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SUCCESSORS is a 2- to 4-player strategy game of conquest and civil
war in the Macedonian and Greek world. Players control a faction of
two or more generals and try to win through conquest or by gaining
legitimacy through the royal family. The game comes with a large 32"

x 22" game board, 64 event cards, 100+ die-cut combat pieces, and J Baltimore, MD 21214
200+ die-cut political markers, © 1997 Avalon Hill Game Company

4-page Quick-Start Scenario Included! Toll Free: 1-800-999-3222 + www.avalonhill.com
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Game Play is Fun and Fast!

Prepare yourself for quick and fierce battles of
survival. This is the exclusive board game based on
this fall’s blockbuster movie. As a Starship Trooper it's
your duty to stop these giant alien bugs by destroying
them one by one with your Morita assault rifle. You
might even risk a brave assault on their lair by tactical
nuke. As a bug, you're a deadly killer cutting down
anything foolish enough to stand in your path.
Easy-to-learn rules and the twenty battle scenarios
present endless challenges for exciting game play.

More Bugs . . . Will they ever
stop attacking?

You'll kill lots of bugs, but they keep bringing in more
and more reserves! The gigantic alien insects have
one relentless mission—survival! Each trooper and
each bug has special abilities that determine the
startling outcome of each game.

Starship Troopers—The Movie Game has a flexible
game system where you can create unique battlefields
and terrain. Game equipment includes a full-color
battle mapboard, terrain tiles, and 24 vinyl stand-up
bug and trooper pieces.

_ Call to Battle!
©1997 TriStar

Pictures, Inc. Starship Troopers is the latest game creation from
All Rights Reserved Avalon Hill, the leading publisher of games of skill.
Designed for 2 to 4 players, the game is suitable for
ages 10 to adult. A typical game can be played in just
under an hour.

Starship Troopers is available at your local game store, or call
Avalon Hill Game Company

DIVISION OF MONARCH AVALON, INC.
4517 Harford Road, Baltimore, MD 21214
e 410-254-9200 = 1-800-999-3222 = www.avalonhill.com
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It was just the most thrilling convention yet.

0 matter what coverage is given to

AvalonCon, the offices of The GEN-

ERAL will receive complaints. If no
coverage is provided, still there will be com-
plaints. Given this lose-lose situation, what’s
an editor to do? How is it possible to please
such a diverse magazine readership? Some of
you never want to hear a word more about
AvalonCon, others crave the deepest details,
and still others find the format not balanced
to the right level of coverage of their favorite
events. In 1996, I provided a three-part sum-
mary (including one on Juniors events) of as
many events as were reported to me—which
didn’t fit into one issue of the magazine. I
found it inadequate (in that details were min-
imal), yet overwhelming (in that AvalonCon
has so many events that the whole summary
is hard to digest). I pared it to what I thought
was the absolute minimum, yet I still
received reader complaints that it took up too
much space (which should have been devoted
to game strategy articles).

Determined to continue to propound about
the hobby’s best gaming convention, I
returned to my office in August, and sent out
the usual letters reminding game masters to
send me summary material. As time-consum-
ing as the effort was in 1996, it looked like
1997 would be worse—fewer submissions,
slower responses to requests, very uneven
material. I concluded one thing from the situ-
ation—GMs are just as interested in playing
the games as the rest of you. The competi-
tion, comradery and plaque count the most. A
summary blurb is a lower priority. Perhaps
after many years of volunteerism, GMs are
coming to believe that this great convention
has to be experienced to be believed, and that
preaching to the converted serves little pur-
pose, while the skeptics won't read anyway.
As much as I'd like to believe that many a
participant cares to hear what happened in the
final rounds after he or she was eliminated,
does that justify printing these summaries for
others to read?

