 11 on both 
boards III and IV represent the 
Albert Canal.  There are two 
bridges.  One is located in hexes 
J9(IV) to J12(IV), the other runs 
from I9(III) to I12(III). 
A.2. The Aircraft 
A.2.a.  The Germans: Set up the 
Me109E’s anywhere within hex 
numbers 1 to 3 of boards III or 
IV.  Altitude may not be greater 
than 14,000 ft. 
A.2.b.  The Belgians: 
A.2.b.1 The Gladiators: Set up in 
2 groups of 3, in V formation, 
one aircraft to a hex.  An 
example of the proper formation 
would be hexes G7(I), H7(I), and 
I7(I).  The fighters may set up 
anywhere between 9000 and 
12000 ft and at any attitude, in 
 

runway to get off the ground).  
Two aircraft may occupy the 
same space on the runway to take 
off.  Once in the air they must 
separate enough to not collide 
within one turn of lift off.  Place 
5 CR 42’s on the ground, 2 in 
hex A7(II), 2 in hex B7(II), and 
one in hex N7(I).  Each aircraft 
must enter hex A8(II) to take off, 
and must proceed down the 
runway until it has attained 
minimum maneuver speed. 
B.3. The Germans may only 
leave the board through hexes A1 
to N1 boards I or II.   
 
C. Sides: 
Belgians:  8 CR 42’s.(Exp. Kit) 
Germany: 4 Me 109E’s (Airforce 
card 5A), 6 Do 17z (Exp. Kit) 
 
D. Victory Conditions: Victory is 
determined according to Victory 
Point totals.   
D.1. Belgium: The Belgians get 
only the points listed for each 
German aircraft that it destroys.    
For each aircraft that is forced to 
drop it’s bomb load due to 
damage, it gets ¼ of the VP’s 
listed for that aircraft.   
D.2. Germany: Each hex of the 
airstrip that is bombed nets the 
Germans 5 VP’s.  For each 
aircraft destroyed on the ground, 
Germany gets ½ the VP’s listed 
for that aircraft.  For bombing 
hex B7(II) the Germans get 7 
VP’s for each bomb that hits the 
target, to a total of 14 VP’s.   
D.3. At the end of the game total 
the VP’s for each side.  Subtract 
the German total from the 
Belgian total. The Belgians must 
obtain 54 VP’s for a win.  38 VP 
 



 
 
 
 
 
 
 
 
 
 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

any hexes Row 6 to Row 10 
boards I and/or II. 
A.2.b.2 The Fairey Battles: Set 
up in any formation in hex Row 
2 to Row 4 boards I and/or II, in 
any attitude, between 8500 ft. 
and 11,500 ft.  They set up in 
three V’s of three aircraft each 
following the same pattern as 
described in A.2.b.1 above. 
 
B. Special Rules:  
B.1. The Fairey Battles fly 
loaded. 
B.2. All aircraft begin the 
scenario with full ammunition 
loads. 
 
C. Sides 
C.1. The Belgians: 9 Fairey 
Battles (provided with this 
article), 6 Gloster Gladiators 
(Exp. Kit data card) 
C.2. The Germans: 8 Me109E’s 
(Airforce data card 5A) 
 
D. Victory Conditions: 
D.1. The Belgians: Each hex of 
the bridges across the Albert 
Canal [Bridge #1 J9(IV) to 
J12(IV) and Bridge #2 I9(III) to 
I12(III)] is worth 60 VP’s.  At 
least 3 hexes of the bridges 
named above must be 
successfully bombed for the 
Belgians to win.  The Germans 
must prevent the Belgians from 
obtaining their Victory 
Conditions to win. 
 
E.  Game Length: 30 Turns. 
 

History: The attack on the 
bridges failed.  Six of the nine 
Battles were shot down, as were 
4 of the six Gladiators.  Belgian 

pilots claimed 2 Me109’s 
damaged.  Records however 
indicate those damage claims to be 
in error.  One Me109 was lost on 
landing due to having run out of 
fuel.  It is unknown whether 
damage from the fight caused fuel 
leakage or the aircraft ran out of 
gas simply from fuel expenditure 
during combat. 
 
In numerous engagements the 
Fairey Battle proved to be, as one 
pilot put it, “No fairy, and 
certainly no battle”.  Losses 
outweighed gains wherever it went 
into combat.  In one engagement at 
the Maastricht Bridges 65 Battles 
went into combat, 35 failed to 
return.  The same loss percentages 
followed the hapless Battle until it 
was withdrawn from combat duty, 
on their return to England from the 
campaigns on the continent in 
1940.  Thereafter it was relegated 
to training and target towing 
duties.  The last Fairey Battle was 
withdrawn from service in 1949 
having served in the South African 
Air Force. 
 
____________________________ 
 
Scenario 3 
 
10 May 1940: Providing CAP over 
the satellite fields of Brustem, 
Belgium, Lt. Charles Goffin 
stumbled upon a flight of Ju52’s 
escourted by Me109’s.  Goffin 
dove his CR42 into the midst of 
the formation knocking down one 
of the Messerschmits, before being 
forced to run for it.   
 

A.2. The Aircraft 
A.2.a.  The German Transports: 
Place 8 Ju52’s anywhere on 
Board V between hex rows 1 and 
6, direction 1, anywhere between 
5000 ft. and 9500 ft. level 
attitude.   
A.2.b.  The German Fighters: 
Place 2 fighters on board VI 
within 5 hexes of any Ju52, and 
no higher than 2500 feet above 
the highest Ju52 on the board.  
Place 2 more on board IV within 
5 hexes of any Ju52, and no 
higher than 2500 feet above the 
highest Ju52 on the board.  Place 
the last fighter on board V 
anywhere within the same 
parameters as the Ju52’s, but no 
higher than 2500 above the 
highest Ju52.  NO fighter may be 
lower than the lowest Ju52 on the 
board. 
A.2.c. German fighters must set 
up facing directions 1, 2, or 6.  
A.2.c. The Belgian player may 
set up anywhere he wishes after 
the German player has set up his 
own aircraft. 
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A. Set Up: 
A.1.  The Board 
Place the standard AF/DL/Exp. 
Kit boards (AH 2nd Ed.) in the 
following form.  The arrow 
points in direction 1: 
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B. Special Rules: 
B.1. All Ju52’s fly as loaded. 
B.2. The Ju52’s must fly so as to 
exit boards I, II, or III in 
direction 1. 
B.3. All fighters, Belgian and 
German, begin the scenario with 
a full ammunition load. 
 
C. Sides: 
C.1. Belgium:  1 CR42 (Exp. 
Kit) 
C.2. Germany:  5 Me109E’s 
(Airforce data card #5A), 8 
Ju52’s (Mike Rowles expansion 
kit) 
 
D. Victory Conditions:  The 
Belgian player must shoot down 
one enemy aircraft and escape, or 
he must shoot down 2 enemy 
aircraft before he gets shot down.  
The German player must prevent 
the Belgian from obtaining their 
Victory Conditons. 
 
E. Game Length: 15 Turns. 
 
History: Lt. Goffin downed the 
Me109 flown by Leutnant Erwin 
Dutel of JG1, before he ran for it.  
The full version of the encounter 
involved 40 Ju52’s, 19 
Me109E’s, and 5 CR42’s.  
Belgian Lt. Delannay 
was shot down; he died in the 
encounter, killed apparently by 
ground fire.  Dutel’s 109 made it 
back to Aix-la-Chappelle, but he 
was forced to jump before he 
could land.  Goffin survived the 
campaigns in the low countries 
and France, making his way to 
Britain to fly again.  Late in the 
war he was assigned to a photo 
recon unit flying Spitfire XI’s. 
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On a recon mission over France (8 
Sept. 1944) he was killed.  It is not 
known if he was hit by ground 
fire, or by enemy aircraft.  His Spit 
augured in and Goffin was killed.  
Goffin was credited with 2 
Me109E kills flying CR42’s in 
Belgium, it is suspected he also 
downed, or at least damaged, a 
Do17. 
 
________________________ 
 
The data cards of Mike Rowles 
may be obtained either from him 
directly mrowles@visi.com   or 
through the Airforce/Dauntless 
website 
http://www.applelinks.net/googoo
muck/Mike%27s_Air_Force_page.
html 
 
The Fairey Battle data card 
presented with this article was a 
collaboration of the article’s three 
authors.  The Ju 52, or “Tant Ju” 
as it was called by the Germans 
(Auntie Junker), was created by 
Mike Rowles and is part of the set 
of cards offered by him.  Again, 
that contact information is in the 
prior paragraph. 
 
The other data cards are a part of 
either the original AH Airforce, 
Dauntless, or the Expansion Kits.  
I don’t know, but I suspect, the 
same data cards may be found in 
the Battleline versions of the game 
too, though, I know for a fact the 
boards don’t match.  In fact the 
boards of the AH 2nd Edition don’t 
match those of the 1st Edition (the 
1st AH Edition used the old 
Battleline boards). 
 

Through Mike’s website I have 
found that a number of the AH 
adherents have an equal dislike 
for the boards of both the 
Battleline and AH versions of the 
game as do I.  All of the boards 
were either non-descript brown 
or blue with no features of any 
kind, just a plain brown or blue 
background with a hex grid 
imposed upon it - ugly. 
 
As a consequence, harking back 
to the beauty of the Richtophen’s 
War board, they’ve opted mostly 
to use the boards from the AH 
game “Flight Leader”.  No doubt 
there’s a certain logic behind the 
concept that many Airforce 
players also have Flight Leader 
... I know I do.  I’ve not made an 
attempt here to translate the 
positions used in this article to 
the coordinates used in Flight 
Leader.  If anyone has difficulty 
doing this on their own, they are 
free to contact me for help.  I’m 
always glad to lend a hand. 
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Panzer ’44 is an old favorite of 
mine.  It was published a couple 
of years after AH’s Panzer 
Leader and is often compared to 
it, though the systems do have 
differences.  As with most games 
I play, there are rules that beg for 
modification and for which I’ve 
developed my own variant rules.  
The presentation of these variant 
rules is the purpose for this 
article. 
 
Rule 8.0, Stacking: Modify 
stacking as follows.  A player 
may have 1 (one) unit of each of 
the following types in a hex: 

· Vehicle 
· Infantry 
· Artillery (including 

mortars) 
No other change to the rule is 
necessary. 
Rational: Stacking in this game 
was very restrictive.  Units just 
did not operate that way. 
 
Rule 11.0, Spotting 
Modify rule 11.14 as follows.  
Enemy infantry, mortars and 
anti-tank guns of less than 75mm 
cannot be spotted unless a 
friendly spotter is adjacent to the 
hex that the enemy unit occupies.  
Such units are still spotted to any 
distance if they fire. 
Add 11.15: Under normal conditi
ons, the maximum distance that 
a friendly unit can trace a LO
S is 20 hexes.  Beyond this rang
e a friendly unit does not have
 a LOS to any enemy unit, even i
f such enemy unit fires.  For v
ariety, before the start of a s
cenario the players could rol
l 3d6+2 to determine maximum 

LOS, representing changes in 
visibility conditions. 
Rational: Ever try to spot a man 
lying in some bushes 300 yards 
away?  Also, at long distances 
even the best optics are unable to 
overcome ground clutter and heat 
distortions, so some sort of limit is 
required. 
 
Rule 14, “Panic” 
Modify the rule as follows 
· Omit the Panic Determination 

Phase from the Sequence of 
play. 

· Ignore the “Procedure” section 
of 14.0. 

· Each time an action is 
attempted with a unit (either an 
attack or movement, but not 
Disruption Removal attempts) 
the owning player must roll a 
die 10-sided die (or draw one 
of those panic chits).  If the 
number rolled (or drawn) is 
less than that side’s Panic 
level, then that Unit “Panics”.  
Treat a ‘0’ as zero. 

· With one exception, follow the 
rest of section 14 for affects.  
The exception is a unit 
attempting to move that panics 
but is not within the LOS of an 
enemy unit.  In that case, the 
unit does not “Panic” move but 
instead fails to move at all. 

Rational: The game attempts to 
add uncertainty and command 
control issues to the game.  While 
a good idea, the actual manner in 
which the rule was implemented is 
one of the dumbest I’ve ever seen.  
Not long after I started playing the 
game I quickly came up with an 
alternative.  Yes, this does require 
a lot of extra dice rolling, but it is 
 

 

a significant improvement in both 
look and feel while closely 
retaining the spirit of the rule. 
 
Add Rule 6.10, M-Class 
Weapons versus Soft Targets:  
Give M class weapons and 
Armored Personnel Carriers an 
“A” class weapon when used 
against Soft Targets for direct 
fire, opportunity fire and 
overruns.  Use the following 
chart to determine the effective 
strength of “A” class weapons 
using the unit’s gun caliber 
(rounded down): 

· 20mm – 1 (including 
APC) 

· 40mm – 2 
· 60mm – 3 (includes 17-lb 

ATG) 
· 80mm – 4 
· 100mm – 5 
· 120mm – 6 

Use the same row to resolve the 
attack, but do not use the 
standard Range Attenuation 
table.  Instead, simply add +2 at 
1 hex (including overruns) and 
+1 at 2 or 3 hexes. 
Rational: The M Class weapon
s’  attack strength is based on 
their anti-armor capabilities 
and thus is not realistic for u
se against Soft Targets.  The b
onus at short range is for the 
machine guns almost all armor
ed fighting vehicles carried.  P
layers will h ave to understan
d the caliber weapon each unit 
uses, but the information is cl
early available for each unit
 in section 3.2.  Armored Person
nel Carriers are added in with 
this class since they did carr
y machine guns and were used a
s support weapons.  
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Rule 6.9, Range Attenuation 
Table: Modify the table as 
follows: 

· Range 1: Doubled (M vs. 
Soft: +2) 

· Range 2 or 3: +50% (M 
vs. Soft: +1) 

· Range 4 or 5: Normal 
· Range 6, 7 or 8: -1 
· Range 9 or 10: -2 
· Range 11 or 12: -3 
· Range 13+: -6 

Rational: this is subjective more 
than anything else, but it seemed 
that the difference between 250 
and 500 meters should not be so 
drastic as doubling the attack 
strength. 
 
Rule 13, Overruns 
Remove the minimum attack and 
defense strength restrictions for 
making an overrun.  Armored 
Personal Carriers may also make 
overruns.  Both use their 
effective “A” Class weapon 
strength as defined in new rule 
6.10 above. 
Rational: The original rule 
would have prevented early war 
tanks from making overruns. 
 
Finally, for those who simply 
don’t like plotting, the following 
is offered as a way of minimizing 
plotting in the game by doing 
away with the simove system.  
While the focus of this game IS 
the simove system, the game 
works well with a standard Igo-
Ugo sequence of play. 

Rule 5.0, Plotting: Alter the 
Sequence of Play as as follows: 

· First Player 
o Plot Indirect Fire 

for Next Turn 
o Resolve Indirect 

Fire plotted last 
turn. 

o Direct Fire (close 
assault) 

o Movement 
o Firing Position 

markers 
o Pin and Disruption 

Removal 
· Second Player Turn – 

repeat above steps 
 
Opportunity Fire using Igo-Ugo 
Ignore the Trigger Line 
requirement.  Firing Position 
markers are placed on units that do 
not fire or move, and are not 
removed until a unit either moves, 
panics or is disrupted. 
 
Opportunity Fire: Only units with 
a Firing Position marker on them 
may use Opportunity Fire.  Such 
units may use Opportunity Fire on 
any enemy unit that moves within 
their LOS and are spotted. 
 
I used to use a Panzer Leader like 
system for Opportunity Fire, but 
after picking up a couple of games 
in the First Battle system I found I 
like this method better, as it forces 
players to plan for Opportunity 
Fire actions as was the original 
intent. 
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A Change of Scenery For B-17 Queen of the Skies 

By Steve Dixon 

After using the same enemy fighter counters for almost 20 years, I thought I’d create new counters to 
use in the game. After I taught myself the basics of Photoshop, I gave it a whirl. 
 The final product contains enemy fighters for all known, official variants of B-17 Queen of the Skies. 
This includes the latest variants provided by Tom Cundiff in the Boardgamer’s B-17 special edition, as well 
as the Lancaster Variant from the General Vol. 28 No. 4. Also included are some unofficial counters based on 
variants submitted by players of the on-line B-17 campaign I co-ordinate. 
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Frequently players have 
asked me “what is the sequence 
of events and card draws in 
Gunslinger?”  Gunslinger is a 
game driven by card draws the 
specific sequence of which is 
critically important.  But, no 
specific set of rules outlining this 
critical aspect of the game exists, 
not even within the rules 
themselves.  This has been one of 
the unfortunate draw backs of the 
game.  The lack of a 
comprehensive sequence of card 
draws has confused players for 
over 20 years, and in the game’s 
early days turned neophyte 
players off.  This single failure 
has done more to deter the 
playing of the game than 
anything else. 
 
Segment 0: 
The only cards required to be 
drawn in this Segment are for 
Serious Wounds.  The sequence 
is rather simple for this: 
 
Draw each card and take them as 
they come.  Once a DROP result 
is obtained, immediately draw 
for the Drop Delay cards, then 
continue with remaining Serious 
Cards. 
 
It is important to remember 
players must choose their actions 
for the turn and play them before 
they know the results of card 
draws for Serious Wounds. 
 
Segments 1 to 5: 
 
Parts of this Sequence was 
alluded to by the PBM article 
from The General Vol. 22 No. 

from The General Vol. 22 No. 
 
1.  Many of these “conventions” 
resulted from continued play over 
time with that article’s author, 
myself, and a number of avid 
Gunmen.  Lastly a set of rules 
addendum appeared as an article in 
The Boardgamer Vol. 6 No. 3. 
which also referenced some of the 
card draw sequence. 
 
Main Sequence: 
Gunfire Attacks:  Draw cards for 
gunfire first.   
Brawling 
2.a. Brawling Defences: Draw 
Delay Cards inflicted by Defence 
actions. 
2.b. Brawling Attacks: Draw for 
any Brawling Attacks.  This comes 
after the Defence draws due to the    
possibility of a Brawling Defence 
negating a Brawling Attack. 
Movement:  Draw Delay Cards 
resulting from movement.   
Wound Resolution:  These come 
last. 
Dead & Passed Out Characters 
 
: 
1.  Gunfire Attacks: 
1.a.. Calculate parameters of the 
shot (Aim Time, Range, Target 
Status – remember that all target 
status are cumulative. 
1.b. Draw for the resolution of the 
shot. 
1.c. Trajectory Card Draw 
1.d. Recoil Card 
1.e. Place Smoke Markers. 
 
2. Brawling 
2.a. Defence Actions: Draw any 
Delay Cards for Defence Attacks.   
 

Interrupt the drawing of these 
cards for any DROP result. 
2.b. Attack Actions: 
2.b.1. Calculate parameters of the 
attack (Aim Time, Range, Target 
Status) 
2.b.2. Draw for the resolution of 
the attack 
2.b.3. Draw Location cards for 
“Thrown Weapons Attacks” 
which Miss their targets. 
 

