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a previously a g r e e d  upon phone book. 
He adds the l a s t  digit  of the phone num- 
b e r  to  the l a s t  digit  of the number which 
he quoted to the a t t acker  and takes  the 
l a s t  digit of the r e s u l t  thus obtained to 
use  regu la r  PBM tables .  

Step 5. In c a s e  of duplicate n a m e s  
o r  m o r e  than one phone in u s e ,  the f i r s t  
such l is t ing i s  a lways used.  It would 
a l so  help if both defender and a t tacker  
a r e  using the s a m e  phone book, although 
this  i s  not a lways necessary ,  in  any  
event a s imple  phone cal l  will ver ify 
any challenged r e s u l t  ! 

Midway, Bismarck Style 
by P e t e r  Har lem 

One of the p rob lems  of Midway i s  
i t s  sur face  bat t les .  Yamato with eight 
hi ts  s t i l l  h a s  a sur face  fac tor  of 18. To  
remedy th i s  I propose using some of 
the B i s m a r c k  a t t r ibu tes .  F i r s t ,  a new 
sys tem of scoring h i t s  i s  needed. I 
add hit boxes f o r  bow and s t e r n  guns 
a s  in  Bismarck ,  leaving the previous 
hi ts  a s  midships hi ts .  The  bes t  way I 
found was a s  follows: U. S. ships ,  
Ente rpr i se ,  Hornet,  Yorktown; 2 bow 

guns, 1 s te rn ,  5 midships.  Minneapolis,  
New Orleans,  Vincennes; 4bow. 2 s t e r n ,  
5 midships.  As tor ia ,  Pennsacola;  3 
bow. 3 s te rn ,  4 midships.  Northhamp- 
ton, Port land;  4 bow, 2 s t e r n ,  4 mid- 
ships.  Final ly c r u i s e r  Atlanta; 2 bow, 
1 s te rn ,  3 midships.  Japanese ships 
a s  follows: Bat t leships,  Yamato; 12 
bow, 6 s te rn ,  10 midships;  Nagato, 
Mutsu; 7 bow, 6 s tern.  8 midships;  
Kongo, Hiei, Kir ishima,  Haruna;  5 
bow, 5 s te rn ,  6 midships.  C a r r i e r s ,  
Akagi, Kaga; 2 bow, 3 s te rn ,  5 mid-  
ships;  Hiryu; Soryu; 1 bow, 1 s te rn ,  3 
midships;  Zuiho; 1 bow, 1 s te rn ,  2 mid-  
ships; Hosho; 2 bow, 0 s te rn ,  2 mid-  
ships. Jap  C r u i s e r s ,  Atago. Haguro, 
Myoko, 4 bow, 2 s t e r n ,  4 midships;  
Chikuma, Fone; 6 bow. 0 s t e r n  (a l l  
the i r  main b a t t e r i e s  w e r e  up front).  3 
midships;  Chokai, Kumano, Mikuma, 
Mogami, Suzuya; 4 bow, 2 s t e r n ,  3 mid- 
ships;  Light C r u i s e r s ,  Nagara,  Sendai, 
Yura; 1 bow, 2 s t e r n ,  2 midships.  

All gun "boxes" a r e  used  in the s a m e  
way a s  in Bismarck .  To  sink a ship 
a l l  midship boxes m u s t  be  checked. 
The sur face  combat  r e s u l t s  table  a l s o  
has  to  be  rev i sed .  T h e r e  i s  now two 
ranges;  "B" range,  4 squares ,  f o r  Bat-  
t leships only and "A" range,  3 s q u a r e s  
o r  l e s s ,  f o r  a l l  o ther  ships.  Bat t le-  
ships cannot f i r e  into s q u a r e s  one 
square  away. They mus t  r e m a i n  2 
squares  o r  more .  

H e r e  i s  the suggested Battle r e s u l t s  
table: 

S te rn  
hit 

range F i r ing  a t  enemy 

3 1 midships 1 - 1  - 

die ro l l  

F i r ing  a t  enemy - ;lw 

Broadside ( Bow 1 Stern 

3 1 Midships I ~ i d s h i ~ s  l ~ i d s h i ~ s  

4 1 Midships I - I -  

These  Tables  opera te  in  the s a m e  
way a s  the tables  in Bismarck .  
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The only other  problem to solve i s :  
in  a n  a r ia1  at tack what h i t s  a r e  scored.  
This  i s  solved by making a l l  b i t s ,  s c o r -  
ed by torpedo squadrons, midships hits.  
All h i t s  by divebomber squadrons can  
e i ther  be scored  a s  midships o r  a s  h i t s  
on bow and s te rn .  R e m e m b e r  that when 
a l l  boxes in bow o r  s t e r n  sect ions a r e  
checked, the next hi t  in  that section i s  
scored  a s  a midship hit.  

