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Using the "Northern Strategy" the 

German gives up 35 points by invading 
Belgium and Luxemburg, but he has 
a c c e s s  to 115 points, 60 in Belgium 
and 55 in northern F rance .  In addition 
to this  there  a r e  2 Belgian corps,  3 
divisions, and 2 brigades that a r e  easy  
to des t roy  because the Belgians do not 
get any replacements .  This  i s  another 
32 points. Also i t  i s  not unreasonable 
to expect minor success  in  the South 
which would resu l t  in the capture of a t  
l e a s t  2 o r  3 of the economic squares ,  
another 15 points plus 30 for  Metz and 

Strassburg.  Therefore if the Germans  
can reach the Somme in the Noi-th and 
make minor successes  in the South he 
has 192 points plus points for  destroyed 
French  and Bri t ish units. The French  
will have 48 points plus points for  
destroyed German units. This  i s  not a 
decisive victory but i t  i s  a lot c loser  
than 85-43. This  just goes to show that 
in 1914 the points a r e  in the North. - 

Brooke Duvall 
300 Gateswood Rd. 
Timonium, Md. 

change the f i r s t  tu rn  sheets  to a s su r e  
you both got the same resul ts .  

Some of the ru l e s  requi re  additional 
clarification for  PBM. 

Gunnery Fac ing  - can be incorporat- 
ed with the "coordinate" sys tem see  
F igures  l a  and lb. 

Gunnery Facing Option 

Jutland Play-by-Mail - Part II - 
by Richard C. Giberson 

Giberson continues here the series begun 
in the July-Aug. '68 issue. Layout of PBM 
tables and charts applicable to this series can 
be found in the July-Aug. issue and because 
of space limitations, are not re-printed in this 
edition. 

The extension of the PBM ru les  to 
the Advanced and Tournament game i s  
fair ly simple. Maneuver and F i r e  
should rea l ly  be simultaneous and can  
be in the PBM format .  We should make 
the following adjustments  to  the P a r t  I 
ar t ic le:  

1. Movement in a diagonal direct ion 
should count 1.5 movement fac tors  pe r  
square. Allow a ship moving in  the 
diagonal direct ion with one movement 
factor  lef t  to  move one m o r e  square.  

2. The "squares" allowed for  battle 
board en t ry  should be rev ised  accord-  
ing to Table I. This  does two things; 
permi ts  g r ea t e r  flexibility in initial 
line-up and makes  the "hexagon" s ides  

rection, Flotation Hits, etc. A prefer -  
able method originally described by 
Tony Leal  in Vol. 3 No. 3 of the GEN- 
ERAL i s  the mod 6 method. This would 
work extremely well in JUTLAND using 
the following procedure: 

1. When sighting has  occur red  be- 
tween two TF ' s  p layers  prepare  in  du- 
plicate, their  s tar t ing placement and 
f i r s t  move;  a single OB sheet  suffices. 
They simultaneously mai l  one of their  
sheets  to the opponent. Each  player  
then l i s t s  a firing pat tern ( ie . ,  Bat t les)  
on h i s  own sheet  (the duplicate he r e -  
tained) and on the opponents sheet.  F o r  
each battle p layers  randomly l i s t  num- 
be r s  1-6. A second number might be 
l is ted for  each battle in case  a "6" is 
rolled. Now, on agreed  mailing date 
players  exchange Bri t ish (or  German)  
sheets  (not both). Now each player  has  
in h i s  possession a complete move for  
each  side and Battles for  each side. To 
avoid having the same "die-roll" inboth 
the German and Bri t ish bat t les  players  

more  nearly equal. P rope r  s tar t ing should l i s t  offensive and defensive num- 
squares  f o r  nighttime i s  lef t  a s  an ex-  bers .  The proper  "die-roll" i s  obtain- 
e r c i s e  f o r  the reader .  ed f rom Table 11. Obviously this pro-  

3. = Battle r e su l t s  tables  should cedure i s  extendable to Air  Recon. and 
be converted to "stock tables" a s  fol- Red. Visibility, etc. just provide ap-  
lows: 1-6 a s  is ,  7 = 1, 8 = 2, 9 = 5, propriate  boxes on your OB sheets  to 
and 0 = 4, o r  the modulo 6 method d is -  record  the numbers. 
cussed below should be used. 2. P l aye r s  now make their  nex tma-  

If stocks a r e  used I recommend neuver and f i r e  tu rn  and proceed a s  in 
choosing some fixed ones f o r  Wind Di- 1. I t  might a l so  be advisable to ex-  

TABLE I 
REVISED GRID COORDINATES FOR 

INITIAL FLAGSHIP PLACEMENT 

Enter  

E o r  W All on E21 o r  W21 f r o m  N12 to S12 inclusive N14E20, N15E19, N15E18, 
Nl6E17, N16E16, N17E15, N17E14, N18E13, N18E12, N19El1, N19E10, 
NZOE9, NZOE8, N21E7, N21E6, NZZE5, NZZE4, N23E3, N23E2, N24E1. 
(N24-0 i s  not allowed). 

SE, SW. AND NW use a s imi la r  set. 

Ai r  Rec. - As stated in the Battle 
Manual this  ru le  i s  use less  (since Br. 
mus t  cal l  out a l l  T F ' s  anyway). Change 
rule  to r e ad  "if spotted Bri t ish mus t  
tell the number and type of ships but 
do not give any names.  F o r  the "stock" 
method use 1 = 1, 2 and 3 = 2, a l lo thers  
visibility too poor. 

Smoke Screen  - Merely indicate the 
path followed by ship laying smoke 
screen.  

Submarines - Sighting by subs r e -  
qu i res  the identification a s  in the rules. 
P l aye r s  then simultaneously mai l  their 
"sub action. " 

Realistic Hidden Movement coming 
next. Torpedoes, and Broadsides to be 
f i red  to 1422 Agnes, Richland, Wash- 
ington 99352. 

TABLE I1 
DIE ROLL RESOLVER 

BRITISH 