 3.0 Movement:  After the 
execution of all actions for the 
turn, Draw for Movement related 
Delay  
Cards.  For instance Leap/Drop 
cards, Entry of Occupied Hex 
Cards, Obstacle Hex Cards, 
Sprint Delay Cards.  If any Delay 
Card obtains a DROP result, 
immediately resolve the DROP 
cards and then return to the 
resolution of any remaining 
Delay Cards from the movement 
itself.  For instance a character 
draws for Leap/Drop trying to 
jump from roof of building 1 to 
roof of building 2.  The character 
draws 2 Delay Cards.  Upon 
drawing the first card you’ve 
obtained a DROP result.  Draw 
the next 3 Delay Cards for the 
Drop, THEN draw for the 
remaining delay card from the 
Leap/Drop card. 

 
(One might be tempted to 
concern themselves in a situation 
in which a character has entered 
both an occupied hex and an 
obstacle hex, which set of Delay 
Cards does he draw for first?  
Doesn’t matter, Delay Cards are 
Delay Cards, the sequence is 
irrelevant in this case.) 
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4.  Wound Resolution: 
(This is where things get tricky 
and the sequence must be 
carefully followed.) 
4.a. Stagger Results:  For any 
Stagger Result draw the two 
directional cards first.  This is 
also the time to draw for any 
Delay Cards resulting from a 
character Staggering into the hex 
of an opponent.  Rule 9.23 
requires a character to draw a 
Delay Card when he enters an 
opponent’s hex and for that 
opponent to also draw a Delay 
Card.  Rule 9.23 doesn’t indicate 
HOW one enters an opponent’s 
hex, only that the penalty is 
incurred when you enter that hex.  
Therefore, Staggering into a hex 
incurs the same penalty as 
consciously entering an 
opponent’s hex by use of 
Moement Actions. 
4.b. DROP:  Any Stagger result 
obtains an automatic DROP 
penalty.  Draw for the Drop 
Penalty cards next. 
4.c. Stun & Fatigue Cards:  One 
might be tempted to draw for the 
most serious wounds first.  Some 
might conclude that Drawing 
STUN cards should take 
precedence over Fatigue cards.  
This can result in needless 
confusion as one tries to place in 
order the results of multiple 
attacks upon one character.  It is 
simpler to stick to Character 
Order. 
4.c.1. Draw for the wounds 
inflicted by the character with the 
lowest character ID number first.  
Proceed from lowest Character 
ID to highest Character ID. 
4.c.2.  Interrupt the drawing of 
 
 

Stun or Fatigue cards for any 
DROP result.  Continue the 
drawing of Stun or Fatigue cards 
only after having drawn the 
necessary number of cards to 
resolve the DROP. 
4.c.3. Draw for any Recoil that 
results from a Wild Shot. 
 
5. Dead & Passed Out Characters:  
Any character killed or Passing 
Out during the turn is noted as 
such in the turn’s Final Position.  
All Weapons owned by the 
character and on his person at the 
time he is killed or passes out are 
placed in the hex.  Any weapon 
that was loaded and cocked 
automatically discharges if, and 
only if, the character was Upright 
when he was killed or passed out.  
A Smoke Marker is placed in his 
hex and a round is marked off the 
weapon’s “Legend Sheet”.  Also 
remember, when one is GM’ing a 
blind game to report the sound and 
direction of any weapon 
discharged in this manner as a 
regular gunfire.  A character has 
no way of knowing if a weapon 
fired (not at him) was the result of 
someone firing at a character or 
from the discharging of a loaded 
weapon as it hits the ground if he 
is unable to see it happen. 
 
At this point the Segment is nearly 
over.  Only one more thing 
remain.  Attend now to the 
removal of  Smoke Markers.  This 
occurs only if one is using the 
alternate Smoke Removal Rule 
from the Boardgamer Vol. 6, No. 
2.  Otherwise, this occurs only at 
the end of Segment 5. 

Interrupt the drawing of these 
cards for any DROP result. 
2.b. Attack Actions: 
2.b.1. Calculate parameters of the 
attack (Aim Time, Range, Target 
Status) 
2.b.2. Draw for the resolution of 
the attack 
2.b.3. Draw Location cards for 
“Thrown Weapons Attacks” 
which Miss their targets. 
 

 3.0 Movement:  After the 
execution of all actions for the 
turn, Draw for Movement related 
Delay  
Cards.  For instance Leap/Drop 
cards, Entry of Occupied Hex 
Cards, Obstacle Hex Cards, 
Sprint Delay Cards.  If any Delay 
Card obtains a DROP result, 
immediately resolve the DROP 
cards and then return to the 
resolution of any remaining 
Delay Cards from the movement 
itself.  For instance a character 
draws for Leap/Drop trying to 
jump from roof of building 1 to 
roof of building 2.  The character 
draws 2 Delay Cards.  Upon 
drawing the first card you’ve 
obtained a DROP result.  Draw 
the next 3 Delay Cards for the 
Drop, THEN draw for the 
remaining delay card from the 
Leap/Drop card. 

 
(One might be tempted to 
concern themselves in a situation 
in which a character has entered 
both an occupied hex and an 
obstacle hex, which set of Delay 
Cards does he draw for first?  
Doesn’t matter, Delay Cards are 
Delay Cards, the sequence is 
irrelevant in this case.) 
 

The Sequence of “The Draw”                                                                   Continued 

�

Vol. 1 No. 1                                     ����������	
���������������������������� Page 16�



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Vol. 1 No. 1                                     ����������	
���������������������������� Page 17�
The Defense Of Rorke’s Drift : Errata : Sept/2004 
By Peter Bertram (Designer: “Defense of Rorke’s Drift” : Ó1991, 3W)�

This game is a simulation 
of the heroic struggle at Rorke’s 
Drift, a mission station on the 
Buffalo River between Zululand 
and South Africa’s Natal Colony. 
During the afternoon, evening, 
and night of January 22nd-23rd, 
1879, some 4,000 Zulus launched 
a highly disciplined assault on a 
small British force of about 150 
men, roughly two dozen of 
whom were hospitalized. The 
British defended the Station from 
within their perimeter of two 
buildings, a cattle kraal, and 
some connecting ramparts hastily 
constructed with mealie bags and 
biscuit boxes 

The battle was 
immortalized in 1964 by the film 
“Zulu”, starring Stanley Baker as 
Lt. Chard and Michael Cain (in 
his first starring role) as Lt. 
Bromhead. Despite its historical 
errors (nobody ever accused. 
Hollywood of meticulous 

historical accuracy), the film 
nevertheless became a classic 
among history buffs and 
wargamers. It portrays quite nicely 
the tension and ferocity of the 
engagement and certainly remains 
one of my personal favorites. 
 Published by 3W in 1991, 
“The Defense of Rorke’s Drift” 
was fairly well received and is 
now “out of print”, although 
apparently still being played. The 
game is frequently available from 
Nobel Knight Games 
(www.nobleknight.com), and 
copies appear fairly regularly on 
eBay (but search for both Rorke’s 
and Rorkes). Online gamers can 
find a cyberboard version at 
http://cyberboard.brainiac.com/ 
(have not tried it), and I 
understand a Vassal module is 
under construction 
(http://www.vassalengine.org/).  
For the lurkers, ConsimWorld has 
a discussion board on the game at 

http://talk.consimworld.com/ (at 
top left GO TO, click on list bar, 
click on ERA:GUNPOWDER 
(OTHER), then scroll down to 
”Defense of Rorke’s Drift”).   
 

ERRATA 
Over the years I’ve 

received comments, emails, and 
suggestions concerning historical 
accuracy, minor rules problems, 
etc. The following revisions 
should offer a more exciting 
game and possibly a more 
accurate simulation. Consider 
them official errata, but be 
courteous and ensure that your 
opponent is aware of them before 
starting a game! 

 
10.38) RANKED FIRE LINE 

and 13.4) RANKED FIRE 
ATTACKS: 

10.386 and 13.42: Delete 
the last sentence in each. Ranked 
Fire may not be employed across 
biscuit box rampart hexsides! 
Comment: After re-examining 
some of the available material, I 
can’t find any evidence that the 
British maintained a Ranked Fire 
line behind the biscuit box 
rampart. Makes sense. The 
rampart itself was nearly four 
feet tall so a kneeling front rank 
would have had a difficult time 
of it. Additionally, by the time 
Chard had retired all the 
surviving defenders into the 
Storehouse perimeter, the battle 
had been raging constantly for 
several hours and fatigue and 
exhaustion were rapidly 
becoming major considerations. 
As a fringe benefit, this rule 
 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

however, the Roll British 
Wounded table was tending to 
yield non historical results. It 
makes sense that the wounded 
should roll when they’re being 
treated by the surgeon and that the 
mortally wounded should roll 
every turn. With five of the six 
chances on the die being either no 
change or get worse, however, 
making the roll optional for British 
wounded elsewhere on the map 
seemed like the sensible solution. 
 
NEW RULE TO CLARIFY 
HOSPITAL MELEE ATTACK 
RESULTS: 
15.434 Melee Results: Effects on 
Hospital Stacks: Remember that 
up to 7 patients may stack free in a 
Hospital Room hex, in addition to 
3 non-patient units as defenders 
(5.13).  Apply 15.433 to the top 3 
units in the stack.  If the tope 3 are 
eliminated or forced to retreat, and 
any units are still left stacked in 
the hex, the following applies: 
a) If any of the remaining units 
have a melee strength of “1” or 

change serves to somewhat water 
down the supposed favorite 
British tactic of evacuating 
everyone possible from the 
Hospital, retiring to the 
Storehouse perimeter, setting up 
a Ranked Fire line across the 
biscuit box rampart, and waiting 
for dawn (all of which they did 
historically, except for the 
Ranked Fire over the biscuit 
boxes bit). 
 
10.5) ROLL BRITISH 
WOUNDED: Delete 10.51 and 
substitute the following: 
10.51) Who rolls: 
10.511) All Mortally Wounded 
(not Mortal Wound Recovering, 
but see 10.54) units anywhere on 
the map must roll one die to see 
if they improve to Recovering 
status, continue as Mortal, or if 
they are eliminated (see also 
10.53 and 1054). 
10.512) All Wounded units that 
are being treated by (i.e. stacked 
with) Surgeon Major Reynolds, 
or with a Hospital Orderly who is 
adjacent to the Surgeon Major, 
must roll one die to see if they 
recover, continue as Wounded, or 
deteriorate to Mortal. 
10.513) The British player may 
also roll one die for each of his 
other Wounded units elsewhere 
on the map. Note that this die roll 
is voluntary and at the British 
player’s discretion, and that as 
many or as few Wounded units 
as desired may be rolled for. 
 
Comment: At the historical 
engagement, British casualties 
were seventeen dead and thirteen 
wounded. In game terms, 
 

more, all of the remaining units 
stay in the hex and survive the 
attack.  The attacking Zulu(s) 
may not advance, and the Zulu 
melee phase is over in that hex. 
b) If none of the remaining units 
have a melee strength (i.e. all are 
‘0”), the remaining units in the 
hex  are treated as follows: 
1. Units with a printed movement 
allowance of “1” or more must 
retreat one hex (15.44).  If unable 
to do so, they are eliminated. 
2. Units with a printed movement 
allowance of “0” are instantly 
eliminated. 
3. Having cleared the hex of all 
British units, the attacking Zulu 
unit(s) may advance per 15.13. 
 
 Comment: This was the gray 
area in the original rules that was 
the subject of the most questions.    
Now the way I see it, units with a 
melee strength of “0” can’t hold  
ground and units with a 
movement allowance of “0” can’t 
run away.  The above rule should 
clarify the melee combat 
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 3 4 5 6 7 8 9 10 
3 men 

firing from 
each hex 

1D 
1W 
1M 

2D 
1W 
1M 

2D 
1W 
2M 

2D 
2W 
2M 

3D 
2W 
2M 

3D 
2W 
3M 

3D 
3W 
3M 

4D 
3W 
3M 

2 men 
firing from 
each hex* 

1D 
1W 
1M 

2D 
1W 
1M 

2D 
1W 
2M 

2D 
2W 
2M 

3D 
2W 
2M 

3D 
2W 
3M 

3D 
3W 
3M 

4D 
3W 
3M 

bolster the defense of the Hospital 
and the north rampart. The Zulu 
approach was much more 
encompassing and would have 
served to preclude this practice. 

 
VICTORY POINTS (Add to 
17.363):   
·  10 victory points for each British 
player patient (unit with a bed 
symbol) eliminated inside the 
Hospital building (note that the 
veranda is outside!).  
 
Comment: I actually received 
correspondence from several folks 
who asserted that they evacuated 
the Hospital much quicker by 
simply moving out everyone who 
could move and leaving those who 
couldn’t to the tender mercies of 
the rampaging Zulus (remind me 
not to enlist in their army!). Yeah, 
it’s certainly permissible within 
the rules. This addition to the 
Victory Point schedule, however, 
will make this unsavory tactic of 
abandoning the patients much 
more expensive.   

 
18.2) EFFECTS OF SMOKE: 
now an integral part of the rules, 
no longer optional.  

 
18.6) BUILDING THE 
BISCUIT BOX RAMPART : 
now an integral part of the rules, 
no longer optional. 
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� resolution inside the Hospital 
building (remember though, that 
the veranda is outside!). 
 
15.44) RETREAT 
PRIORITIES: 
Insert between 2nd and 3rd: - Not 
into enemy ZOC, overstack, and 
not into a hex that will be melee 
attacked this turn. 
 
Comment: This alternative was 
somehow omitted from the 
original rules – it doesn’t come 
up much, but as long as we’re 
doing errata, we might as well 
stick it in. 
 
 17.343) ZULU EXPANSION 
OF ENTRANCE AREAS: 
Delete a-d and substitute the 
following: 
a) 4:30pm game turn: may set up 
reinforcements in Entrance Areas 
2,3,4,8 and 9 
b) 5:00pm game turn: may set up 
reinforcements in Entrance Areas 
1,2,3,4,5,8, and 9 
c) 5:30pm game turn: may set up 
reinforcements in any Entrance 
Areas. 
 
Comment: This is possibly a 
playability issue, although not 
without justification. In the 
original game, the British player 
was encouraged by the Zulu. 
entrance schedule to virtually 
strip his eastern defenses to 
 

18.7) NEW OPTIONAL RULE: 
British Rifle fire along the 

ramparts: 
18.71) Players wishing to lessen 
the “Yatzee” effect may employ 
this optional table to resolve 
British rifle fire along the 
ramparts at Zulu units outside the 
perimeter and adjacent to the 
rampart. Simply count the 
number of adjacent hexes firing, 
ensure the same number of 
British are firing from each hex, 
check the table and remove the 
appropriate number of Zulus (one 
from each target hex) from the 
mapsheet to the Casualty Boxes. 
 
* When using the “2 men firing 
from each hex” table during 
night turns: 
- Col 3-4:  roll 1 die, even 
number = one “M” is a miss. 
Zulu player picks the hex (must 
be one of the hexes fired at). 
- Col 5-7: one “M” is a miss (no 
die roll). British player picks the 
hex (must be one of the hexes 
fired at). 
- Col 8-10: one “M” is a miss (no 
die roll). British player picks the 
hex. Then roll 1 die, even 
number = a second “M” is a 
miss. The Zulu player picks the 
second hex. Both hexes must 
have been fired at. 
 

Continued on Page 51 
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Rules Clarifications For Dune 2nd Edition 

By: Alan R. Arvold 

Some years back, the  
Boardgamer (Vol.7, No.2) 
published my original article on 
rule clarifications for the game 
Dune.  Written shortly after the 
downfall of Avalon Hill back in 
1998, the article has since 
become dated. This was due to 
several factors. One was that 
several variants for the game 
have been posted on the Internet 
over the years, thus causing 
disagreement over which ones 
are official. Another is that the 
game has since been republished 
by the French company 
Descartes Game. In the rules of 
the French version there are 
some subtle differences, most of 
which are listed in my article 
French Dune (Boardgamer Vol.8 
No. 1), which has caused more 
disagreements. Also, there have 
been rule sets for the game 
posted on the Internet which are 
for PBEM and PBM versions of 
the game, and thus require a 
slightly different sequence of 
events in a game turn than in the 
regular game, no doubt due to the 
play mechanics of those 
mediums. And finally there are 
some rules in the game that were 
so vaguely written that several 
rules interpretations have arisen 
over each of them, thus causing 
still more disagreements. In 
looking at my own 
interpretations, I have found that 
some of them while being pretty 
much accepted back in 1998, are 
now in error. (Don't worry, they 
are minor ones.) 
Although the game has been out 
of print for some time, it is still a 
popular game with many 
 

players. There are at least two 
websites on the Internet devoted to 
this game. At the height of its 
popularity under Avalon Hill two 
expansions were released (Spice 
Harvest and The Duel) which 
broadened and enriched the scope 
of the game. Various articles in 
The General and Heroes 
magazines have introduced three 
new factions to the six already in 
the game. My own article Grand 
Dune (General Vol.31 No. 1) 
brought the three new factions and 
two expansions together with the 
main game to make one big 
system. However as the system 
grew, many of the rules needed to 
be modified or re-clarified to take 
into account the additions. Not all 
of these clarifications or changes 
made it into my earlier article. In 
addition, over the years I have 
seen, read, or heard of many 
games of Dune where situations 
arose where the rules could not 
give an exact answer to their 
resolution, thus causing more than 
one rule definition to be used.  I 
attempted to resolve many of these 
rules definitions in my original 
article, but now that some of them 
have become outdated, it is time 
for a revision. 
    The purpose of this 
article is to list the rules 
definitions and clarifications I 
have formulated (and in some 
cases reformulated) over the years 
through a thorough study of the 
game system and numerous played 
games which I participated.  I have 
also consulted the written and 
posted rules clarifications by other 
authors as references, especially  
the ones by Brad Johnson, the 
 

GM of the Dune Tournament at 
the WBC, from whom I have 
borrowed heavily was most 
helpful.  This list will include the 
rules questions and answers in 
the Dune rule book in order to 
give players one readily available 
source to look through, instead of 
having to thumb through pages 
of articles in order to look for an 
answer. This listing assumes that 
all rules in the game, the two 
expansions, and the three new 
factions are being used. For those 
players who are playing without 
these new factions, just ignore 
the references to them. 
    In closing I want to 
make it clear that these rule 
clarifications are for the face-to-
face versions of the game. This 
author recognizes that in the 
PBEM and PBM versions of 
DUNE, certain changes must be 
made in the rules and in the 
sequence of events in a game 
turn to facilitate play in those 
versions. This author also 
recognizes that in Tournament 
play, certain changes must also 
be made, especially to shorten 
the game, in order to meet a time 
requirement in the tournament's 
completion. 

 
ORIGINAL GAME 

 
   The original game, with the 
original six factions, is 
considered by many players to be 
one of the most balanced games 
in the hobby. Indeed many 
players consider the addition of 
any of the three new factions to 
unbalance the game to a great 
degree and will not play with 
 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Vol. 1 No. 1                                     ����������	
�������������������������� ��Page 21�
Rules Clarifications For Dune 2nd Ed.                                                                                         Continued 

� them. The only exception to this 
is if the new factions take the 
place of any of the original 
factions in order to keep a six 
player game. It is ideally suited 
for tournament play. 
 