I  find that using this  sys tem adds  
m o r e  to the game and a l i t t le  ex t ra  
touch of rea l i sm.  

If you find it  ha rd  to keep t r a c k  of 
h i t s  I suggest  a hi t  r e c o r d  board.  I 
constructed one in about 10 minutes  
using s imple householdmater ials .  Take 
a sheet  of ca rdboard  and cover  i t  with 
a piece of paper the s a m e  s ize .  Then 
l i s t  the n a m e s  of a l l  ships  and beside 
e a c h n a m e ,  ru le  inboxes  fo r  bow, s t e r n ,  
midship hi ts  in  the numbers  shown 
above. Add the bat t le  r e s u l t  table a s  
above and if you want to ,  the Midway 
t ime  r e c o r d  can be  added o r  anything 
e l se .  L a s t ,  cover  the board with some 
s o r t  of c l e a r  plast ic  household food 
w r a p  and take i t  to the back. You can  
check h i t s  off with a g r e a s e  pencil which 
can eas i ly  be e r a s e d .  You now have a 
permanent  hit  r e c o r d  board.  When u s -  
ing i t ,  keep i t  in view of both players .  

Any suggest ions? Send them to P e t e r  
Har lem,  12806 Brunswick Lane, Bowie, 
Md. 

- I - I -  

Is "Soaking-off" Inhumane? 
by Scott P. Duncan 

This  a r t i c l e  may be regarded  a s  
rank h e r e s a y  against  the a r t  of "soak- 
ing-off"; however, anyone actual ly en- 
gaged in sending men into battle must  
face such a situation a s  I descr ibe.  
Obvious sacr i f i ce  in  the f o r m  of suicide 
miss ions  have always been a par t  of 
war fa re ,  but, in  AH wargames ,  one 
fee l s  no compunction whatsoever a t  
sending out 1-6 odds o r  dropping a de-  
laying "shield" in  the face of withdrawal 
and enemy pursuit.  The next t ime  you 
get yourself  into a battle t r y  th i s  sug- 
gestion to rea l ly  t es t  your s t ra teg ic  
skill:  

(1 )  Assign values to  uni ts  equal to 
a n  es t imate  of the number of men in 
the unit (i. e .  b r igades  = 10, 000 men, 
regiment  = 3, 500 men,  division - 18, 000 
men).  

( 2 )  Keep a r e c o r d  of the units los t  
(even though re turned  to board a s  r e -  
p lacements )  and then total a t  end. 

( 3 )  Now simply multiply units los t  
by the i r  value to seehow many men you 
needed to win ( a s  compared  to opponents 
l o s s e s ,  e tc .  ). 

( 4 )  This  method can even be e m -  
ployed in individual bat t les  to es t imate  
l o s s e s  f r o m  a seige,  a blitz,  e tc .  

( 5 )  You could even establ ish a l imi t  
a s  to the number of men you could lose 
per  game (once you've derived some 
s ta t i s t i cs  on average  l o s s e s ,  etc. ) 

P e r h a p s  my suggestion i s  a l i t t le  too 
"humanitarian" o r  "philosophic" to  in- 
t e r e s t  a r e a l  afficianado of wargaming, 
but i t ' s  a thought to consider  if you 
rea l ly  want to  maintain a high level of 
r e a l i s m .  

Comments  ?: Scott Duncan, 2508 High- 
land Ave . ,  Broomall ,  Pa .  19008. 

I Between Covers I 
Brig.  Gen. S.L.A. Marshal l ,  A r m i e s  

on Wheels: New York; William Morrow 
& Co., 1944. Dewey Decimal Number 
940.542. Good survey of mil i tary 
thought on Bli tzkrieg and a r m o r e d  war -  
f a r e  of period; i t  a l s o  contains a motor-  
ized division organization which the US 
did not u s e  o v e r s e a s .  

Encyclopaedia Americana.  Art i l lery:  
Chicago; Encyclopaedia Amer icana  
Corp. ,  1957. Page  308 contained a 
table showing allocation of various 
types and ca l ibers  of a r t i l l e r y  in a 
s tandard US Army.  

Richard  Coll ier ,  The Sands of Dun- 
kirk;  New York; E. P. Dutton and Co. ,  - 
Inc. ,  1961. PP 276 - -  283 contained 
the o r d e r  of battle of the B E F  a t  Dun- 
kirk.  