With volume 31, number 6 stuffed with
material to the point of having no series
replay, and with many GMs delinquent with
their responses, I opted in September to pub-
lish only the list of champions and photos.
Now, as the weather turns cold and thoughts

of conventions are replaced with holiday
preparations, 1 realize that my task is no
easier. Therefore, instead of sinking into the
dead-of-the-winter blues, let us redefine the
task. I'll personalize the report. This will jilt
a few gamers who were off playing in a
different dimension than I (seemingly in the
same time and space, but not exactly), but
this report will have a few more juicy details
about individual events—details which may
tell you something about the experiences
people have at the convention. Rather than
distill the whole convention into an inedible
mass, I provide in the article on page 24 a
smorgasboard of my activities, with the
caveat that much more happened than met
my eyes. I offer it for the curious—for the
tentative ones who still haven’t taken the
plunge—and for those who like to remember
and relive a few of the convention’s
moments.

A great many of you will skip the Avalon-
Con report. After all, the gaming industry of
today is more into gigabytes, sound cards and
RAM management than the thrill of human
competition (computer game sales in millions
versus boardgame sales in thousands). Many
readers are happy to play their games in the
midnight glow of their monitor, rather than
search to fit human players and playing time
into their busy lives. Call me an obsolescent
gamer, but I fully understand the tyranny of
hardware capitalism. While my brain remains
sound—and some might say improved from
1992—my home computer is considered
defunct (has been for some time, from the
point of view of playing games). Computer
gaming has dwindled to less than five per cent
of my hobby time (and dependent upon bor-
rowing equipment). The thrill of the unpre-
dictable, but adaptable, human opponent still
holds the greatest allure for me.

I consistently buy on the technological
cutting edge and then hold as long as the
equipment remains viable before buying
again. As a certified penny pincher, I don’t
let the industry tell me that I should upgrade
constantly (spending $1000/year to be able to
play the latest and greatest game). From a
work point of view, my 1992 PC still
manages (and is finally depreciated by IRS
standards). Sure, I could have benefitted from

=3 (Continued on p. 58)



F I Y he Arachnids of STARSHIP TROOPERS

are always working at a disadvantage.

Bugs are completely ineffective at long
range, and even when the bugs are mano a mano
with a trooper, the MI will usnally manage to kill
it before the bug has a chance to attack. Many
Arachnid players will find themselves charging
headlong at the troopers hoping a few bugs break
through to get a kill or two. This is a desperate
strategy that rarely works. Even if a bug does
manage to get an unlucky trooper, the tremen-
dous loss of bugs will cripple the Arachnids for
the rest of the scenario.

All-out “bug charges” have their place in
STARSHIP TROOPERS, but the bugs must time
them perfectly. Timing and positioning are the
keys to bug strategy. Oftentimes, a game of
STARSHIP TROOPERS will be over in less than
five turns. Even though the bugs get constant rein-
forcements, the short nature of scenarios often
make these reinforcements ineffectual. Arachnid
players can never afford to waste their hordes on
anything less than a well-timed, full-scale, com-
bined attack of Warriors, Hoppers and Tankers.

THE FIVE-YARD STAND

Bugs should never recklessly charge the MI.
In good movie fashion. the bugs should take a
cinematic pause before their attack, scream a
fierce battle cry, and then charge headlong into
the humans.

In game terms. this means stopping five hexes
away from the troopers. If a trooper is not within
your Warriors" movement range, stop five hexes
away. Trooper fire is very inaccurate at this range,
and your bugs will probably be able to strike the
troopers on their next movement. You can usually
hover with most of your bugs at this range until
they are all in position to attack. When they are all
in range, attack mercilessly from all sides. Every
trooper should have a bug on him.

Never, ever, position a bug two hexes from a
trooper who can see him. The MI will waste your
bug at that range. Tankers are the only exception
to this rule, because their fiery spray can hit
troopers from this range.

CLIFFHANGING

If the troopers are on the high ground and
your bug holes are on low ground, move your
bugs in the valley and hug the edges of the cliffs.
Whether preparing for an attack, or simply dri-
ving to another position, stay close to those
cliffs. Warriors can usually catch up with the
troopers from these cliffsides, even considering
the movement penalty. Hoppers have no prob-
lems at all operating from below the cliffsides
(often jumping behind the troopers, possibly into
a low-ground valley adjacent to a trooper).