BASIC RULES 
 
III. SET-UP FOR PLAY 
E. Immediately after the factions 
have been picked or assigned to 
the players, the Bene Gesserit 
prediction must be made, before 
the traitor selection. 
E.1. In a game with other than 
six factions, there is a method of 
assigning player dots for all 
players so that they are as evenly 
divided as possible. First, ignore 
the printed player dots on the 
board. Then think of the sectors 
on the board like a clock. Treat 
the top most sector on the map 
(the one with Carthag in it) as 
Sector 1. Going in a clockwise 
manner around the board number 
the sectors in a consecutive 
fashion until you get to Sector 18 
which is just before Sector 1. 
Now using the following chart 
you can determine in which 
sectors each player dot will be 
based on the number of players 
in the game.  Mark the sectors 
with any convenient counters. 
Once this is done, players may 
then pick their player dots. 
(Granted, for games with less 
than six people, the players may 
just want to use the printed 
player dots on the board, but 
because of the resulting big gaps 
between some used player 
dots, some players may have a 
greater chance of being the "First 

Player" in consecutive turns due to 
irregularities of Storm movement 
from turn to turn.) 
 
Number of Player Dot 
Players  Location 
  9             1-3-5-7-9-11-13-15-17 
  8             1-3-5-8-10-12-14-17 
  7             1-4-6-9-11-14-16 
  6             1-4-7-10-13-16 
  5             1-5-8-12-15 
  4             1-6-10-15 
  3             1-7-13 
  2             1-10 
 
E.2. In games with less than six 
players, only the leaders of those 
factions actually in play are placed 
face down in the box to be chosen 
as possible traitors. The Main 
Character Leader disks (from The 
Duel expansion) are not placed 
with the face down leader disks as 
they can not be traitors. The Bene 
Tleilaxu player may not draw any 
leader disks as he makes his own 
traitors during the course of the 
game. 
E.5. The Bene Gesserit token 
placed on the board during the set-
up is not required to coexist in the 
first game turn. (Although in the 
Polar Sink this is a moot point.) 
The Fremen player may include 
Fedaykin (starred) tokens with his 
starting forces on the board. 
E.6. The Harkonnen player 
receives two Treachery Cards and 
the Bene Tleilaxu player receives 
four Treachery Cards as per their 
individual special instructions. 
  
IV. OBJECT OF PLAY 
A player may not claim a solo 
victory in the game if he is 
currently part of an alliance. 
 

(While this usually applies to 
Tournament games, it is also 
important when recording the 
results for Area Ratings.) Bene 
Gesserit tokens in a stronghold 
that were declared to be 
coexisting during the turn do not 
count as occupying that 
stronghold for purposes of 
determining victory, even if they 
are the sole occupants after battle 
is resolved. 
 
V. SEQUENCE OF PLAY 
There is a pre-storm round in 
which the Lansraad and the Bene 
Tleilaxu may perform certain 
functions. 
 
VI. STORM 
A. In the first Storm Round the 
storm is considered to begin over 
the randomly determined sector, 
it is not considered to have 
moved in the first game turn. 
Therefore no tokens are 
destroyed by the storm during the 
first game turn. The Weather 
Control and Family Atomics 
Treachery Card may not be 
played during the first game turn. 
B. Alternately, a player may play 
the Weather Control Treachery 
Card, thus pre-empting the Storm 
movement determination 
process, in order to move the 
Storm Marker up to ten sectors. 
The Family Atomics Treachery 
Card may only be played after 
the Storm movement has been 
determined but before the Storm 
marker is actually moved. 

C. Only one half (fractions 
rounded up) of all Fremen tokens 
in a desert space are removed to 

 
  



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

blow in that territory. 
A.2 Fremen tokens and those of 
their allies are not removed to the 
tanks (they are not eaten by the 
worm). However, this special 
ability can be cancelled out by the 
play of a Karama Treachery Card. 
 
B. A Nexus is caused by the first 
worm card turned up for that spice 
blow, thus only one nexus can 
occur per turn. Worms raised by 
the play of the Thumper Treachery 
Card, the Freman play of a 
Karama Card, and the movement 
of additional worms to other 
territories do not cause a Nexus to 
occur. 
 
B. At the conclusion of the Nexus, 
only those Fremen tokens in the 
affected territory where the first 
worm appeared may be moved to 
any territory on the board. Worms 
eat the tokens and spice only after 
the Nexus is resolved. 
 
C. However the Fremen player 
may move the additional worm(s) 
to any territory on the board. 
These in turn will devour any 
spice and tokens in an affected 
desert territory (save the Fremen 
and their allies) and also create a 
movement opportunity for any 
Fremen tokens in the affected 
territory to move in any territory 
on the board. 
 
C. When the Fremen ride a worm, 
tokens and spice in the destination 
territory are not eaten by the 
worm. In addition, Fremen riding a 
worm may not leave or enter a 
space under the storm.  Fremen 
tokens riding the worm may not 
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the tanks when caught or passed 
over by the Storm. 
 
C. Two groups of tokens (same 
or different faction) in different 
sectors of the same territory are 
considered to be "separated by 
storm" for purposes of movement 
and battle if the storm is between 
them or covering one of them. 
Likewise if two or more groups 
of tokens from different factions 
are in the same sector of non-
desert territory that is covered by 
a storm, they are considered to be 
"separated by storm". 
 
C. When the “Family Atomics” 
is blown, the sector that the 
Storm currently occupies is not 
affected, but any sector that the 
storm moves into immediately 
thereafter is affected. After the 
Family Atomics Treachery Card 
has been played, the Shield Wall, 
Arrakeen, and Carthag all still 
retain their normal status as non-
desert spaces, even though the 
latter two are now susceptible to 
storm effects. 
 
VII. SPICE BLOW 
A. Alternately, a player may play 
a Thumper Treachery Card or the 
Fremen player may play a 
Karama card, both of which are 
treated as if a Worm Card was 
turned over. This temporarily 
preempts the drawing of the 
Spice Card until the results of 
their play are resolved. 

A.1 After a Spice Card is 
turned up revealing a Spice 
Blow, a player may play a 
Harvester Treachery Card which 
will double the amount of the 
spice 

enter a stronghold occupied by 
two other factions unless one of 
the factions are coexisting Bene 
Gesserit. Factions allied to the 
Fremen may not use the Fremen 
worm riding ability. 
 
D. A Nexus can not occur on 
Turn 1. 
 
VIII. BIDDING ROUND 
A. The Harkonnen player may 
not bid for treachery cards if he 
already holds eight cards. A 
player who is under the influence 
of the Cone of Silence Treachery 
Card may not bid for Treachery 
Cards. 
 
A. 1 When a Treachery Card is 
required to be drawn and the 
treachery deck is empty, the 
discard pile is immediately 
reshuffled to form a new deck. 
 
B. After the Treachery Cards are 
dealt face down but before the 
bidding begins, the Bene 
Tleilaxu player may give any or 
all of his Treachery Cards to any 
other player. The recipients may 
not refuse the cards, save for 
already having the maximum 
amount. 
 
B.2. Alternately a player may 
play a Karama Treachery Card in 
lieu of paying spice and get the 
card for free. 
 

B.2. When the Emperor 
player is in the game, all spice 
paid for Treachery Cards are paid 
to him. Only the Emperor pays 
the spice bank for Treachery 
Cards. 
 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

C. When playing a Karama Card 
to pay for a Treachery Card, a 
player may bid more spice than 
he has. If two or three players 
each try to pay for a Treachery 
Card through the play of a 
Karama Card, the first player to 
bid infinity wins the bidding. 
 
D. A player whose hand is full 
may not open the bidding on a 
Treachery Card, even if he 
intends to pay for the card with a 
the play of a Karama Treachery 
Card, and is automatically passed 
over when his turn comes up to 
open the bidding. A player who 
is prevented from bidding by a 
Cone of Silence Treachery Card 
must automatically pass if they 
open the bidding for a card in a 
Bidding Round. 
 
G. The Harkonnen player may 
have a maximum of eight 
Treachery Cards as per his 
special instructions. These are 
considered to be one hand, not 
two separate hands. The 
Harkonnen is not required to 
separate his free Treachery Cards 
from his purchased ones. 
 
H. A player who passes during 
the bidding for a Treachery Card 
may bid later for the same card if 
it is still up for sale when the 
bidding comes around to that 
player again. 
 
I. Starting on Turn 2 the Bene 
Gesserit receive CHOAM 
Charity regardless of whether 
they qualify for it or not. 
 

IX. MOVEMENT 
A. A player who is ordered to 
"hold in place" by the Lansraad 
player may not revive tokens from 
the tanks, perform any type of 
shipment, nor move any group of 
tokens on the planet. 
 
B.1. If the Bene Tleilaxu faction is 
in play then spice is paid to the 
Bene Tleilaxu for revived tokens. 
B.2 A player may revive for free 
up to five tokens with the play of 
the Ghola Treachery Card. These 
are in addition to those tokens 
revived in the normal fashion 
during the round. A player who is 
allied with the Bene Tleilaxu may 
revive for free up to six tokens 
during this round, but may not buy 
any more tokens for revival. A 
player who was the supporter of 
the winning side in a Kanley Duel 
may revive for free up to the 
number of tokens equal to the 
value of the Leader sent to the 
Duel. The Emperor may revive 
three tokens at anytime during a 
turn by playing a Karama 
Treachery Card. These are in 
addition to those tokens revived 
during a turn. 
 
C. The Ixian player, if in play, 
always moves first regardless who 
the First Player is. 
C.1.b. When the Guild is an active 
player, all other players pay spice 
to him for all token shipments to 
the planet. When players who are 
allied to the Guild use any of the 
Guild's special shipment options, 
they pay spice to him at the Guild's 
special rate. A player may use a 
Karama Treachery Card to make 
token shipment to the planet at 

 

the Guild’s special rate and pay 
spice to the spice bank, not the 
Guild player. The Guild player 
must pay spice for all of his 
token shipments to the spice 
bank, he does not pay spice to 
himself. When shipping an odd 
number of tokens at the Guild 
special rate, any fractional cost is 
rounded up. The Guild may not 
make any discount offers in 
shipping costs, beyond the 
special Guild rate to allies, to any 
player. 
  
C.1.c. No player may ship into 
any territory which already 
contains tokens belonging to an 
ally, even it they are going to 
move out of that territory during 
the on-planet token move of the 
current Movement Round. The 
exception to this is coexisting 
Bene Gesserit tokens. 
 
C.1.c. No Guild player tokens, 
nor those of his allies, may ship 
out of a sector that is under 
storm. 
 
C.1.c. Fremen shipments may be 
to any territory within a two 
territory movement of The Great 
Flat, regardless of the location of 
the storm. Only those Fremen 
shipments that end in a territory 
under storm take half losses, 
rounded up in case of fractions. 
 
C.1.c. If the Fremen are allied 
with the Guild, they may either 
use the normal Fremen shipment 
at no cost or use any form of 
Guild shipments at the Guild 
special rate. They may not use 
both in the same turn. 
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C.1.d. Only the Guild and his  
allies may ship tokens on-planet 
from territory to territory or from 
on-planet back into reserves.  
On-planet territory to territory 
shipments are considered to be 
shipments and not normal on-
planet moves. 
 
C.1.d. The Fremen may not ship 
or move their tokens off the 
board to the far side of the planet. 
Exception: If allied to the Guild 
they may use the Guild shipment 
to off planet reserves to send 
their tokens off the board to the 
far side. 
 
C.2.a. Tokens may be moved in 
the same turn that they are 
shipped to the planet. 
C.2.a.1. A player that ships into 
either Carthag or Arrakeen 
during the shipment phase, 
regardless whether there are 
tokens in those places or not, 
does not have access to the 
ornithopters for use on the 
following on-planet token 
movement phase, unless that 
player had tokens in the 
stronghold in question at the 
beginning of the Revival and 
Movement Round. Coexisting 
Bene Gesserit tokens in either 
stronghold do not confer the 
ornithopter advantage to 
themselves, other Bene Gesserit 
token groups on the board, nor 
those which ship down into the 
strongholds.a 
 
C.2.a.1. If either Carthag or 
Arrakeen is covered by the storm 
marker, a player who has a 
marker in them at the beginning 

of the Revival and Movement 
Phase may still use the ornithopter 
three territory move. They just 
cannot move into, out of, or 
through a sector in storm. 
C.2.a.2. However the Ixian player 
may move his token group two 
territories due to one of his special 
advantages. Players who are allied 
to a player who occupies either 
Arrakeen or Carthag do not have 
access to ornithopters, even with 
the owning player's permission. 
C.2.b. However the play of the 
Hajr Treachery Card allows a 
player to make an extra on-planet 
group move subject to the normal 
movement rules. This extra move 
may be with the same token group 
previously moved during the same 
Movement Round or with a 
different token group that belongs 
to the same player. A player may 
use ornithopters for both on-planet 
moves assuming that he has access 
to them at the beginning of the 
token movement phase. 
C.2.c. The Fremen player may not 
move tokens into or out of a storm, 
except during their shipment on to 
the board. 
C.2.f. Any non-stronghold 
territory may contain the tokens of 
any number of non-allied players. 
 
D. Leader Revival - The rule 
clarifications below assume that 
the Main Character Leaders from 
"The Duel" expansion are not 
being used. Rule clarifications 
covering Main Character Leaders 
are in their own section later on in 
this article. 
 
D.1. A player who is allied to the 
Bene Tleilaxu may revive two 
 

leaders per turn. The Ixian player 
may revive all of his leaders in 
the tanks each turn. 
 
D.1. The Ixians, players who are 
allied with the Bene Tleilaxu, 
and those players who play a 
Treachery Card to revive leaders 
from the tanks, do not have to 
have all five of their leaders in 
the tanks before they start 
reviving them. 
 
D.1. A player who has one or 
more leaders who are captured 
by the Harkonnen player, start to 
revive leaders from the tanks 
when all of his leaders still in his 
control are in the tanks. 
 
D.2. If the Bene Tleilaxu faction 
is in play, all players pay spice to 
the Bene Tleilaxu player, not the 
spice bank, for all leaders 
revived. Players who are allied to 
the Bene Tleilaxu have their 
leaders revived for free. The 
Ixians have their leaders revived 
for free regardless of whether 
they are allied to the Bene 
Tleilaxu or not. 
 
D.2. The Kwisatz Haderach 
marker can be revived at a cost 
of two spice. 
 
D.3. A revived leader may also 
be made traitor by the Bene 
Tleilaxu if that faction is in play. 
The revived Kwisatz Haderach 
marker may not be made into a 
traitor. 
 
D.4. A player may also revive a 
leader at anytime by playing a 
Ghola Treachery Card. The 
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Emperor may revive one leader 
at anytime by playing a Karama 
Treachery Card. A player who 
has a supporting leader on the 
winning side of a Kanly Duel 
may revive a leader or leaders 
from the tanks whose total 
value(s) are equal to or less than 
the value of the supporting leader 
at the end of the Kanly Duel. 
 
D.5. The Ixians, players who 
play a Treachery Card to revive a 
leader, and players allied to the 
Bene Tleilaxu may ignore this 
rule. In all other cases this rule 
must be followed. 
 
X. BATTLE 
A.2.a. Token groups which move 
or ship into different sectors of a 
territory always battle as one 
group unless the sectors are 
separated by storm. 
 
A.2.a. Tokens under a storm may 
only battle with enemy tokens in 
the same territory and sector. 
 
A.3. Players resolve battles in 
player dot order, regardless of the 
movement order in the previous 
round. A player who is ordered 
to hold in place by the Lansraad 
is skipped over when his turn 
comes up in the Battle Round, 
thus he is never the aggressor, 
only the defender in any battle he 
is in that turn. 
 
B.1. If, when a battle plan is 
revealed, a player has dialed a 
number higher than the number 
of his tokens in the battle and/or 
spice expended would allow for, 
the number must reduced to the 
 

highest number given the number 
of tokens in the battle and spice 
paid. 
 
B.2. If, when a battle plan is 
revealed, a player has failed to 
include a leader in his battle plan 
when he is required to do so, his 
lowest value available leader disk 
must be played. 
 
B.2. A player may use the same 
leader in another battle during the 
round providing the battle is in the 
same territory and the leader 
survived the previous battle. 
However, the same leader may not 
be used in the same territory if the 
other battle is in a separate sector 
separated by the storm marker. 
 
B.3. A player may never substitute 
a Cheap Hero(ine) Treachery Card 
for a weapon or defense card, only 
for a leader. 
 
B.3. A player may use the same 
weapon and/or defense card in 
more than one battle during the 
Battle Round, providing that he 
has won each previous battle prior 
to using it again. 
  
B.4. Before revealing the battle 
plan the Atreides player, or a 
player allied to the Atreides, may 
ask to see one element of the 
opponent’s battle plan of the battle 
which in they are involved. The 
Atreides may see the whole battle 
plan by playing a Karama 
Treachery Card. The Bene 
Gesserit player, or a player allied 
to the Bene Gesserit, may “voice” 
an opponent into playing 
or not playing a specific 
 

Treachery Card as part of their 
battle plan in which they are 
involved. If both the Atreides and 
the Bene Gesserit are present in 
the same battle, the “Voice” is 
use first, followed by the 
Atreides “Prescience”. A 
Truthtrance Treachery Card may 
be played at any point during this 
procedure. 
 
C.2. Ties are resolved in player 
dot order, regardless of when the 
Ixians and the Guild made their 
shipments and moves during the 
preceding Revival and 
Movement Round. Exception: 
Factions ordered to “hold in 
place” by the Lansraad are never 
aggressors in a battle, thus they 
always lose ties. 
 
C.7. However, if the Harkonnen 
player is the winner of the battle, 
he may randomly select one 
leader from the losing player and 
either keep it for use in a later 
battle or send it to the tanks and 
receive two spice. The selection 
of a leader is optional, the 
Harkonnen is not required to pick 
one. The identity of the captured 
leader is not required to be 
revealed to the rest of the 
players. 
 
D.1. A player is not required to 
declare a traitor if it is used 
against him in battle. 
 
D.1. A traitor who is revived 
from the “tanks” may still be 
declared a traitor. Being a traitor 
lasts the whole game. Exception: 
Traitors made by the Bene 
Tleilaxu upon revival remains a 
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traitor to the Bene Tleilaxu until 
they are killed. 
 
D.1. A captured leader played by  
the Harkonnen player against the 
original owner may always be 
called a traitor by the original 
owner. This is regardless of 
whether or not the captured 
leader was also a traitor to the 
Harkonnens. Also a captured 
leader played by the Harkonnen 
player in a battle against a player 
who chose that particular leader 
as his traitor may still be called a 
traitor by that player. 
 
D.2. If a traitor is called in a 
potential lasegun-shield 
explosion, the explosion does not 
occur. The traitor takes 
precedence over the lasegun-
shield explosion. 
 
XI. SPICE COLLECTION 
A. Bene Gesserit tokens which 
are declared to co-exist in a space 
where there is spice may not 
collect any of it. This applies 
both in the basic and the 
advanced rules. 
 
C. After all players have finished 
collecting spice, players who 
owe spice to another player or 
players on account of some 
previously made deal or bribe, 
may pay it at this time. 
 
XII. ALLIANCES 
B. Players under the effects of 
the Cone of Silence Treachery 
Card may not make alliances. 
 

B. If using the rules from 
The Duel expansion, a War of 

C.3. While alliances are not kept 
in secret any agreements made in 
reaching an alliance may be kept 
in secret. 
 
D.1. Players under the effects of 
the Cone of Silence may not break 
from an alliance. 
 
E.1. Due to large alliances of four 
or more player when all nine 
factions are in the game, winning 
by taking three strongholds 
becomes much easier for an 
alliance. As an optional rule, 
especially in tournaments, an 
alliance of four or five players is 
required to hold four strongholds 
at the end of a turn in order to win 
and an alliance of six or more 
players must hold all five 
strongholds at the end of the turn 
in order to win. 
 
E.2. Players within an alliance 
may share information such as 
what Treachery Cards they each 
have, who their respective traitors 
are, how much spice they each 
have, etc. A player may even share 
information gained by virtue of his 
faction’s special abilities (i.e. 
Atreides prescience, Fremen 
weather prediction, etc.). A player 
is not required to share any or all 
such information with his allies. 
 
E.3. When the Emperor player 
loans spice to an ally for 
Treachery Card payment, the spice 
comes right back to the Emperor. 
However, when an ally loans spice 
to the Emperor for Treachery Card 
payment, the spice goes to the 
spice bank. The Emperor may not 
keep it. 
 

E.4 When the Guild player loans 
spice to an ally for shipment 
costs, the spice comes right back 
to the Guild. However when an 
ally loans spice to the Guild 
player for shipment costs, the 
spice goes to the spice bank as 
part or all of the payment. The 
guild player may not keep it. 
 
E.5. However players may move 
their tokens into and occupy a 
non-stronghold territory which 
contains the tokens of an ally 
providing that the sectors of the 
territory in which each token 
group occupies is separated by 
the storm. This includes Bene 
Gesserit tokens which are 
declared to be in non-coexistence 
in that territory. 
 
XIII. BRIBERY 
C. Private discussions away from 
the game table are permitted. 
Any deals made away from the 
table are not considered to be 
formal and enforceable unless 
made public at the table. 
 
C. Only those aspects of the deal 
that were announced publicly are 
required to be enforced. 
Assumptions, inferences, and 
unspoken implications cannot be 
enforced. 
 

C. Deals involving the 
exchange of spice (i.e.”bribery”) 
may be made at any time, but the 
actual exchange of spice is 
performed during a future Spice 
Collection Round. The fact the 
spice is being exchanged is 
announced publicly, but the 
amount of spice 
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involved may be kept private. 
Exception: The Emperor may 
transfer spice to or from an ally 
at any time during the turn. 
 
D. A player may bribe or make a 
deal with another player for any 
information that player may 
have. General non-allied players 
make bribes or deals for 
information that they would 
normally get for free from an 
allied player. 
 
D. The Emperor player may not 
make a deal that absolves a 
player from paying all or some of 
the cost of a Treachery Card. 
 
D. The Guild player may not 
make a deal that absolves a 
player from paying all or some of 
the cost of shipping tokens. 
 
D. The Bene Tleilaxu may not 
make a deal that absolves a 
non-allied player from paying all 
or some of the cost for reviving 
tokens and/or leaders from the 
tanks. 
 

OPTIONAL RULES 
 
XV. ADDITIONAL 
CHARACTER ADVANTAGES 
B. Bene Gesserit 
B.3. The Bene Gesserit player is 
not required to ship a token as a 
Spiritual Adviser during each 
shipment made by other players, 
he merely has the option to do so.
 
B.3. The Bene Gesserit have the 
option to land their one token 
either in the same territory as the 
other player’s tokens which they 

attached to the territory (space) as 
opposed to any group of tokens 
occupying that territory. 
 
B.4. An ally of the Bene Gesserit 
may move tokens into a space 
containing only the Bene Gesserit, 
but the Bene Gesserit player must 
immediately declare coexistence 
for that territory. An ally of the 
Bene Gesserit may not move 
tokens into a space containing a 
third faction with Bene Gesserit 
tokens that are not coexisting. In 
the case of a stronghold or sietch, 
it is blocked. 
 
B.4 Coexisting Bene Gesserit 
tokens are not susceptible to a 
Stone Burner explosion. 
 
B.5 The Bene Gesserit may move 
their tokens into a territory 
controlled by the Bene Tleilaxu 
and either claim co-existence with 
the Bene Tleilaxu or take it over 
for their own faction. 
 
C. Atreides 
1. The Atreides player gets to use 
the Kwisatz Haderach counter 
starting immediately after he has 
lost his seventh token in battle 
during the course of the game. 
This means that it can be used in 
the next battle, even during the 
same Battle Round. Tokens lost to 
non-battle occurrences such as 
being devoured by worms or 
caught in a storm do not count 
towards the seven token total. The 
Kwisatz Haderach may only be 
played on an Atreides leader in 
battle, it may not be played an 
allied player’s leader or on an 
Atreides leader that has been 

captured by the Harkonnens. If 
using Main Character Leaders 
from “The Duel” expansion, the 
Kisatz Haderach marker may not 
be used in the same battle as the 
Atreides Main Character Leader. 
It may be used in a different 
battle in the same territory. The 
Kwisatz Haderach can also be 
killed by a Stone Burner 
Treachery Card providing that a 
Karama Treachery Card was 
played during the battle to cancel 
Atreides Prescience. The Kwisatz 
Haderach counter can be revived 
from the Tanks at a cost of two 
spice. 
 
D. Emperor 
1. If using the Advanced Combat 
rules, Sardaukar tokens are each 
worth only ½ against the Fremen 
and 1 against all others if spice is 
not expended for them. 
 
E. Fremen 
2. The Fremen may place 
additional worms that appear 
during the Spice Blow in 
territories containing Fremen 
tokens in order to create 
additional movement 
opportunities during the Nexus. 
 
3. Fremen token groups may not 
move into, out of, or through 
sectors in storm. 
 
4. If using the Advanced Combat 
rules, Fedaykin tokens are each 
worth only 1 against all other 
players if spice is not expended 
for them. 
 
F. Guild 
1. The Guild may never move 
 

Vol. 1 No. 1                                     ����������	
���������������������������� Page 27�
Rules Clarifications For Dune 2nd Ed.                                                                                         Continued 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

during a Movement Round if the 
Ixian faction is in the game. 
 
G. Harkonnen 
1. The Harkonnen player 
receives two spice for turning a 
captured leader to the Tanks. 
Only the Harkonnen player and 
the victim player are entitled to 
know the identity of the captured 
Leader, although both players 
may share this knowledge with 
their allies later on if they wish. 
If the Harkonnen uses a captured 
Leader against the original owner 
in battle, the original owner is 
entitled to call the captured 
Leader a traitor. The Harkonnen 
player is not required to capture a 
Leader, after a victorious battle, 
he merely has the option to do so.
 
H. Bene Tleilaxu 
1. The Bene Tleilaxu may lay 
traps at the start of the game after 
every one has set up but before 
the first Storm Round. The Bene 
Tleilaxu may also lay traps in 
strongholds that he controls at 
any time during the turn except 
when other factions also occupy 
the stronghold thus putting 
control of it in doubt. The 
Lansraad player may not use his 
influence to prevent a trap from 
being triggered. 
 

3. In order to prevent a 
player from moving on the board 
or making a shipment during the 
first turn, the Bene Tleilaxu 
player will have to play the 
worthless Treachery Card before 
the first Storm Round. A 
worthless Treachery Card may be 
played at any time during a turn 

in order to take effect during the 
next turn. 
 
4. If the Bene Tleilaxu player 
plays a worthless Treachery Card 
during a turn, he may not lay traps 
nor attack a Leader during that 
same turn and he can not play a 
worthless Treachery Card if he has 
laid a trap or attacked a Leader 
during the same turn. This rule 
also applies at the start of the game 
before the first Storm Round. 
 
I. Ixians 
1. The Ixian Main Character 
Leader may not be revived for 
free. This free revival occurs in 
every Revival round, not just those 
in which the Ixians have all their 
leaders in the Tanks. 
 
J. Lansraad 
1. The strongholds of Arrakeen 
and Carthag may be restricted as 
they are non-sietch territories. 
Ixian tokens may stay in and move 
into a “restricted” territory. In the 
case of Arrakeen and Carthag, 
being “restricted” does not prevent 
a trap from being laid or triggered 
in either stronghold, nor does it 
prevent the Bene Tleilaxu from 
attacking a winning leader from a 
battle in either stronghold at the 
end of the Combat Round. The 
Lansraad may restrict a non-sietch 
territory on the first turn by 
declaring the restriction notice at 
the start of the game after 
everyone has set up but before the 
first Storm Round. 
 
XVII. SPECIAL KARAMA 
POWERS 
B. A Karama Treachery Card may 
 

be played to either prevent an 
opponent from using one of his 
character’s advantages or to 
implement one’s own special 
Karama power, but not both with 
the same Karama Treachery 
Card. 
 
C. Other special situations 
involving Karama Treachery 
Cards are listed as follows: 
1. The Harkonnen can play a 
Karama Card to steal Treachery 
Cards from another player at any 
time not forbidden by the rules. 
The precise sequence of activities 
when this happens is as follows: 
  ·   Harkonnen declares how 
many cards are being taken. 
  ·   Harkonnen randomly selects 
the declared number of cards 
from the targeted player. 
  ·   Harkonnen looks at the cards 
that he has taken. 
  ·   Harkonnen returns the 
declared number of cards to the 
targeted player. 
Returned cards must come from 
the Harkonnen player’s original 
hand, but may be of the same 
type as the cards     that were 
stolen, if desired. 
2. The Harkonnen is permitted to 
invalidate a Voice command by 
using a Karama Card to give 
away and steal Treachery Cards 
after receiving the Voice 
command. However, Prescience 
answers that have not been 
cancelled may not be invalidated 
in this way. (Note that the 
Harkonnen may simply play the 
Karama Card to exchange cards 
before answering the      
Prescience question.) 
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3. The Atreides can play a 
Karama Card to force any 
opponent to immediately commit 
and reveal his entire battle plan 
any time before battle plans are 
committed (i.e. after Voice and 
Prescience are resolved, if 
desired). The Attreides commits 
and reveals his own battle plan 
after seeing the  opponent’s plan. 
4. The Atreides can play a 
Karama Card to force any player 
to reveal his entire battle plan. 
The Atreides is not required to be 
part of the battle involved, but 
the battle plan is only revealed to 
the Atreides, who may sell or 
give the information as he sees 
fit. 
5. The Guild can play a Karama 
Card to cancel another player’s 
shipment anytime after the 
shipment is declared, but before 
the shipment occurs. 
6. The Guild can not play a 
Karama Card to cancel the 
Fremen’s shipment. 
7. The Fremen may only play a 
Karama Card to cause a worm to 
appear only during the Spice 
Round. This is done before the 
Spice Card is turned over from 
the deck. 
8. The Emperor may play a 
Karama Card to revive three 
tokens or one leader at any time 
not forbidden by another ruling. 
 

ADVANCED RULES 
 
XXI. SPICE BLOW 
A.2. A Harvester Treachery 
Card(s) may be played on either 
discard pile after a Territory Card 
from the spice deck has been 
placed in that particular discard 

pile. Likewise, a Thumper 
Treachery Card may be played on 
either discard pile before a card 
from the spice deck is picked for 
that particular discard pile. 
 
A.4. When worm cards are turned 
up for each discard pile during a 
spice blow round, the first worm 
card turned up in each pile triggers 
a Nexus, thus each turn can now 
have two Nexuses. Additional 
worm cards which are 
subsequently turned over affect 
only that discard pile that they go 
on top of. Once a territory card is 
turned over and placed on one 
discard pile, then spice cards may 
be turned over for the second 
discard pile. 
 
B.2. When reshuffling the Spice 
Deck, the entire deck is reshuffled. 
No cards are left out. 
 
XXII. ADVANCED COMBAT 
A.1. Unsupported Feydakin and 
Sardaukar tokens each have a 
value of 1. However, when 
fighting the Fremen, unsupported 
Sardaukar tokens each have a 
value of 1/2. Feddakin and 
Sardaukar tokens only require one 
spice per token to fight at full 
strength. 
 
A.1. Unsupported Ixian tokens 
each have a value of 1 and 
supported tokens each have a 
value of 1½ if the Ixian player 
plays a Karama Treachery Card to 
support them. 

PLAYER AID SHEET 
(TREACHERY CARD 
DESCRIPTIONS) 
 
The following are additional 
clarifications for various 
Treachery Cards. 
 
A. The Hajr Card effect may 
only be used to move tokens 
owned by the player who played 
the card. 
B. The Tleilaxu Ghola Card 
effect may only be used to revive 
tokens or a leader owned by the 
player who played the card. 
Leaders that are revived in the 
same round that they were killed 
in may not be used in any further 
battles in that round. The leader 
or token revival is free. 
C. The Family Atomics 
Treachery Card may be played if 
the Shield Wall or any adjacent 
territory to it, which have the 
required token(s) needed to 
detonate it, is under the storm 
marker. 
D. Truthtrance questions and 
answers must be announced 
publicly.  Truthtrance questions 
must be answered immediately 
after the question is given. No 
other card plays or other game 
actions (except player 
discussion) may occur until the 
question is answered. 
 
E. Truthtrance questions are 
permitted to require the targeted 
player to answer questions about 
future actions or conditions. 
However, no player is required to 
act to make the conditions of the 
question true. When/if the 
explicit conditions specified by 
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M. A Karama Card may only be 
used to cancel a Treachery Card 
payment owed by the player who 
played the card. The Karama 
Card must be played immediately 
when the purchase is made. 
N. Any player may play a 
Karama Card to cancel the 
Emperor’s or Fremen’s starred 
token advantage in any battle 
before the battle plans are 
committed. 
O. Any player may play a 
Karama Card to prevent the 
Fremen, or an ally of the Fremen, 
from controlling a Worm once, 
thus sending their tokens to the 
tanks instead, any time after the 
Worm is revealed but before 
worm-riding is resolved. If this 
was an“additional” Worm that 
was placed in a location by the 
Fremen, it instead appears at the 
first spice blow in the stack 
beneath it, as usual. You can not 
cancel the Fremen’s control of a 
Worm that he called with a 
Karama Card of his own. 
P. A Karama Card may only be 
used to reduce the cost of a 
shipment made by the player 
who played the card. The 
Karama Card must be played any 
time after the shipment is 
declared, but before the player’s 
movement is declared. 
Q. Any player may play a 
Karama Card to force the Guild 
to move in the proper player dot 
order before the first player 
makes his shipment and 
movement during the Movement 
Round. 
R. Any player may play a 
Karama Card to prevent the 
Harkonnen from drawing a free 

the question are met, the targeted 
player must abide by the answer 
given to the question to the best 
of his ability. If the targeted 
player is logically unable to 
abide by the answer given to the 
question, then the Truthtrance is 
negated and the targeted player 
must publicly state that the 
answer previously given is 
invalid.  Example: I will ask 
“will you play a projectile 
weapon in battle against me in 
Carthag this turn?” and you 
answer “Yes.” you are bound to 
play a projectile weapon if we 
have a battle in Carthag and if 
you hold a projectile weapon at 
the time that the battle plans are 
committed. If we do battle in 
Carthag, but you have no 
projectile weapon in your hand 
when it comes time to commit 
our battle plans, then you must 
announce that you are unable to 
abide by the answer you have 
given, the Truthtrance is negated, 
and we may ignore the answer to 
the question, that is you may play 
any weapon or no weapon at all. 
However, if you had answered 
“No.”, then you may not play a 
projectile weapon in any battle 
against me in Carthag this turn, 
no matter what else happens.  In 
practice, highly speculative 
questions have rarely been found 
to be valuable uses in 
Truthtrance anyway. Players are 
required to avoid frivolous or 
purposely paradoxical use.  
F. Karama powers that specify 
“once” in the descriptions refer 
to “once per Karama Card play” 
as opposed to “once per game” or 
“once per player”. 

G. Any player may play a Karama 
Card to “prevent Atreides from 
seeing the future once”, selecting 
on of the following effects: cancel 
Prescience in one battle, prevent 
looking at the next Spice Blow 
Card this turn, or prevent looking 
at the rest of the Treachery Cards 
up for bid this turn. The Atreides 
use of a Karama Card to see an 
entire battle plan cannot be 
cancelled. 
H. Any player may play a Karama 
Card to cancel the Atreides’ 
Prescience in any battle any time 
after the Prescience question is 
asked but before battle plans are 
committed. If the Prescience is 
cancelled after the answer is given, 
the answer may be ignored. 
I. Any player may play a Karama 
Card to cancel the Atreides’ use of 
the Kwisatz Haderach any time 
before battle plans are committed. 
This does not prevent the Atreides 
from using the Kwisatz Haderach 
in a different battle later in the 
turn. 
J. Any player may play a Karama 
Card to cancel the Bene Gesserit’s 
Voice in any battle any time after 
the Voice is given but before battle 
plans are committed. 
K. Any player may play a Karama 
Card to cancel any single Bene 
Gesserit spiritual advisor 
immediately after the advisor is 
announced. 
L. Any player may play a Karama 
Card to cancel the Bene Gesserit’s 
use of a Worthless Treachery Card 
as a Karama Card immediately 
after the Karama effect has been 
announced. The Worthless Card is  
still discarded. 
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Treachery Card anytime before 
the identity of the free Treachery 
Card is seen. 
S. Any player may play a 
Karama Card to cancel the 
Harkonnen’s capture of a leader 
anytime after determining which 
leader has been captured but 
before the Harkonnen decides 
whether to keep it or kill it. 
T. Any player may play a 
Karama Card at anytime to 
destroy an un-triggered trap or to 
tax the Bene Tleilaxu ten spice. 
U. Any player may play a 
Karama Card to cancel the Bene 
Tleilaxu’s announcement of a 
traitor in a battle after the 
announcement is made but before 
the battle is resolved. The 
effected leader reverts to his 
original allegiance. 
V. Any player may play a 
Karama Card anytime to destroy 
the Ixian player’s entire supply 
of spice. 
W. Any player may play a 
Karama Card to cancel the 
Lansraad’s use of the power of 
Influence or of “restricting” 
territories. The card must be 
played immediately after the 
Lansraad announces    the use of 
either. 
 

SPICE HARVEST 
EXPANSION 

 
   The Spice Harvest expansion 
adds what amounts to a pre-game 
“mini-game” to the game. 
Players in the expansion go 
through five “spice harvests” 
during which spice is collected 
from Dune and then distributed 
among the participating players 
 

After the last “harvest” players use 
their spice to bid for starting 
positions on the gameboard among 
the five strongholds and the troop 
strengths deployed inside them. 
Any left over spice players have 
after the bidding is over is their 
starting spice for that game. This 
expansion enriches the game by 
providing for variable starting 
positions instead of those listed on 
the player shields. However it also 
lengthens the game and should not 
be used in tournaments. 
 
IV. PREPARATION FOR PLAY 
4. When the game includes more 
than six players, an extra set of 
Voting Cards will be needed for 
the additional players. The Bene 
Tleilaxu do not receive Voting 
Cards. 
 