This strategy must be altered when the troop-
ers are on the low ground and the Arachnids are
on the high ground. Hexes adjacent to the edge
will draw fire. Stay away from an edge hex to

keep your bugs out of attack range. In situations
like this, ignore the terrain and stick to the “five-
yard stand” tactic.

HOPPER TACTICS

With high speed and an excellent defense,
Hoppers are the deadliest weapon in the bugs’
arsenal. Their seven-hex movement ability
makes it tempting to attack with them alone,
launching them before the arrival of slower
Warriors and Tankers to attack a trooper. Gen-
erally, this isn’t a smart tactic (unless you can
receive no other reinforcement and the bug holes
are conveniently placed). Without the Warriors
to absorb MI firepower, the great defense value
of a Hopper won’t save it. Instead, wait for the
‘Warriors to get into position. Then use your
Hoppers to attack with them.

When choosing the Hopper’s target, pick
either the deadliest MI (usually Nuke or Sugar)
or the weakest (Carmen and Zander—"*fleet and
MI don’t mix™). Always try to use your two
Hoppers together to threaten a single opponent.
The advantage of picking a target like Nuke is
that the Hoppers are more likely to withstand a
trooper counterattack, because Nuke can’t fire at
close range. When the troopers see their vital
unit endangered. they’ll open fire on the Hop-
pers. With some luck, one of your Hoppers will
survive the burst to kill Nuke. Even if both Hop-
pers are killed, the troopers will have wasted
enough firepower to allow some of your War-
riors to survive and pick them off.

Picking a weak target is also a smart tactic.
Trooper players are more likely to ignore the
weaker MI and concentrate firepower on the
Warriors endangering their better units. This
almost guarantees the Hoppers a quick kill. It
doesn’t take many losses to cripple the troopers.
Plus, this leaves your Hoppers around for a sec-
ond assault.

TARNKER TALTICS

Troopers fear the plodding Tankers. With a
tough armored shell, Tankers can usually walk
right up to the line of troopers without much fear.
Though a Tanker has a high defense value, never
allow more than three troopers to get a shot at
one. Even if it means sacrificing a Warrior or two
in a suicidal rush to draw trooper fire, don’t let
your Tanker make too many saving rolls.

Try not to give the MI a chance to knock
one out from a distance. Like all of the other
bugs, Tankers should stay five hexes from the
troopers. Because of their slow movement,
Tankers usually can’t get immediately into
striking range from this distance. Launch a
massive assault with your Warriors and Hop-
pers, while your Tankers follow in the rear. The
main assault will give the Tanker the time to
close with the MI. Furthermore, the Tanker
should be able to hit a trooper with his fiery
spit from a two-hex range.

HEAD HOPPERS VARIANT

In the movie “Starship Troopers.” the Hop-
pers had the unnerving ability to swoop down
and use their razor-sharp legs to decapitate a
trooper. This deadly tactic is difficult to emulate
in the game because Hoppers (like all bugs)
must stop before they attack.

Try this variant. Hoppers may try to decapitate
a trooper on the move. In order to do this, the Hop-
per may not have moved during the bug move-
ment phase. During the bug attack phase, the Hop-
per moves over the hex of the trooper and contin-
ues to move, landing on an unoccupied space. The
Hopper attacks the trooper (as if at a range of one
hex) as it flies by, costing an extra movement
point to conduct the attack. If the attack hits and
the trooper fails its defense roll, the trooper’s head
falls to the ground severed from his body. Any
trooper that did not fire in the trooper attack phase
may fire a single round at such a Hopper at any
one point along its flight path. Any trooper which
did not fire and is also the target of a Hopper's
flying attack can fire two rounds, but in so doing
does not get a defense die roll when the Hopper
attacks. Any trooper covering his buddies against
flying attacks shouldn’t be thinking of ducking,
anyway!