V. THE PLAY 
1.b. If the game includes more 
than six players, add one Share 
Card of each denomination to the 
deck for each additional player 
beyond six. These can come from 
another Spice Harvest Expansion 
Set. Do not add Share Cards for 
the Bene Tleilaxu player as he 
does not receive them. 
 
2.a. The Bene Tleilaxu player does 
not vote as he does not have 
Voting Cards. 
 
2.b.3. If there are an equal number 
of “yes” and “no” Voting Cards, 
the Manager is not relieved of his 
duties and the players who voted 
“no” receive no spice. 
 
3.a. In a game with eight or nine 
players, there will not be enough 
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� Access Cards in one deck. To 
remedy this, randomly draw four 
Access Cards from a second 
Spice Harvest Expansion set and 
place them in the deck. (This 
assumes that one of the players is 
the Bene Tleilaxu who can bid 
for Access Cards.) 
 
5. The Bene Tleilaxu player may 
keep any spice he has left over as 
this will be his starting spice in 
the game. 
 
6.c. If the two players have 
committed the same amount of 
troops to the same stronghold, 
then neither player gets the 
stronghold and that stronghold 
starts the game with no tokens 
inside of it and uncontrolled by 
any faction. Note that when 
additional Access Cards are 
added to the deck as described 
above, it is possible that three or 
even four players may bid for the 
same stronghold. In this case the 
player with the highest amount of 
troops gets the stronghold and he 
must subtract the number of 
troops equal to the number of 
troops committed by the next 
highest player from his force. 
The remaining troops are what 
the winning player may place in 
the stronghold. If two or more 
player tie for the highest amount 
of troops committed, then no one 
gets the stronghold and it starts 
the game uncontrolled and with 
no tokens. 
 
6.c. Uncommitted troop tokens 
are placed back in the player’s 
reserve. 
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VI. SPECIAL ABILITIES 
4. Fremen – The Fremen player 
immediately takes over the duties 
of Manager when a Worm Card 
comes up on the Harvest Deck. 
 
7. Ixian - When the Ixian player 
is the manager, all Harvest Card 
values are increased by 50% 
(fractions rounded down). 
 
8. Lansraad – If the Dune 
Manager is relieved of his duties, 
the Lansraad player may block 
the appointment of the new 
Manager. In this case then it is 
the second player to the right of 
the old Manager who becomes 
the new Manager. The Lansraad 
cannot block the automatic 
appointment of the Fremen 
player to the Dune Manager 
brought about by the appearance 
of a Worm in the Harvest Deck. 
The Lansraad player’s right to 
block the appointment is 
optional, he does not have to 
block the appointment. 
 
9. Bene Tleilaxu – The Bene 
Tleilaxu faction has no special 
abilities as its participation in 
Spice Harvest is minimal. 
 

THE DUEL EXPANSION 
 

   The Duel expansion introduces 
the art of “Kanly”, a ritualized 
form of dueling and conflict 
between the Great Houses in the 
Imperium during the time period 
of the Dune novels. In the 
expansion a player may threaten 
Kanly if another player performs 
a particular act. If the other 
player does perform the act in 

question, the game stops and 
player proceed to the arena board 
where a duel is fought between 
leaders of the two players, with 
other players providing leaders as 
spectators to back whichever side 
they want. The loosing side looses 
all leaders with the winning side 
receiving the spice value of the 
lost leaders to be divided up 
between the winning players. 
There are also rules for a “War of 
Assassins” where all players send 
a leader to fight on the arena 
board. The expansion does enrich 
the game but adds considerably to 
the playing time, especially if used 
in excess. Therefore it is not 
recommended for tournaments. 
 
IV. SET-UP 
5. The Bene Tleilaxu does not get 
a Main Character Leader disc as 
they have no leaders in the game. 
 
V. THE PLAY-KANLY 
1. When threatening Kanly it must 
be for a game related action. 
Anything outside of the game 
cannot be the subject of a Kanly 
threat. A player may not threaten 
Kanly when under the effect of the 
Cone of Silence Treachery Card. 
 
2. Both players set their spice out 
in front of their player shields 
simultaneously, one player can not 
wait on the other to see how much 
has been put out. 
 
3. The Bene Tleilaxu does not 
send any leaders to a Kanly Duel 
as they have none. 
 
3. Players on the winning side of a 
Kanly Duel may collect leader 
 

disks from the Tanks based on 
the spice value (i.e. a leader with 
a value of two is worth two 
spice). 
 
6. There is no defense card for a 
thrown knife. 
 
11. Leaders sent to a Kanly Duel, 
either as a supporter or as one of 
the duelers, may not be declared 
a traitor during the duel. The 
same applies in a War of 
Assassins 
 
VI. WAR OF ASSASSINS 
When playing with more than six 
players it will be necessary to 
include a second deck of Dueling 
Cards so that each player may 
have up to four cards each. 
Alternately, as an optional rule, 
when there are more than six 
players in the game, no player 
may have more than three 
Dueling Cards at a time. Note 
that in a War of Assassins there 
are no supporters for the leaders 
in the arena and play continues 
until there is only one leader 
remaining. 
 
VII. LOSING YOUR MAIN 
LEADER 
When the Atreides lose the 
Kwisatz Haderach marker to a 
Lasegun-Shield or Stone Burner 
explosion, their Main Character 
Leader is considered to be killed. 
Note that in the General Vol.32, 
#1, optional rules exist for the 
revival of dead Main Leader 
Characters and the continued 
survival of a faction without its 
Main Leader Character. 
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VIII. TREACHERY CARDS 
3. Cone of Silence – Although 
this card can be played at any 
time, it is best played before the 
Bidding Round in order to get the 
maximum use from it for the rest 
of the turn. 
 
4. Residual Poison – This 
Treachery Card may be played at 
any time during the turn. On all 
succeeding turns that the card 
lays in front of an effected 
player’s character shield, that 
player must pay the spice bribe at 
the beginning of the turn before 
the Storm Round. The owner of 
the Residual Poison Treachery 
Card may retract it at anytime 
during that player’s turn in the 
Revival and Movement Round. 
 
THE BENE TLEILAXU 
The following are clarifications 
to the Bene Tleilaxu article found 
in the General Vol.18, #5. 
 
ADVANTAGES 
2. Tokens in a territory are also 
affected if a Stone Burner is 
used. 
 
3. Traitors to the Bene Tleilaxu 
may not be revealed during a 
Kanly Duel or a War of 
Assassins. 
 
ALLIANCE 
The Bene Tleilaxu may not grant 
free revival to Main Character 
Leaders 
 
THE IXIANS 
The following are clarifications 
to the Ixian article found in 
Heroes Vol.1, #1.. 

B. Leaders and Values: Note that 
the leaders were renamed in the 
Dune article found in the General 
Vol.32, #1. 
 
E. Disadvantage: The Guild cannot 
move before the Ixians. Although 
the Ixians move first, they still 
resolve combat in player dot order. 
 
THE LANSRAAD 
The following are clarifications to 
the Lansraad article found in the 
General Vol.26, #1. 
 
AT START FORCES 
There has been some confusion as 
to whether the Lansraad troops are 
really part of the Imperial forces or 
not. In the Dune novels the 
Imperial forces consisted of pure 
Sardaukar legions supplemented 
by legions composed of troops 
levied from the Great Houses and 
led by Sardaukar officers. The 
forces of the Lansraad are 
composed of portions of the 
personal forces of each of the 
Great Houses. Under the feudal 
arrangement of the Imperial 
government, the Great Houses 
were responsible for the defense of 
their own planets and regions of 
space against outside threats, 
usually other rival Great Houses. 
The Imperial forces were 
responsible for maintaining order 
within the Imperium and to defend 
against threats from outside the 
Imperium as a whole. Therefore 
this is why the Emperor and the 
Lansraad factions have separate 
forces in the game. 
 
ADVANTAGES 
The Lansraad may use their power 

of influence on the same player 
on consecutive turns for as long 
as they wish. While this may 
seem unfair as it can keep one 
player out of the game 
indefinitely, it also uses up the 
Lansraad player’s power of 
influence so it can not be used 
against any other player, barring 
the play of a Karama Trachery 
Card. Also further into the game 
as troop casualties start piling up 
in the tanks, the Lansraad player 
may want to start courting the 
effected player as an ally as he 
will have at that time fresh forces 
to put into the game. (While 
there have been optional rules 
which bar the Lansraad player 
from using his power of 
influence on the same player two 
turns in a row, these are not in 
the original article by Kenneth 
Burke.) 
 
DISADVANTAGES 
The Lansraad does not have 
influence over Ixians and the 
Bene Tleilaxu. The author of the 
article, Kenneth Burke, says this 
in the last paragraph. However, 
the Lansraad Player may ally 
himself with either of these 
factions. 
 
This concludes the rules changes 
for all the variants this article 
seeks to correct.  Hopefully this 
will help you to better organize 
your thoughts and play.  If you 
have any questions, you may 
contact me through the editor of 
this magazine. 
 
Alan R. Arvold 
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The following is a detailed list of 
events in a Game Turn, in the 
order in which they should 
happen. This includes certain 
Treachery Cards which must be 
played at a specific time. The list 
does not include Treachery Cards 
which can be played at anytime 
during a Game Turn. 
 
Pre-Turn Round 
·  Lansraad player and his allies 
may each declare a non-seitch 
territory to be “restricted”. 
·  Bene Tleilaxu player may lay a 
trap in an unoccupied stronghold 
(First Turn only) or any              
stronghold that he controls (any 
other Turn). 
·  Spice bribe is paid by a player 
with a leader with Residual 
Poison. 
 
Storm Round 
·  Determine storm movement 
(Basic Rules) or reveal storm 
movement marker (Advanced 
Rules). 
·  Play Weather Control 
Treachery Card. 
·  Play Family Atomics 
Treachery Card. 
·  Move storm marker. 
·  Fremen player (Advanced 
Rules) randomly chooses new 
storm movement marker. 
 
Spice Blow Round 
·  Play Thumper Treachery Card 
and resolve the results. 
·  Fremen player plays Karama 
Card as a Worm Card and 
resolves the results. 
·  Turn over Spice Card. 
·  If Territory Card 

  1. Place spice in territory unless 
the territory is under storm. 
  2. Play a Harvester Treachery 
Card to double the amount of spice 
in the territory. 
·  If Worm Card. 
  1. Go to Nexus. 
  2. If Fremen are in the affected 
territory, they may make their free 
on-planet move with tokens         
in territory. 
  3. Destroy all spice and tokens in 
affected territory.  Tokens of the 
Fremen and their allies are          
exempt from destruction unless the 
play of a Karama Treachery Card 
allows for their                    
destruction. 
  4. Turn over another Spice Card. 
a. If Territory Card, treat as listed 
above. 
b. If Worm Card, Fremen player 
may make another free on-planet 
move, but no Nexus. Keep           
turning over Spice Cards until a 
Territory Card is turned up. 
 
Bidding Round 
·  Choam Charity is given to those 
factions who qualify for it. 
·  Treachery Cards up for bidding 
are laid out face down. 
·  Bene Tleilaxu player may give 
Treachery Cards to another player. 
·  First and Subsequent Cards up 
for Bid: 
  1. Atreides looks at the card. 
  2. Bidding starts with the first 
player whose player dot is next in 
line in front of the storm                 
marker on the board. 
  3. Subsequent bidding starts with 
the next player in player dot order. 
Those players who cannot        bid 
due to having a full hand are 
automatically passed over. 

  4. Winning player pays for the 
card with spice or a Karama 
Treachery Card and takes the 
won Treachery Card into his 
hand. 
  5. If Harkonnen player is the 
winner, he takes a second free 
Treachery Card from the deck. 
The Atreides player may not look 
at this card. 
 
Revival and Movement Round 
·  Lansraad player may order a 
player to “hold in place”. 
·  All players take revival of 
tokens (in player dot order if it 
matters). 
·  The Bene Gesserit player 
declares coexistence status where 
necessary. 
·  The Karama Treachery Card is 
played to force the Guild player 
to ship and move when his turn    
comes up in player dot order. 
·  The Ixian player ships and 
moves his tokens first. 
·  The rest of the players, in 
player dot order, ship and move 
their tokens. Any player who is            
frozen in place and the Bene 
Tleilaxu player are skipped over. 
The Guild player may take his       
turn for shipping and movement 
at any time after the Ixian player 
moves unless this ability has     
been cancelled by the play of a 
Karama Treachery Card. 
 
Battle Round 
·  Lansraad player may order a 
player to “hold in place”. 
·  Each player, in player dot 
order, resolves all of his battles 
  in the following sequence: 
  1. Issue Voice Command. 
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  2. Play Karama Treachery Card 
to cancel Voice Command. 
  3. Issue Prescience question. 
  4. Play Karama Treachery Card 
to cancel Prescience. 
  5. Answer the Prescience 
question (if not cancelled). 
  6. Play Karama Treachery Card 
to view entire battle plan. 
  7. Play Karama Treachery Card 
to cancel Kwisatz Haderach. 
  8. Play Karama Treachery Card 
to cancel Sarduakar or Fedaykin 
bonus. 
  9. Commit battle plans. 
  10. Reveal battle plans. 
  11. Resolve the battle. 
·  After all battles have been 
resolved, the Bene Tleilaxu 
player may attack one leader 
from another player that was 
used in battle this round. 
·  Karama actions mentioned 
above may occur at point after 
the applicable step but before the         
commit battle plans step.  
Truthtrances and Karama actions 
other than those specifically 
listed above may be played 
between any two of the above 
listed steps. Battle plans may be    
changed before the commit battle 
plans step as long as no un-
cancelled Voice, Prescience, and 
Truthtrance affects are violated. 
 

Spice Collection Round 
·  Players collect their spice from 
various sources. 
  1. Ixian player and his allies each 
collect ten spice from the spice 
bank. 
  2. Players who have tokens in 
territories with spice blows may 
now collect the spice in 
thosespaces. 
  3. Players who control Arrakeen, 
Carthag, and Tuek’s Sietch may 
now collect spice for them. 
·  Players who owe spice to other 
players as a result of a bribe or a 
deal, pay at this time. 
·  Mark off another turn on the 
Player Aid Sheets. 
 

Tobruk then, Tobruk Now 
(Continued from page 40) 

 
sun beating down on me. But no 
matter how joyous the ride, 
enough heat can make one want 
to leave the tank for the shade. 
With the ATS I can taste the sand 
between my teeth, smell the 
ocean from the Normandy 
beaches, feel the wind blowing 
across the eastern steppes – and I 
want it all. 
Now, if you’ll excuse me, after a 
swig from my canteen it’s back 
into my Sherman. I have a date 
with a bridge and the 82nd 
airborne. 
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Tobruk Then, Tobruk Now:  

A Nostalgic look at Avalon Hill’s Tobruk and Critical Hit’s update, Advanced Toburk 
By Dennis Beauchamp�

Is it possible for a game 
considered a “classic” by many 
to generate less playing interest 
with the passage of time? That is 
the unique position Tobruk – 
Avalon Hill’s North African 
Tank Battles game – holds in my 
collection. No other title was 
played so hotly, and yet for such 
a relatively short period of time, 
by my gaming group. Even now I 
remember fondly the excitement 
of reliving the actions of the 
Afrika Korps. But I also well 
recall the sense of dissatisfaction 
I had which forced the end of its 
playing life for us. Tobruk was 
thrilling at first, but left me 
wanting more. After nearly 30 
years, more has finally arrived. 
 It is difficult to believe, 
but it was way back in 1979 
when I first came across Tobruk. 
I was a young teen with a 
pocketful of allowance money, 
browsing the Games section at 
Joe’s Hobby Shop. Considering 
aviation was my primary focus, 
that I even looked at Tobruk was 
strange enough; with the box 
giving away little of the game 
inside, that I brought it home 
even more strange. It must have 
been the “SQUAD and 
INDIVIDUAL WEAPON level” 
that piqued my interest. After 
Risk, Tactics II, Gettysburg and 
Panzer Blitz, such a tactical level 
was nearly uncharted territory. I 
had recently read a book about 
the Afrika Korps, and the 
opportunity to simulate some of 
those battles helped win my 
dollars that day. 

That first copy of Tobruk 
lived a shooting star’s life as part 
of my burgeoning war game 
hobby. For about a year the 
“turret-eye view of armored 
combat” was tremendously 
exciting, consuming hours and 
hours of fun-filled gaming 
sessions. Over the course of the 
following year, however, it failed 
to hold our interest, losing playing 
time to Dauntless and Richtofen’s 
War. Neglected, my copy 
eventually vanished during my 
years at college. 
 Come 2003 over 100 more 
games had found their way to my 
shelves. war was not the only 
gaming for me, either. One of my 
projects that year involved 
revising (for my own 
entertainment) Avalon Hill’s (AH) 
Panzer Blitz system. 
Grognards.com was one of my 
source sites. While there one night, 
I realized a banner ad previously 
ignored was for a game called 
Advanced Tobruk. With some 
disbelief, and all the fond 
memories flooding my emotions, I 
followed the link to the Critical 
Hit (CH) site. The $79 price 
immediately caused me dismay. It 
was through judicious gift requests 
and used-copy purchases I had 
built my library. That price was far 
above what I would pay for a 
game. But this was a remake, and 
to relive the fun of the original, 
with the opportunity to take it 
further, was too much. I broke 
down. It has proven one of the 
more rewarding moments of 
weakness in my life. 
 

Avalon Hill released the 
Hal Hock designed Tobruk in 
1975. The game recreated World 
War II tank battles in North 
Africa. At that time I was too 
young for game reviews. Over 
the years I have seen it described 
in hindsight as innovative and 
ground breaking. There were few 
enough tactical simulations on 
the market at the time, and none 
of them aspired to the level of 
detail Mr. Hock incorporated. 
AH’s Summer-Winter 1976 
catalog announced the game 
combined “– for the first time 
ever – the clarity of a board game 
with the micro-detail of a 
miniatures game,” (as well as 
“undervalued at $12.00”). 
Initially – maybe always – my 
group and I loved it. We spent 
hours battling with our cardboard 
tanks and men. Why did Tobruk 
stop finding its way into our 
gaming sessions? The answers to 
that question also explain why 
we needed a remake. 
 The rules of Tobruk are 
presented through the 
Programmed Instruction method. 
The first scenario, “Clash of 
Armor”, introduces the 
mechanics of armored combat. 
Details and complexity are added 
in the following scenarios. To 
me, the first section of rules are 
the core of the game – and where 
I found the most fun. Though 
possessing shortcomings, it was 
not the system, but other aspects 
of the game which retired it to 
the end of the shelf. 
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Perhaps the most 
disappointing aspect to me is the 
limited focus of the game. With 9 
scenarios and 10 shorter 
“firefights,” Tobruk depicts 
actions in North Africa from 
May through June, 1942. I 
wanted Shermans and Tigers. 
These and other important 
vehicles – like the Cruiser series 
tanks – did not appear during that 
span. The next aspect lowering 
the replay value is the board. The 
components – even to the 
standard of the time – provide 
very little excitement. The desert 
is depicted featureless with 
nothing but plain, empty hexes. 
The only “terrain” to speak of is 
minefield and emplacement 
counters. With no terrain for 
cover or as objectives, strategy 
and tactics were trivialized to the 
point the game frequently 
devolved into little more than 
dice rolling contests. One final 
aspect follows naturally from the 
first two. Having exhausted the 
inherent scenarios, I found 
myself keenly interested in using 
the system to recreate combat in 
other theaters. Though a handful 
of articles in the General 
attempted enhancements, I recall 
no indications AH ever 
considered expanding Tobruk. 
The 1977 release of a little title 
called Squad Leader set the 
foundation of their tactical 
gaming road. Tobruk was left in 
the dust.  Enter Ray Tapio and 
Critical Hit. 
Critical Hit released the 
Raymond Tapio designed 
Advanced Tobruk in 2002. 
Publishing since 1994, CH 
wastime an armored 
 

known for their Advanced Squad 
Leader compatible materials, their 
self-titled magazine, and for a 
variety of military simulations 
under their Moments in History 
division. In the first edition of 
Advanced Tobruk  Mr. Tapio – 
also the president of CH – offers a 
soulful essay on his love of the 
original game, his later 
relationship with Hal Hock, and 
the hows and whys behind his 
remake (the Designer Notes are no 
longer included in the rules, but 
may be reviewed on the Critical 
Hit website). Mr. Tapio 
determined to build a new game 
system “around some key precepts 
set down by Hal Hock.” To the 
extent this is accomplished, it is a 
tribute to both designers any 
player of the AH version will feel 
the CH edition plays like the 
original. 

The game is billed as the 
“ultimate tactical-level game 
presentation,” delivering 
“breathtaking action and suspense 
at the scale and detail true tactical-
level enthusiasts demand – 
individual squads, weapons and 
tanks.” In addition, Advanced 
Tobruk goes beyond the focus of 
the original: within the Advanced 
Tobruk box, the game allows 
players to “experience Gazala and 
the entire war in North Africa” 
from 1940 to 1943. But CH 
promises even more, announcing 
the future release of several 
modules covering more battles in 
North Africa, as well as using the 
system to “depict tactical-level 
warfare in other theaters of World 
War II.” 
Finally, I thought as I 

 

placed my order, I will cross the 
desert in Shermans and Tigers. 
And in who knows what – or 
where – else. 

I could continue 
reminiscing and describing how 
the two games make me feel. But 
by comparing the new against the 
old, a better picture showing 
where Tobruk started and where 
Advanced Tobruk is going will 
be drawn. The “IN EACH 
GAME YOU GET” section 
found on both boxes provides a 
convenient overview addressing 
the aspects of the original I found 
wanting (or rather, which I 
wanted) 
 
Tobruk 
Over 500 counters representing 
the actual tanks, guns, vehicles 
and infantry units that fought in 
the N. African campaign 
Big 22” x 24” hard mounted 
playing board 
19 situations 
 
Advanced Tobruk 
1025 counters in ½”, 5/8”, and 
¾” inch sizes 
Two “gorgeous” 22” x 34” 
geomorphic maps on heavy 
weight stock 
24 scenarios, each on an 8.5” x 
11” card stock with historical 
summary and photo 
Play aids on card stock 
Numerous terrain overlays 
 
It seems the box for the ATS 
version must be twice as large as 
the original! In fact they are the 
same height, with the AH book 
case box slightly deeper, and the 
CH container wider.   
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Inside the CH box the 

rules, play aides and scenario 
cards are material aplenty. 
Adding the 1025 counters makes 
for a package crammed full of 
war gaming. Although there are 
over 50 unit types, no matter how 
long I scanned through those 
counter sheets, not one Tiger or 
Sherman was discovered. This 
was somewhat disappointing as 
the additional years covered was 
a selling point leading me to 
expect them. The more I studied 
the components, however, the 
more I found to like. Many units 
not included in the AH game are 
found in the new version, such as 
armored cars, Cruisers, PzJg Is, 
Soluthern ATRs, and M14/41s. 
Also, after browsing the 
scenarios it became apparent 
several vehicle and weapon 
counters in the set do not appear 
in the scenarios, like the PzIVf2. 
At first this puzzled me – even 
agitated me – but then the 
realization came: CH had planted 
those counters as both previews 
and preparation of future 
scenarios!   
Not only were there more types, 
but Advanced Tobruk vehicles 
and weapon counters are big. At 
¾” impressively big. These are 
the kind of pieces a tank game is 
meant to be played with. As in 
the original version (smaller at 
½”), vehicle and weapon pieces 
have accurate top-view drawings, 
and identification and movement 
values. The new pieces, however, 
contain more game information, 
including main armament, 
gunfire factors, and target size. 
An added feature 
 

gaming enjoyment.  My 
disappointment over the absent 
Shermans and Tigers did not last 
long. CH soon announced the 
first series of expansion sets for 
Advanced Tobruk. Each 
expansion, reasonably priced, 
adds 12 new desert scenarios and 
includes new vehicle counters. 
Focused on a specific portion of 
the campaigns, in rapid 
succession sets covering 
Wavell’s victories, Rommel’s 
early success, Montgomery’s 
battles, and the arrival of the 
Americans were released. Before 
I could play more than 5 of the 
first 24 scenarios, I had those two 
long dreamed-of tanks in my 
hands. During that time CH was 
industrious, releasing boxed 
games utilizing the Advanced 
Tobruk system covering battles 
in Normandy and Holland. Very 
recently three editions covering 
the eastern front have joined the 
ranks. Originally the Advanced 
Tobruk System, ATS quickly 
transformed into the Advanced 
Tactical System as CH moved to 
address other theaters. With 
ambitious plans to cover more 
WWII battles – and even beyond 
that era – CH is taking Tobruk 
out of the sand. 
Tobruk’s armored combat model 
may have been too detailed to 
make other theaters easy to 
simulate. Though the CH model 
is nearly as detailed, certain 
changes probably reduced the 
amount of work required to move 
the system out of the desert. 
Combat in both games follows a 
simple procedure when a weapon 
is fired: Is the target 
 

is the custom turret counters. Used 
to indicate turret facing, each one 
is drawn as authentically as the 
larger counters. All the pieces are 
printed in 2 or more colors, 
making for very eye-pleasing 
gaming.   

While the ¾” counters only 
seem twice as big as their smaller, 
older counterparts, with two maps 
the CH board is more than double 
the size of the original. Tobruk’s 
hard mounted panels are certainly 
an advantage over CH’s heavy 
weight stock paper. At first glance 
they appear in very similar colors. 
But scattered throughout the 
Advanced Tobruk game maps are 
hexes with a mottling of green 
over the orange sand. The CH 
northern desert is populated by 
scrub terrain. Also, this desert is 
no longer a flat expanse, nor is 
scrub the only vegetation found 
here. A set of map overlays add a 
variety of terrain types, including 
deirs, wadis, sand dunes, hillocks, 
settlements, and “Beau Geste” 
style forts. Besides the terrain 
itself, another advantage of the 
overlays is a multitude of unique 
battlefields may be depicted with 
historical accuracy using only two 
maps. Other simulations utilize 
standard geomorphic maps to 
vaguely or generically represent 
varying combat locations. 
Advanced Tobruk can nearly 
portray a realistic map of any 
desert battlefield. 
Accurately detailed game maps are 
a very nice touch, increasing the 
gamer’s enjoyment and 
understanding of the historical 
situation. Critical Hit is very 
concerned with both details and 
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hit? Where is it hit?  What is the 
damage? Players of Tobruk spent 
a good deal of time using the Hit 
Probability and Damage charts. 
Though these tables make up the 
heart of the game, the detail 
included in them may actually 
slow play. Especially the 
Damage tables, which are very 
interesting but make for 
complicated study. CH 
approached the subject from a 
different angle. Advanced Tobruk 
replaces the weapon specific to-
hit probabilities and vehicle 
specific hit location tables with 
universal to-hit and hit location 
tables. The Tobruk damage 
tables, for each vehicle a unique 
chart with individual entries for 
every enemy weapon, reproduced 
the key factor of weapon-to-
target relationships. That 
relationship is retained in 
Advanced Tobruk, but in a very 
uncomplicated format. Each 
weapon is rated for armor 
penetration, and each vehicle is 
given armor ratings in the 
various hit locations. Upon 
scoring a hit and determining the 
location of that hit, a comparison 
of the penetration value to the 
armor value determines the 
chance of damage. 

For each nationality a 
chart is included listing all the 
guns and their penetration values. 
The armor values of each 
armored vehicle are provided on 
separate 4” x 3.25” cards – yes, 
one card for each vehicle. 
Because they include additional 
information regarding machine 
guns, ammo types, movement 
values, and turret speed, the 
 

cards are interesting, “high 
chrome” components. With the 
comparison of penetration values 
to armor values being rather 
simple, the cards can be studied 
for understanding strengths and 
weaknesses against any weapon – 
something not easily done with the 
Tobruk charts. I love studying my 
cards. While the Tobruk armored 
combat system did provide drama 
and entertainment, the different 
perspective taken by CH remains 
as detailed as the original, with the 
advantage of being easier to play 
and study. 
 The AH game did make for 
exciting tank battles. But 
whenever infantry was thrown in, 
things changed. It is one aspect of 
the system which truly failed to 
satisfy me. In a conversation with 
Mr. Tapio, he remarked the 
Tobruk infantry rules were a good 
system. I disagreed, my response 
being they are “clunky.” Personnel 
units make up various sizes, and 
all the information about the size 
(and by extension fire power) and 
morale is recorded on a separate 
roster sheet. Using that sheet broke 
the flow of any game involving 
infantry. 
 Mr. Tapio clearly 
recognized better than I, for he 
literally lifted the information 
from that roster sheet and slapped 
it onto the Advanced Tobruk 
personnel counters. What once 
was considered “clunky” is now as 
smooth flowing as firing a 6lb. 
ATG at a PzIIIJ.  The ho-hum 
geometric shapes on the original 
counters are replaced with either 
one, two, or three figures of 
soldiers painted in theater-specific 
 

uniforms – the desert forces wear 
shorts! The number of figures 
determines the size, which is 
either squads or individuals. Also 
on the counters in numeric form 
are firepower, range, and morale 
values. The ATS 5/8” personnel 
counters also seem to stand taller 
than their ½”, bland, 
counterparts. In a strange way, it 
gives the units more character, 
and I find myself caring more 
about these cardboard men than 
those of the past. The system 
works so well I no longer require 
tanks for an enjoyable session. 
The ATS is more than a tank 
battle. 
 The components are 
obviously key factors to the 
success of a game. But without 
good rules even the most 
beautifully detailed maps and 
counters cannot save a poor 
design. AH’s programmed 
instruction method breaks 
various aspects of desert combat 
into discreet bundles, with 
additional detail added through 
the progression of scenarios. CH 
dispenses with this by presenting 
all the rules in one shot. At 50+ 
pages this may seem daunting. 
But the writing flows well and 
numerous examples illustrate the 
text. Since the Advanced Tobruk 
package includes a variety of 
actions both small and large – 
some with only vehicles, some 
only infantry, others mixed – the 
rules could actually be 
approached in a Programmed 
Instruction manner. CH already 
has tested basic games as extras 
in the boxed sets, and is 
preparing to release inexpensive 
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introductory game packages to 
meet the needs of beginning 
gamers.  
Players of old Tobruk will find 
many of the optional and 
experimental rules written by Mr. 
Hock incorporated as standard in 
Advanced Tobruk. There are 
many differences in the games, 
however. The map scale was 
changed from hexes representing 
82 yards across to 50 yards, and 
the time per turn from 30 seconds 
to 90. This results in higher 
movement rates allowing a 
dimension of maneuver greatly 
lost with the low rates of Tobruk. 
Rate of Fire, however, was 
handled in a much different 
manner. Tobruk gave weapons 
their real-life rate of fire as shots 
per turn. The average ROF is 
about 3, with a range of 1 to 35. 
Each shot requires a roll to hit, 
with potential for up to 2 more 
dice rolls each time a hit is 
scored to assess 
damage/casualties. One of the 
weapons in the game, the British 
Bofors 40mm, fires either 17 or 
35 shots a turn! I will admit the 
first time I used the Bofors 
against my brother I relished 
every one of those shots. But 
thank goodness it only appears in 
one of the 19 scenarios, because 
after one or two turns using this 
weapon the dice rolling grows 
long and tiresome. Despite the 
turn representing more time, the 
ATS uses an abstraction for ROF 
in place of Tobruk’s actual rate. 
So, for example, the Bofors now 
has an ROF of 3 per turn (many 
hits in Tobruk were rendered 
ineffective by “ricochet” results, 
 

so this seems to average out). 
These changes and others create a 
faster moving game that is still 
detailed and realistic in feel. 
 Back in the ‘80s one of the 
final things we tried with Tobruk 
was to move the system out of the 
desert. Can you imagine 
attempting such a thing using the 
boards from AH’s Wilderness 
Survival? For about 20 years my 
game shelf had a void which only 
a system scaled as Tobruk or ASL 
could fill, and I was as hungry to 
fill it as I was desperate when we 
used Wilderness Survival. Though 
I missed the boat on Advanced 
Squad Leader, more than once I 
considered picking it up. What I 
knew of the rules dissuaded me. 
Mr. Tapio’s assessment confirmed 
my suspicions; people avoid ASL 
now for the same reasons they do 
not pursue a PhD – not enough 
time. In 1996 I picked up a used 
copy of Tobruk at my local 
watering hole, Old Guard Hobbies 
(Joe’s Hobby Shop was already 
long gone). For one glorious 
evening a friend and I dueled that 
first Clash of Armor, delighting in 
all the tank debris strewn across 
my kitchen table. But long before 
we completed gaming for the 
evening, a sinking feeling crept 
over me. All the old longings 
made their way back to the 
surface. I put the game away, 
never to roll those dice again. 

Avalon Hill’s Tobruk is 
among my all-time favorite games, 
but because of a few disappointing 
aspects its playing career was far 
shorter than should be expected of 
a “favorite.” Critical Hit’s 
Advanced Tobruk fulfills all I 
 

desired from the original, and far 
more. Wargamers these days 
frequently cry out for revisions 
of “old” games – games a lot of 
us grew up with – citing 
technological advances over the 
past 20 to 30 years as a good 
reason to do so. When revisions 
are published, the major changes 
are generally cosmetic – 
“technological advances” 
apparently means improved 
graphics and components – while 
the rules may be tweaked or 
cleaned up without much 
revision. A fellow gamer recently 
wrote me it should not have 
taken 2 or 3 decades to update 
Tobruk. I agree, but I will also 
add CH is not only better late 
than never, but also worth that 
wait. Mr. Tapio managed to lift 
the best concepts of the original, 
embellish and flesh them out, and 
deliver a system capable of 
realistically simulating combat at 
the tactical level for any theater 
of World War II – and it looks 
good. To me it is like taking a 
good movie and making a better 
book. The ATS actually does 
deliver “all the detail true 
tactical-level enthusiasts 
demand,” while maintaining a 
smooth flow. The system is 
learnable, teachable, and – most 
importantly – playable. It is well 
suited for solo play, and 
involving to the end face-to-face. 
As Ray T. writes, “Advanced 
Tobruk is not just a tank game 
any more.” Neither is it just a 
desert game. With Tobruk I could 
feel the white-hot intensity of the 
 

Continued on Page 35 
 

Tobruk then, Tobruk Now                                                                                                   Continued 

�



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Vol. 1 No. 1                                     ����������	
���������������������������� Page 41�

Q. Are Areas 32 and 18 
considered adjacent for 
movement or artillery range 
purposes?  
A. No. Movement and range for 
artillery would have to be traced 
from 32 - 20 - 18 or 32 - 31 - 18.  
 
Q. How do I use the Overrun 
counters provided?  
A. Simply plop these on top of 
any Tank or Stosstruppen-led 
stacks that are eligible for 
overruns as a reminder such 
stacks may move/assault again if 
all enemy units are eliminated in 
the Area they conducted a 
move/assault into.  
 
Q. Can I fire a Rolling Barrage 
and/or Interdiction Barrage into 
an Area containing no units?  
A.Yes. 
 
Q. Does the red box (same red as 
on the Overrun counter) behind 
the movement factors for Stoss 
and Tank units (only) serve as a 
reminder that these units (only) 
can Overrun?  
A. Yes.  
 
Q. Does unit size (Coy, 
Battalion, Brigade) serve any 
purpose in the game besides 
historical interest?  
A. No.  
 
Q: Per rule 9.61 (Artillery in an 
enemy-occupied area), can 
artillery be one of the three 
divisional units used for 
integrity, or do they all have to 
be infantry? 
A: All infantry.  

Q: The artillery range number is 
the circled number? 
A: Correct 
 
Q. As far as reinforcement 
placement, reinforcements are 
simply placed in the area the 
player chooses to enter them in 
and then are free to move, assault, 
or move/assault freely like other 
units on the map?  
A. Yes and no. If reinforcements 
are placed in an Area containing 
enemy units, they are placed Spent 
side up (i.e., may not move, 
assault or move/assault). 
Otherwise, yes, they are free to do 
their thing on the turn of 
placement in the same manner as 
any other unit(s) on the map.  
 
Q. In 7.3, when you refer to a 
“Bombarded” marker, do you 
mean a “Previously Bombarded” 
marker?  
A. Yes.  
 
Q. Are the effects of Rolling 
Barrage (-2 MP) and Interdiction 
Barrage (+1 MP to enter or leave) 
cumulative?  
A. Yes. If the British placed a 
Rolling Barrange in a Area and the 
Germans placed an Interdiction 
Barrage in the same Area, a British 
unit would pay a cumulative -1 
MP to enter. The same British unit 
would still pay the +1 MP to exit.  
 
Q: Artillery units that fail their 
resupply role remain on their spent 
side per the rules. Is it your intent 
that these units loose their ability 
to move? 
A:  They can't move 

Q. Are all units that move, 
assault and move/assault flipped 
to their spent side?  
A. Yes. 
 
Q. In 5.1 it says the British 
automatically have the Initiative 
on turns 1-3; on the turn record 
track, the arrow goes from 1-4. 
Which is correct?  
A. The rule in 5.1 is correct. The 
British automatically have the 
initiative on turns 1-3.  
 
Q. How do I use the Game Turn 
and Initiative markers (one 
provided for each side)?  
A. The Game Turn marker goes 
in the game turn box on the 
Game Turn Track. Place the 
initiative marker in the box to the 
left of the game turn box on the 
Game Turn Track with the side 
getting the initiative on top of the 
other (stacked). This may be 
overkill marker-wise and players 
may simply choose to remember 
which side has initiative. The 
Initiative markers may serve as a 
reminder of which side has 
initiative if you leave the game 
set up between sessions.  
 
Q. What is this “DOT-COM” 
stuff all about?  
A It had to do with a now defunct 
special offer.  
 
 
Q: 9.4 (Assault) and 10.4 
(Retreats). If unit(s) assault an 
area they begin in, and lose, do 
they have to retreat? If so, where 
would they retreat to?  
A: No. 
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Q. Can you combine Rolling 
Barrage and Interdiction 
Movement Costs? 
A. You can't combine Rolling 
Barrage and Interdiction 
movement costs, since both may 
only be performed by the 
Initiative player, and a friendly 
player may never enter an area 
with an Interdiction marker. So 
in practice it can't come up. 
 