Firepower Effectiveness
(percentage chance of killing target)

Attack Defense Value:

Value 3 4 5 2 1
5@ 1roll 14% 28% 42% 56% 69%
(grenade)

4 @ 1 roll 11 22 33 44 56

2 rolls 21 40 56 69 80
3 rolls 30 53 70 83 91
4 rolls 38 63 80 90 96

R e
16 31 4 56 66
23 4 8 70 80
@S5 635 800 88

2 @ 1 roll 6 11 17 22 28
2 rolls 11 21 31 40 48
3 rolls 16 30 42 53 62

4 rolls 20 38 52 63 73

1@ I roll <) 6 8 11 14
2 rolls 5 11 16 21 26
3 rolls 8 16 23 30 36
4 rolls 11 20 29 38 45

Jam Probabilities

Nuke 2.8%

Other Weapons
@ 1-2 rounds -
@ 3 rounds 2.8
@ 4 rounds 4.2

Grenade 16.7
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Battle 6

Troopers: Christopher Lawrence

Arachnids: J.C. Connors

Neutral Commentary: Stuart K. Tucker

— — =3

" STARSHIP TROOPERS:

new STARSHIP TROOPERS game

based on the movie. The action of this
battle isn’t seen in the movie, but is typical of the
action on Planet P. Plasma bolts have knocked
down a drop ship carrying very important psy-
chics (VIPs). A retrieval boat is sent to the scene
(the Green Squad), but dares not lift off in the
proximity of plasma bugs. A nearby squad of the
Mobile Infantry (the Black Squad) is sent on foot
to the rescue, with the role of nuking the plasma
bugs and helping save the wounded from bugs
popping out of the ground. The goal of the
Arachnid player is to kill the VIPs or destroy the
retrieval boat and functioning drop ship.

The rules of the game are introduced in
stages, allowing play of battles without mastery
af every rule. For this replay, Chris and J.C. opt
to use all game rules (most importantly includ-
ing jams and split fire).

PRE-GAME COMMENTARY
TROOPERS

I hate this scenario. I hate plasma bugs. The
only good thing about this mission is the lack of
tanker bugs. Although the black sub-colony is
closer than I could have hoped. I'm glad to see
that J.C. hasn’t set his plasma bugs on the
nearby high ground. The longer he delays mov-
ing them forward, the longer I have to prune
down his forces. I plan to keep Green Squad sta-
tionary, guarding the wounded VIPs, while rush-
ing Black Squad toward them as quickly as pos-
sible. Time to move out. On the bounce!

Thf's series replay covers Battle 6 from the

BUGS

My plasma bugs are my greatest strength and
greatest vulnerability. With an amazing long-
range attack, the plasma bugs are capable of
causing immediate casualties to Chris’ troopers.
They are also far more reliable than the hordes
of warriors and hoppers who are usually des-
tined to die just a few feet from a trooper. The
plasma bugs are the key to this scenario.

Looking at Chris’ setup, I opt to keep my bug
holes close to the high ground. My warrior bugs
will probably be mowed down fairly quickly
given all the trooper firepower that Chris has at
his disposal (including an ungodly Drop ship can-
non). My dead warriors (as reinforcements) need
to be able to jump right back into the fray. Bug
holes positioned farther away would cause them
to be a full turn from the high ground.

With my bugs in place, I see two radically dif-
ferent strategies. Knowing that plasma bugs are
the key, I can use them either offensively or
defensively. The offensive plan would see them

leap onto the high ground and barrage the troop-
er’s from medium to long range—good odds in
my favor. However, since the troopers always fire
first, there’s a good chance of Nuke being able to
wipe out one of my plasma bugs before it could
cause a casualty. That’s not a chance I want to
take, so I decide on a more conservative plan.