Q: Can the defensive player 
make Interdiction Attacks? 
A: No, like Rolling Barrages, 
interdiction is done by the 
initiative player only 
 
Q: Can a defender retreat into the 
area from which the assault 
originated?  
A: As the rules stand now, yes, 
but on second thought I'll add 
some errata here and say No. 
 
Q: What does the red NT on the 
Brit 51 inf div. units stand for? 
A: It means No Tanks. See 10.1 
b. 
 
Q: Can a defending unit retreat 
more than 1 area (10.41) to 
satisfy CP's (e.g. retreat back 2 
areas to satisfy a 4 CP result)? 
A: No 
 
Q: (7.5) Under determining the 
DT, it mentions, "When firing 
against infantry/tanks the 
doubled TEM number is lowered 
by one for each such unit in the 
target area over 4..."; what about 
cavalry? 
A: Cavalry should be included 
(basically non-artillery). 
 
 

Q: Where is the artillery range on 
the counters ,not in rules 
A: The artillery range is the 
middle number. 
 
Q: Should the Turn 3 British G 
artillery reinforcement be a Horse 
Artillery 
A: Yes, it is horse artillery 
 
Q: To get the +1 divisional bonus 
(10.1) for the attacker, must the 
lead unit be part of the division 
gaining the bonus, or can 3 units 
from the same division simply 
support (say, a lead Tank, for 
example)? 
A: Must be the lead unit. 
 
Q: Can a fresh defending artillery 
in an area under assault provide 
both its Bombardment factor (to a 
lead defending infantry) and the 
+1 drm as a fresh supporting 
defending unit (10.1)? 
A: No-only one fresh artillery can 
add its bombardment and that is all 
it adds. Other fresh artillery may 
add the usual plus 1 support. 
 
Q: Where is the artillery range on 
the counters ,not in rules 
A: The artillery range is the 
middle number. 
 
 
Q: Does a fresh artillery unit adds 
its Bombardment Factor (10.1) to 
an infantry defender, is it spent or 
does it remain fresh? 

A: No-defenders 
(excluding SOS barrage)are only 
flipped as a result of losing a 
combat (in which case the artillery 
would be just another unit to take 
losses from). 
 

Q: DR is used several times in 
the rules. I assume this means 
roll two dice, as this is implied in 
several places. Correct?  
A: Yes 
 
Q: Artillery units. I'm probably 
overlooking something obvious 
here, but I couldn't find the 
section of the rules that lists the 
artillery range. I'm assuming it's 
the secong (circled) number on 
an artillery counter? Assuming 
this is correct, then artillery have 
only a combat factor -- not an 
attack and defense factor?  
A: Yes 
 
Q: 10.5 (Overruns). Do 
overrunning units need to stay 
together, or may they move 
off/assault different spaces?  
A: They can split up. 
 
Q: 10.5 If they may move 
to/assualt different spaces, what 
happens to overrunning units that 
still have movement points left, 
but some of their compatriots 
lose a new assault? May they 
continue their overrun, or are 
they done?  
A: No-an assault on a different 
area by other units won't affect 
them. 
 
Q: Does Cambrai (Area 56) 
contain an LOS blocking 
symbol? Not sure if that's a 
blocking symbol (since 
technically it's not a black 
square) or just a railroad 
station/tunnel/whatever.  
A: No-only the ridge/hill areas 
are LOS blockers. 
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Q: 10.5 If overrunning units have 
different movement allowances 
left, may some be left behind, 
while others continue to overrun? 
A: Yes 
 
Q: All British artillery (and horse 
artillery) have a pink square over 
their movement factor. The 
German artillery have an orange 
square, as do both side's infantry 
and the British cavalry. The tanks 
and Stoss have a red square.  I 
understand the red square to be 
there for overrun possibilities, 
but I could find no difference 
between British and German 
artillery and movement 
restrictions. Am I missing 
something, or was the pink just a 
misprint? 
A: Both sides’ artillery should 
have been pink as a reminder 
they can't enter areas with enemy 
units. 
 
Q: Is the German artillery unit 
(4R Artillery) in Area 30 
misnamed? I ask because the 9R 
Infantry Division is within range 
of this unit (areas 38, 40, and 52) 
and is the only German Infantry 
Division starting on the board 
without artillery assets -- and 
there isn't a 4R Infantry Division. 
This is important, as I can 
imagine the 9R Infantry may 
want an SOS barrage!  
A: Treat it as 9R, it is mislabeled. 
 
Q: Is the +1 for Divisional 
Integrity a maximum limit, or 
could you get a +2 if you had 
two full Divisions assaulting?  
A: 1 Max 

Q: Since it's stated there can be no 
draws (I believe due to the odd 
number of Victory Areas), control 
of an area means you always held 
control OR you gained control of 
an enemy Area by having only 
friendly units in the Area. That is, 
if the British gain control of a 
German Area, the only way for the 
Germans to remove the British 
control marker is to completely 
throw the British out of the Area, 
correct? Thus, each Area will 
always be under control of one 
side or the other, even if there are 
units of 2 sides present in said 
Area. Correct? 
A: Yes to both 
 
Q: The TEM of an Area during a 
bombardment is reduced by -1 for 
each infantry/tank unit > 4. Should 
this be infantry/tank/ and cavalry?  
A: Yes it should read cavalry as 
well 
 
Q: Would like to get a 
confirmation that the artillery unit 
for the German 54th Infantry 
Division is in area 51 (front line)  
A: Yes 
 
Q: Can independent ARTY be 
used for SOS barrages then? Also, 
when moving and assualting, can 
the units take different routes to 
the area (because of stacking) as 
long as they all assault the same 
area? 
A: No, and No. 
 
Q: Can you retreat friendly units 
into an area which you interdicted 
that turn? 
A: No. 
 

Q: If an artillery uses its barrage 
strength to aid a lead defender in 
its area, is the artillery unit 
spent? (If not, I'm curious as to 
why SOS barrages get a unit 
spent, but here they wouldn't).  
A: No it isn't-it is spent only if 
the combat result calls for it. As 
for the difference, spent 
represents different things. An 
SOS unit is spent to provide a 
cost for its use-otherwise it 
would be a freebie and no 
decision would be involved. 
 
Q: I assume that the lead 
defender does not have to absorb 
the first casualty, correct? If so, 
this can lead to some interesting 
"shenanigans," like having an 
artillery unit (assumed to be off 
the front line) flip and retreat to 
fufill 4 CPs while the lead 
defender (who is assumed to be 
doing the actual fighting at the 
front) gets away unscathed! Is 
this legal? 
A: Yes. 
 
Q: Stosstruppen can trace supply 
thru contested areas but does it 
matter if the contested area is 
enemy controlled?  
A: No 
 
Q: If, say, the Brits capture an 
area that was German controlled 
at start but then get kicked out by 
arty leaving the area empty, does 
it revert to being German 
immediately or do the Brits still 
control it as they were the last to 
have units controlling the area? 
A: The Brits would still control. 
Germans would have to send 
units back in to regain control.  

Questions, Answers, & Errata 
                                    Royal Tank Corp by Critical Hit/Moments in History                    Continued 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Vol. 1 No. 1                                     ����������	
���������������������������� Page 44�
Q: Are partial results rounded up 
or down ? If a single fresh 
infantry unit is subject to 3 CP, is 
it spent only, or must it be spent 
& retreated/eliminated ??? The 
former is 2 CP, the latter is the 4 
CP option.  The notes say 
bombardment CP's are rounded 
up, but what about assault CP 's ? 
A: All partial results must be 
taken (so round up). 
 
Q: The action phase ends when 
both sides have "passed". Now if 
the British launch a series of 
attacks (all successful) and then 
without losing a combat pass the 
play to the Germans, does this 
count as the first "pass?"  Can the 
Germans end the turn by passing 
without making a move? Or does 
the play have to pass back and 
forth twice without any action for 
the turn to end? 
A: A pass means doing nothing, 
not ending your move. If the 
Germans pass, then the British 
can resume taking actions, or 
pass and end the turn. 
 
Q: Are there optional retreats by 
either the attacker or defender?  
A: The Attacker must retreat 
back to where the attack came, 
The defender has the options as 
defined in 10.41, area with no 
units, only friendly units, or 
friendly and enemy units in that 
order. 
 
Q: How many victory point areas 
are there, and are the black and 
red triangles identical for all 
game purposes? I count 13 areas. 
A: You are correct. 13 VP Areas 

Q: Does it matter if, at the end of 
game, a Victory area is 
surrounded and its units out of 
supply. Ie, a completely 
surrounded but friendly 
controlled area still counts 
towards victory for the 
controlling side at the end of the 
game?  
A: This still counts as a victory 
area -- I assume that if the rules 
don't say otherwise it's OK. Only 
exception would be the auto 
victory where the British cav 
must be supplied. If I'm wrong, 
this needs to be a piece of errata. 
 
Q: Two German reinforcements 
that enter play on the 7th turn (3J 
and 4 -- both infantry) have 
movement allowances of "6." 
The only other units in the game 
with 6 movement allowances are 
Stosstruppen, and these ain't 
Stoss! Should their movement 
allowance be a "5," or is it really 
"6?" 
A: Yes, it is 6. 
 
Q: To conduct and Overrun do 
you have to completely eliminate 
(not just retreat) all defenders? 
A: Yes 
 
Q: A spent unit in an area with 
enemy units may not flipped to 
the fresh side. Correct? 
A: No-if you are in supply, you 
flip. 
 
Q: Can you "voluntarily" retreat 
a unit(s)from an area being 
assaulted, even if the unit(s)isn't 
affected by the combat result? 
A: No. 

Q: When the Fatigue rule kicks in 
during the game, you can literally 
take a stack of units out of the 
game for the next 10-11 turns by 
forcing them to remain spent. Is 
that the "intention" of the rule? 
 
In the game we're playing, I've 
been picking a stack of 6 British 
units to fatigue every turn, so that 
my opponent can't use them. They 
are basically lost to him for use for 
the rest of the game. Are we doing 
this right??? 
 
A: Actually, you can do like you 
stated, but the British player can 
work to overcome this -- he needs 
to put pressure on the line 
somewhere away from the 
fatigued units, then hope he rolls 
for only one space to be fatigued. 
There will usually come a point 
where you need to fatigue a 
different space, based on the 
situation on board. Or at least 
that's the theory.  
 
(I have solitaired a game with a 
houserule that an area can't be 
fatigued 2 turns in a row. It didn't 
seem to "break the game," so I'd 
use something like that if the rules 
as written seem too unrealistic and 
constricting). 
 
Q: If I bombard an area and win 
the result by one, does that mean 
the defending unit still flips to 
spent? It takes 2 casualty points to 
flip a unit but the rules state that 
partial results must be applied.  
A: The bombardment results say 
that partial results must be applied, 
yes.   
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Q: A rules clarification that 
perhaps is needed only by 
myself. The retreat priority is to 
areas that have:  
 
1. no units;  
2. friendly units only;  
3. friendly & enemy units.  
 
Units do not have to retreat to 
the same area. I am presuming 
that one unit cannot retreat to an 
empty area and change its 
priority from "empty" to 
"friendly units only" for 
additional retreating units. But 
perhaps I'm mistaken. It seems to 
me that the priorities of the areas 
in effect immediately after the 
dice are rolled in the assault 
should remain the effect for all 
retreating units. 
A: That was my intention, yes. 
 
Q: For the purposes of avoiding 
blocking terrain, is a circuitous 
route (within the limits of the 
range of the bombarding unit) 
allowed from the bombarding 
unit to the target area? I am 
guessing that the closest path in 
number of areas must be used, 
and if tied, the bombarding side 
has the choice of path and may 
attempt to avoid blocking terrain 
subject to the "equal cost path" 
constraint. Is that correct?  
A: No You may go around, The 
idea was to avoid using a LOS as 
in SL. As long as you may trace 
a path as in rule 9.3 (Ted R. May 
clarify this, but I assume you can 
fire into a area as long as you 
trace a range, no shortest rule 
stipulation that I can find). 
 

Q: If one wishes to overrun, is it 
obligatory to start from an area 
unoccupied by the enemy? If you 
start in an area and assault, all 
movement is used up, correct? But 
if you move in from outside the 
area and assault, only the 
movement points required to enter 
the area are used, and an overrun 
is possible, correct? 
A: You are correct. 
 
Q: The cost for eliminating a unit 
is the same as for retreating it. So 
apart when there's nowhere to 
retreat, when am I forced to 
elminate units? When should  I 
eliminate a unit(s)? 
A: You need to eliminate a unit 
when there are more CP's than can 
be absorbed. That is about the only 
time you would be required to 
eliminate a unit, except for having 
no retreat route. You may want to 
eliminate a unit if retreating it 
would make it the eighth unit in an 
area, which would prevent you 
from moving through the area. 
 
Q: Can either side make an 
optional retreat after combat?  
A: No-retreats as a result of 
combat only. (This is much more 
tactical than BKN.) 
 
Q: Are units obligated to retreat to 
an empty area, if possible, even if 
that means retreating more than 
one space? 

A: You have to retreat to 
the nearest space, with the priority 
list as it states, so if there is an 
empty space two spaces away but 
a space with troops in it then it 
goes to the closet area. 

 
 

Q: It's turn 1 and the Brits have 
received a "pass" from the 
Germans in the bombardment 
phase and proceeded to place 
rolling & interdiction 
bombardments and their first 
impulse. The first impulse 
consists of some movement, two 
assaults, some more movement, 
and a final assault. The second 
assault is illegal (tanks over 
bridge). How far back to you go 
when you redo? The web page 
says the "turn" has to be done 
over. I presume that this means 
going back to the bombardment 
phase, where the Brits can pick 
up after the last German "pass" 
and continue bombarding, or 
proceed to rolling & interdiction 
barrages and on to repeat the 
entire 1st impulse. But perhaps it 
means everything since the 
previous dice roll, or only the 
2nd assault and beyond, because 
everything was legal up to the 
point of the 1st assault.  
A: You should go back to the last 
phase, not the beginning of the 
whole turn.   
 
Q: I see in Rule 9.3 there is no 
game effect for any terrain 
feature except the restriction on 
assaulting over bridges by tanks. 
So... cav, inf, artillery all move 
freely over every boundary on 
the board, correct? 
A: Rule 9.3 - tanks may only 
cross canals at bridges Rule 9.6 - 
tanks may not attack across 
canals, regardless of bridges. 
Everything else moves freely 
across all boundaries on the 
board. 
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Q: Can you place a rolling 
barrage in an area containing 
friendly units as long it is 
adjacent to area containg another 
RB marker(8.2 b)?  
Also, can you place more than 
one Interdiction/RB marker in an 
Area? If so, are the effect 
cumulative? 
 
A1: Yes. If the British placed a 
Rolling Barrange in a Area and 
the Germans placed an 
Interdiction Barrage in the same 
Area, a British unit would pay a 
cumulative -1 MP to enter. The 
same British unit would still pay 
the +1 MP to exit. 
 
A2: Although a strict reading of 
8.2 suggests that only one of the 
conditions (a) or (b) need be met 
in order for an RB marker to be 
placed (i.e. the answer to Kris' 
question would be yes), 8.21 
"clarifies" this rule somewhat (I 
place "clarifies" in quotation 
marks as 8.21 just muddies the 
waters).  
 
8.21 ... In effect, rolling barrages 
must work back from the enemy 
front line towards the enemy 
rear, without skipping any areas." 
 
This suggests only the enemy 
front line and areas to the rear 
may be targeted. Thus, it is 
reasonable to assume (having 
regard to the general situation on 
the mapboard) that the area in 
question (containing friendly 
units) is in the enemy front line 
or rear, then the answer is yes 
 
 

The"common sense" explanation: 
 
The answer should be NO. A 
rolling barrage, rather than 
speeding up movement through 
friendly occupied positions, would 
cause confusion, slow things 
down, and potentially inflict 
friendly fire casualties. Notions of 
enemy "front line" and "rear" 
cannot form the basis of clear 
rules, especially when mid-game 
chaos and mêlée obscure these 
notions. I don't believe that RBs in 
friendly occupied areas were 
intended to form part of the 
system. There should probably be  
official errata changing the 
wording of 8.1(b) to "is adjacent to 
an area containing another RB 
marker and does not contain a 
friendly unit."  
 
Preferrably the limit would be one 
RB (or one Interdiction) marker 
per area. However, there isn’t 
anything in the rules to favour one 
interpretation over the other. 
 
A3: Rule 8.2 a) "does not contain a 
friendly unit" No - You cant place 
a RB marker in an area with a 
friendly unit.  
On the issue of more than one RB 
marker in an area though it is not 
clearly denied, the spirit or 
implication in the rules would be 
that you are limited to one per 
area.  
 
Q: The rules do not say that you 
can’t supply through vacant enemy 
controlled areas.  

A: Supply cannot be traced 
through enemy controlled areas. 

 

Q: On the issue of more than one 
RB marker in an area I would 
have to say that though it is not 
clearly denied, the spirit or 
implication in the rules would be 
that you are limited to one per 
area. Ted would have to change 
my ruling, but I think that the 
limit would be one per Area.  
A: Correct. 
 
Q: what do we do if the initiative 
roll is tied? 
A: Re-Roll 
 
Q: Must the lead unit be from the 
division that gives the integrity 
bonus? Can the British ever get 
the integrity bonus if they lead 
with tanks? 
A: Yes the lead unit must be 
apart of the division to get the DI 
bonus. 
 
Q: It is clear that artillery range 
plays a factor in bombardment 
and rolling barrage fire. What 
about "Interdiction Barrage"? 
The rules say, ". . . place an 
Interdiction marker in ANY area 
. . . ." Do we take "any hex" 
literally, or must the artillery unit 
be in range of the hex it wishes to 
interdict? 
A: The artillery must be in range. 
 
Q: What happens to them if they 
can't be put on the board w/o 
violating stacking restrictions? 
Are they put in the next turns 
reinf track? Can they be placed 
along the RR line ie Area 43? 
A: They enter the next turn or 
later as soon as they are 
available. 
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Q: Divisional integrity. It is not 
stated in the rules. In fact, the 
rules state the following: "2.72 
For historical purposes, specific 
brigade/regimental ID's can be 
found at the end of this rulebook. 
They have no part in play. 
Colored boxes behind counter 
text are for decorative purposes 
only." The official website has a 
player aid that allows for 
divisional integrity. 
A: Division matters, sub-division 
does not 
 
Q: Rolling Barrages/Interdiction. 
8.1 states: In General: After all 
bombardments under rule 7.0 are 
completed, the player with the 
initiative (only) may now 
perform rolling and/or 
interdiction barrages with any 
fresh artillery units. There 
appears to be no provision in the 
rules for the player without 
initiative to perform either rolling 
barrages or interdiction. Even if 
it is allowed, is it implied that the 
sequencing should follow that of 
normal bombardment? 
A: Non-initiative player cannot 
place RBs or IBs; neither can he 
hurricane bombard 
 
Q: Tracing supply. Supply is 
mentioned in the rules just once 
(11.1, point 4). We made an 
assumption all supply can be 
traced past 'rivers' or water 
obstacles. River obstacles only 
block tanks. (Not 
artillery, supply or infantry). 
A: You've got the supply rule & 
the canal restrictions exactly 
right. 