Bug victory is all about timing. Charging a
few of my Arachnids at the troopers will
undoubtedly fail. Charging all of the bugs at the
troopers will cause a quick bug victory. I realize
that my plasma bugs are no exception to this
rule. Rather than leaping into attack positions by
themselves, I decide to inch them along the sides
of the canyon to get them into short range from
the wounded psychics. Once there, a full assault
of warriors, hoppers and plasma bugs will over-
whelm the Mobile Infantry (MI). The fact that
there are no tanker bugs to lead the assault is
much lamented!

NEUTRAL COMMENTATOR

Despite Chris™ desire to choose the battle
based upon which scenario his M1 could win, we
decided to tackle Battle 6: The Crash Site. This
battle puts half of the troopers in the role of res-
cuing the other half, all under the fire of plasma
bugs. It’s a nasty but exciting situation, but by
no means pro-bug. The MI gets the firepower
and defensive cover of the retrieval boat and
drop ship. Furthermore, the plasma bug arriving
in the R sector may find few targets without
climbing the main plateau, putting it danger-
ously close to the ships’ guns. The biggest
advantage is that they can post the green plasma
bug on the distant plateau near R1 and lob a
series of scattered shots in the direction of W1.
This necessitates that the MI disperse his setup
to avoid giving the missed plasma shots a high
probability of hitting adjacent targets. It is
tempting to ring the MI together near W1, using
the destroyed drop ship and the retrieval boat as
movement barriers to protect a flank. This must
be carefully weighed against the risks of con-
centration in the face of plasma fire.

The second key for the MI is getting Nuke
into a firing position that will quickly protect the
forces being rescued. While MI can trade blasts
with plasma bugs, never miss an opportunity to
drop the nuke shot on a cluster of warriors.

Given the large MI firepower arrayed against
the bugs, J.C. will have to orchestrate his waves
of warriors to maximum effect. After the initial
onslaught, the bugs will be primarily relying
upon plasma shots. I advocate rushing Nuke as
he moves towards the rescue area. A warrior
rush of the retrieval zone can be blown away if
done too soon, while the MI still have signifi-

cant firepower. It is best to soften the MI up with
plasma shots, while moving under cover of the
ravines to positions that will threaten Nuke’s
group. As long as Nuke is operational, the bugs
will be in big trouble in this battle.

SETUP COMMENTARY

Chris chooses to set up his W1 forces behind
the smoke of the downed drop ship. He wisely
splits the two wounded bodies apart, but con-
centrates the rest of the force. I'd recommend
that Chris split up these Green Squad troops in
the first movement phase, just in case the plasma
bugs take to the high ground.

J.C. has spread his forces around the setup
locations in an appropriately ambiguous manner,
disguising his true intentions. Each plasma bug
can move several directions toward high ground.

TURN 1

Black Squad troopers move west, hugging
the crater rim. Green bugs move south toward
the plateau. Black bugs split into two forces.
One, consisting of the hopper and two war-
riors, moves onto the plateau at a range of five
from the troopers. The others move west under
cover of the cliffs.

The exposed black bugs come under fire. One
trooper at a time designates target(s) and fires
rounds (rolling a six-sided die for each attack
round), followed by the target rolling a saving die
for each hit. Attack phase notation will be in this
form: R##) (range number, attack value in
parentheses)= ## (die roll values and effects),
s=## (defender’s saving die rolls and effects).

Dizzy vs. near warrior R6(1)= 6,4 (miss).

Shujumi same warrior R5(1)= 5,5 (miss).

Sugar vs. hopper R8(1)= 1,2,5 (1 hit), s=3
(save).

Johnny vs. hopper R5(1)= 3,3 (miss).

Drop ship splitting fire, vs. hopper R6(3)= 5,5
(miss); vs. near warrior) R6(3)= 4
(miss).

TROOPER TURN 1

As planned, I rush Black Squad toward the
retrieval boat without fear of bug attack, while
Green Squad holds in place. I would normally
move both squads together, but this battle
requires me to guard the immobilized psychics
(curse you, Doogie Howser). As it is, I hope
brain bug J.C. will order an attack with the green
warriors. trapping them between my two squads.