Q: Am I to understand that the 
initiative can only change if the 
attacker/player with the initiative:  
(a) declares a pass (doesn't seem 
terribly likely) (b) has no Fresh 
units left on the map (seems very 
unlikely) (c) loses or [to use a 
BKN term] stalemates a combat  
So in effect, the initiative player 
could activate areas with no fear of 
losing the initiative so long as he 
just moves and never attacks? And 
with staking limits, he could 
activate an area up to eight times 
(the stacking limit for friendly 
units), move a single unit, and 
never lose the initiative? 
A: Yes, you have it. Careful with 
the term initiative, though, it's used 
in the rules to indicate the player 
who can do the hurricane 
bombardments & the rolling & 
interdiction barrages, and for a 
couple of other purposes.  
 
I think of the action portion of the 
turn in terms of "rounds" broken 
up into "impulses." A player can 
execute impulses (yes, 
theoretically 8 separate impulses 
per area) as long as he has fresh 
units to activate, before turning the 
action over to the other player's 
next round. Tactically, however, 
you suffer if you pass it over after 
all your units are spent, so passing 
at some point after a few 
activations is normal, even if you 
haven't lost a combat (in RTC, a 
"stalemate" is a loss). Very much 
like SOA in this aspect. The turn 
ends if you pass without activating 
anything and your opponent passes 
without activating anything. 
  

Which is fine for FTF. But it 
could make a pbem game 
interminable. Not that any of my 
opponents have done so, but it's a 
tournament, and nothing would 
prevent a player from playing 
prudently and exercising his legal 
right to pass to his opponent, 
forcing him to move or pass and 
risk the turn end. 
 
You are approaching the rules 
from BKN POV. The initiative 
does a tremendous job in 
recreating the Over the top 
approach of WWI. By activating 
several areas it recreates the 
doctrine of the day...but Nels has 
it right that if you have nothing 
left but spent units, you have 
given your opponent an 
opportunity for a Counter Attack 
that you cannot respond to. RTC 
is a WWI game so approaching it 
from a WWII mindset could 
create problems with the rules 
 
Q. Unlike BKN, units always 
have to assault when they enter 
an area with units of the other 
side, correct? There are no 
"optional" assaults, as in BKN?  
A. Correct, and Correct. 
 

Errata: 
 
That extra Area 69 (the one on 
the map edge) is actually Area 
67. Also, the ammo resupply roll 
numbers on Turn 2 are reversed 
(4-6 for the Brits, not the 
Germans). 
 
IMPORTANT: As noted in the 
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Game Play section, Area 51 IS 
an objective area and should 
have Red Triangle.  
 
Turn Record Track: As indicated 
in rule in 5.1 the British 
automatically have the initiative 
on turns 1-3, not 1-4.  The 
Ammo resupply numbers on 
Turn 2 are reversed. They should 
read: British 4-6 and German 6.  
 
Areas 32 and 18 are not adjacent 
for movement or artillery range 
purposes. Movement and range 
for artillery would have to be 
traced from 32 - 20 - 18 or 32 - 
31 - 18. 
 
Overrun counters are used to 
mark any Tank or Stosstruppen-
led stacks that are eligible for 
overruns. 
 
Game Turn marker goes in the 
game turn box on the Game Turn 
Track. Place the initiative marker 
in the box to the left of the game 
turn box on the Game Turn Track 
with the side getting the initiative 
on top of the other (stacked). 
This may be overkill marker-
wise and players may simply 
choose to remember which side 
has initiative. The Initiative 
markers may serve as a reminder 
of which side has initiative if you 
leave the game set up between 
sessions. 
 
3.21 Important Clarification: A 
player controls all areas on his 
side of the start line on turn 1. 
Control changes hands when the 
the opposing player only has 

units present. Otherwise an area is 
considered to belong to its original 
owner. Use control markers to 
indicate a change in status.  The 
player chooses to enter them in 
and are then free to move, assault, 
or move/assault freely like other 
units on the map, provided no 
enemy units are present in the 
placement area.  
 
7.3 Clarification: The reference to 
a "Bombarded" marker should 
read "Previously Bombarded" 
marker.  
 
8.1 Clarification: Rolling Barrage 
and/or Interdiction Barrage may be 
fired into an Area containing no 
units. Rolling Barrage and 
Interdiction Barrages may not both 
be fired into the same area during 
the same turn.  
 
9.21 All units that move, assault 
and move/assault are flipped to 
their spent side. 
 
5 Turn scenario Victory 
Conditions: The British win either 
with an automatic victory, or by 
having control of 8 VP areas (Red 
and Black Triangles) while having 
at least one infantry unit, 
regardless of control, in any one of 
Areas 41, 56, 64, or 74 at the end 
of turn 5. 
 
Another map (and rules, page 2) 
error--in the sequence-of-play, 
fatigue is listed before the flipping 
of supplied units back to their 
fresh sides, when it should be 
reversed as per 11.1. 
 
 
 

 
 

5 Turn Auto Victory Conditions: 
The following areas are off-limits 
to the Brits on turn 1: A6 A7 A8 
A9 A14 A15 A16 A17 A18 A19, 
A20 A21 A27 A28 A29 A30 
A39 this restriction is only for 
British assault impulses. 
Bombardments and retreats 
would be unaffected. 
 
Optional Rule: Attack without 
the NT restriction on the British 
51st. If you can talk the Germans 
into it that is. 
 
Map 
 
There are two Area 69s. The one 
on the map edge is actually Area 
67.  
 
As noted in the Game Play 
section, Area 51 is an objective 
area and should have Red 
Triangle.  
 
Cambrai (Area 56) does not 
contain an LOS blocking symbol. 
 
Turn Record Track: As indicated 
in rule in 5.1 the British 
automatically have the initiative 
on turns 1-3, not 1-4. The Ammo 
resupply numbers on Turn 2 are 
reversed. They should read: 
British 4-6 and German 6.  
 
Areas 32 and 18 are not 
considered adjacent for 
movement or artillery range 
purposes. Movement and range 
for artillery would have to be 
traced from 32 - 20 - 18 or 32 - 
31 - 18. 

Questions, Answers, & Errata 
                                Royal Tank Corp by Critical Hit/Moments in History                  Continued����

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Vol. 1 No. 1                                     ����������	
���������������������������� Page 49�
Victory Areas marked in red or 
black are meaningless for end of 
game victory. There are 13 of 
them, the winner controls 7 or 
more at game end. 
 
Counters 
Overrun counters are used to 
mark any Tank or Stosstruppen-
led stacks that are eligible for 
overruns as a reminder such 
stacks may move/assault again if 
all enemy units are eliminated in 
the Area they conducted a 
move/assault into.  
 
The Game Turn marker goes in 
the game turn box on the Game 
Turn Track. Place the initiative 
marker in the box to the left of 
the game turn box on the Game 
Turn Track with the side getting 
the initiative on top of the other 
(stacked). This may be overkill 
marker-wise and players may 
simply choose to remember 
which side has initiative. The 
Initiative markers may serve as a 
reminder of which side has 
initiative if you leave the game 
set up between sessions.  
 
German 4R Artillery should be 
designated 9R  
 
The second number on the 
bottom of artillery counters is 
their range.  
 
Colored boxes behind movement 
rates are meaningless except the 
red box (on Tanks and 
Stosstruppen) shows overrun 
capability. 
 

Rules 
DR = Roll 2d6 
 
3.21 Important Clarification: A 
player controls all areas on his side 
of the start line on turn 1.Control 
changes hands when the the 
opposing player only has units 
present. Otherwise an area is 
considered to belong to its original 
owner. Use control markers to 
indicate a change in status. 
 
3.21 If you gain control of an 
enemy Area, the only way he can 
regain control is to clear the Area 
of all your units. Thus, each Area 
is always controlled by one side or 
the other.  
 
6.1 Clarification: Reinforcements 
are simply placed in the area the 
player chooses to enter them in 
and are then free to move, assault, 
or move/assault freely like other 
units on the map, provided no 
enemy units are present in the 
placement area. If enemy units are 
present, reinforcements enter spent 
side up.  
 
7.3 Clarification: The reference to 
a "Bombarded" marker should 
read "Previously Bombarded" 
marker. 
 
7.5 a) Add The doubled TEM 
number is lowered by one for each 
such infantry, tank, OR 
CAVALRY unit in the target Area 
over 4...  
 
8.1 Clarification: Rolling Barrage 
and/or Interdiction Barrage may be 
fired into an Area containing no 
units. Rolling Barrage and 
 
 
 

Interdiction Barrages may not 
both be fired into the same area 
during the same turn. 
their spent side. 
 
9.21 All units that move, assault 
and move/assault are flipped to 
their spent side.  
 
9.4 and 10.4: If unit(s) assault an 
area they begin the Action Phase 
in, and lose, do they have to 
retreat? No.  
 
9.6.1 and 10.1.c) Artillery units 
cannot be used for Divisional 
Integrity (must be 3 Infantry 
units)  
 
10.1 c) The maximum modifier 
for Divisional Integrity is +1  
 
10.41(Add) Defending units may 
not retreat into the area from 
which moving and assaulting 
units entered the combat.  
 
10.5 Do overrunning units need 
to stay together, or may they 
move off/assault different 
spaces? They May Split Up. 
 

10.5 If overrunning units 
split up, what happens to 
overrunning units that still have 
movement points left, but some 
of their compatriots lose a new 
assault -- may they continue with 
their overrun, or are they done? 
They May Continue, But After All 
Overrunning Units Are Done, 
The Action Phase Passes To The 
Opponent. 
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Tactical Advice: 

 
Q: Should the Germans use their 
artillery on Turn 1? 
A: No, save them for direct 
combat support or SOS barrage. 
OR move them to back to form a 
concentration for bombardment 
on a later turn. 
 
British: 
1. Concentrate your artillery 
whenever possible. 2. Pave the 
way for your main thrust with 
rolling barrages. 3. Make 
optimum use of your tanks while 
you got 'em. These ain't panzers 
and they don't last very long.  
2. Make good use of interdiction 
on the flanks of the advance 
It would seem that an important 
tactic is to close off areas to 
enemy retreat during your action 
phase. If a force achieves an 
overrun and doubles back into 
another area to assault, there is a 
real danger that the defenders 
could retreat forward, so this 
tactic has to be employed with 
some care, by dropping off units 
along the way, or by completing 
the first area's activation without 
making that final assault, 
activating another area to move 
units into the empty spaces, then 
activating a third area to assault 
the area of interest, having closed 
of the undesired retreat options. 
 
Germans: 
1. Save your artillery on Turn 1 
(except for direct support of an 
area being attacked) and 
concentrate 'em for later turns.  
2. Try not to move your infantry 
around too much if the Brits still 

have substantial uncommitted 
units, particularly tanks. Spent 
units are an invitation to overruns.  
3. Don't let the Brits across the 
river. 
 
What does a big battle for, say, 
Masnieres/Rumilly look like? 
Because of the bridge, and assaults 
being mandatory, tanks can't 
participate so long as there are 
German units there. Once the area 
has units from both sides, 
reinforcing units from each side 
have to fight their way in. Massed 
formations on both sides present 
nice targets for artillery, but the 
high TEM (+8 vs. bombardment, -
1 for each inf/tank unit in there 
over 4) means a successful 
bombardment will have to be big. I 
would think the Brits will bring a 
5-spot artillery and a bunch of 
horse artillery up to within 2 
spaces (the 5-spot could reach 
normally, but only artillery in the 
same area can be massed in a 
single bombardment), and let fly 
with a hurricane barrage of 
strength 10 or so. The Germans 
would want to get fresh artillery in 
there, where the artillery's 
bombardment strength would be 
added directly to the defense and 
would present a second unit type 
for the Brits to bombard. The end 
result would be very bloody, with 
all the bombardment and some 
failed "reinforcing" assaults. 
 
Interdiction. If you place a +1 on 
Cambrai, and +1s surrounding 
Masnieres/Rumilly, even spent 
units within Masnieres/Rumilly 
will prevent the Germans from 
reinforcing it from Cambrai in one 

turn with 5-spot movers. (But 
those Stosstruppen will make it.) 
Better yet, fresh units in 
Masnieres/Rumilly will increase 
the cost to enter that space alone 
to 4 and a single +1 on Cambrai 
will keep the Stosstruppen out 
for one turn. 
 
Q. In the 5-turn game, is it fair to 
say that the Germans try to hold 
every VP space behind bridges, 
plus one more (probably near 
Bourlon), for the win? If the 
Brits take the VP spaces around 
Bourlon and Area 51, plus 
contest with infantry one of the 4 
spaces 41, 56, 64, or 74, they 
win, correct?  
 
Everything on the south edge of 
the board is basically worthless 
in the 5-turn game, isn't it? The 
Germans would want to either 
move those units over the bridge 
to escape into Cambrai, or 
shepherd them for a later 
counterattack in the likely event 
the bridges at Area 39 are sealed 
off before they get a chance to 
move.  
 
A. Simply put, it looks like in the 
5-turn game the Germans race 
units from the North edge to 
defend Bourlon (the units to the 
south are probably lost to them), 
and bring reinforcements into 
Cambrai to defend Cambrai and 
Masnieres/Rumilly. The Brits 
would have to bombard units 
until they are spent and cut them 
off in the opening offensive, to 
limit the number of defenders the 
Germans have, and mass artillery 
to support, say, a Turn 3 push 
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into the +4 TEM areas around 
Bourlon and Cambrai.  
 
Q. What do you use cavalry for?  
A. Cavalry are crucial to an auto-
victory, but it is tempting to 
disperse them into empty areas to 
close off forward retreats.   
 
The rolling barrage limit is a very 
interesting aspect to this game, 
intended or not. Essentially, you 
will find that assaults by any 
units other than Stosstruppen 
(with their 6 MPs) against fresh 
units can only be performed from 
adjacent spaces.  2 MPs to move 
adjacent, then 4 MPs to enter the 
area is 1 MP too many for all 
units except Stosstruppen and 
cavalry.  This becomes much 
more difficult to effect than it 
appears at first. With a handful of 
surviving German units behind 
the new front lines, it can be 
difficult for the British to 
position their units to attack with 
maximum effectiveness during 
the later days. 
 

The game scale is 
tactical, and the areas are small, 
so rolling barrages in the same 
area as the rest of your units are 
too dangerous to friendlies.  
Soldiers on foot maneuvering in 
front of fresh defenders were too 
exposed to close effectively, so 
they are effectively limited to 
one-space assaults. Stosstruppen 
are an exception, which seems 
logical. This means that a 5+ unit 
assault in the later days will have 
to risk high-odds hurricane 
bombardments. A stack of 8 Brits 
in +3 terrain (say Flesquires) will 

have their defense vs. 
bombardment reduced to 1, 
doubled to 2. The German 
bombardment (on the morning of, 
say, the 4th turn) could be in the 
neighborhood of 10. That should 
cause the loss of four or five steps 
to the attackers. It could cause 
more.  
 
Watch for opportunities for 
cavalry to charge unsupported 
artillery!  A division of cavalry 
can hit artillery in +2 terrain at 4:3. 
The key is to possess the initiative, 
prepare by executing a hurricane 
bombardment of the supporting 
unit(s) of infantry (the German 
player probably cannot spare more 
than one). Attack until infantry is 
eliminated. Using eight movement 
points, close on horseback and let 
those sabers swing.  Where's the 
overrun rule for cavalry when you 
need it! 
 
Tanks and Stosstrupen are 
precious resources, and the 
pressure to use them is great, even 
irresistible. I don't know what 
would happen if the Brits refused 
to commit their tanks to try to hold 
the initiative as long as possible, 
perhaps the game wouldn't be very 
exciting, and not in keeping with 
its name. But watching the tanks 
roll forward is a thrill. The game 
requires pitched battles with 
attacks and counterattacks in a few 
key areas, and although sending 
waves of tanks gets expensive very 
quickly, it's quite a display of 
implacable offensive might. At 
first glance the map is not a 
convincing rendition, but after 
hovering over it for a little while, 
 

the trenches, the open spaces, the 
heights, the towns and forest, and 
the green fields beyond jump into 
sharp relief. Defensive modifiers 
and the shape of the areas means 
it's a long way through +3 terrain 
to Cambrai if Masnieres doesn't 
fall. It's not very far to Area 98, 
but you can expect to be blown 
away like so much chaff if you 
can't secure a defensible line 
outside of the +1 areas. 
 
It's important for the Brits to 
assault Bourlon on their first 
impulse, while they can hit the 
unsupported artillery at 9:5 or so. 
If that arty remains fresh, the 
Germans will put a lone inf in 
there on their impulse and 
suddenly it's a defense of about 
10. Thus, if the Brit player 
doesn't set that up on turn 1, it 
will probably be tough sledding, 
because the 5-turn game is tilted 
toward Bourlon as the final VP, 
with some fighting around the 
canal & rail lines to close the 
deal. 
 

The Defense Of Rorke’s 
Drift : Errata  

(Continued from page 19) 
 
I guess that’s about it, friends – 
and after some twelve years or so 
of gaming this battle that “ain’t 
to bad”. Thanks to Randy 
MacInnis and Joe Avinger, the 
playtesters on these revisions. 
Congratulations to Tom Cundiff 
on publication of his new “zine” 
and thanks for the forum to bring 
you these errata. 
peterbatl@aol.com 
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MINDEN GAMES 
2003 CHARLES S. ROBERTS AWARD WINNER 

 

Panzerschreck #12 (Summer 2004) $16.00 postpaid 
72 pages (plus inserts) of  

wargame articles and three games:  Drive on 
Leningrad, Masada, Invasion. 

 
Minden Games  

9573 W. Vogel Avenue, Peoria, AZ 85345 
www.homestead.com/minden_games 
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OLD SOLDIERS is a quarterly magazine published 
by Tom Cundiff.  It is a collection of variant, strategy, 
tactics and other articles covering out of print 
wargames as well as games published by the smaller 
wargame publishers and general military history 
related articles.   
 
Presently contributing authors do so freely, without 
remuneration, in the hopes that the magazine grows, 
for the betterment of the hobby, and for the promise 
that should Old Soldiers succeed in the future they 
will be compensated.  Rejected articles will be 
returned to their authors.  Submitted articles may not 
have previously been published.  Previously published 
articles may be printed IF permission is granted in 
writing from the prior publisher and that notice is 
transmitted or mailed to Old Soldiers. 
Editor: 
Tom Cundiff   765-832-3259 
Box 53    tgunslinger@excite.com 
St. Bernice, IN 47875  Copyright 2004 
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Croton Falls, NY 10519 
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during normal office hours, 9-5 

E.S.T. (USA), M-F. 
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 D-DAY: The Great Crusade              $69.95 
 

By designer Danny Holte, D-Day: The Great Crusade 
portrays the invasion of France by Allied forces 
during World War II. Suitable for solo and team play, 
the game covers Operation Overlord from June 6th 
and depicts the action in Normandy until July 6, 1944.
 

Turns represent one day each. A hex represents 1.5 
km and unit size ranges from company to brigade, 
with most units depicted as battalions and regiments. 