I can’t remember a more ineffective turn of
trooper fire. Did we leave the ammo on board
the drop ships? If my poor luck continues, this
should be a brief game.
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BUG TURN 1

The drop ship is far too dangerous a target.
Its cannons can blow apart bugs reliably within
medium range. and I don’t want to risk my
plasma bugs that close to Nuke. It is a far better
stralegy to destroy the retrieval boat, which

would leave Chris wondering whether my next
target would be the wounded psychics or the
drop ship.

I'm very tempted to pop up my black plasma
bug on to the high ground to get a quick shot at
Nuke. However, I don't want to endanger my

Initial Setup

H1

Chris puts Nuke behind a
shield of froopers but as far fo
the west as possible.

e puts iheplcsma bug where it can reach |

the plateau north of him. The bug hole is too
far east and can be nuked very early.

gl Rasczak
Zim
B i

iy Carmen
Y- N
[,

2l Chris hopes that the smoke from the |
# burning drop ship will provide some
# cover. Ace and Carmen draw the
= hazardous duty of standing over the
| wounded. He wisely splits them
L~ apart to avoid inadvertent death to
& a scattered plasma shot.

Johnny

| A bug hole near B1 would
! have put the Ml in a redl

pinch.

Warrior

s
R

: I.r.
f E
Plasma
{ "2 Warrior
Warrior || [

o AN
e

Warrior

J.C. decides against putin:
bug on the plateau south o
hole would have better served his purposes
one more hex to the west and further souih,
to stay away from Nuke's sight lines.

Nuke

Warrior

B3. The bug

plasma bug that fast. Nuke would have about a
50 per cent chance of hitting me, and then, if I
survived, I'd have the same to hit him. Not great
odds. I choose the high ground hex adjacent to
W6 for my black plasma bug. It may take a while
to get there, but if I can coordinate my combined
attack, the green (roopers
don’t have a chance.

Good thing Chris’ aim is
lousy. With a little bit of luck,
a hopper next turn will take
out Nuke and end this battle
real fast. If not, my hoppers
will be back next turn to leap
right back into position for
another attack,

NEUTRAL

Chris kept a tight forma-
tion with his rescue forces and
moved toward the wounded in
the retrieval zone, being sure
to keep Nuke away from any
slopes where he could find
himself under attack with no
help from his backside.

J.C. missed a golden oppor-
tunity to rain plasma down on
the compact retrieval zone.

The retrieval boat doesn’t
A ‘&2 block line of sight (LOS) and
e the scatter of a missed shot is
: very likely to hit something
valuable—like a wounded
body. His move of the green
plasma bug south is a big mis-
take. It'll take way too long to
reach high ground; in the
meantime, he’ll miss many an
opportunity. On the other
hand, the MI must take out the
plasma bugs to win, so perhaps
J.C. is playing for the long
term. hoping to have the
plasma bugs in a position to
support each other. His move-
ment of black bugs indicates
that he’d like to get the black
plasma bug into accurate range
of the retrieval zone. This too
may be a mistake. The concen-
tration of MI in the retrieval
zone could be hammered even
from the B3 plateau.

Dizzy
Zander

o a
- P e
Shujumi. ¥ 7

7

Bl J.C. “sticks out a hip” by

placing two warriors and the
hopper on the plateau. These
are at a distant range and will
probably survive MI fire. It
looks like J.C. is preparing to
rush Nuke’s group.

As it turns out, the MI
can’t find the range. The
attacks against the hopper
were at low kill probabilities

: (23, 16 and 44 per cent, see
A g | the firepower effectiveness
the table on page 6), as were those
against the lead warrior (21,
21 and 33 per cent). Although
Chris has some reason to
complain, at least he doesn’t
lose anybody as a result of
these misfires.

ICI sma




TURN 2

Again, Green Squad holds, while Black
Squad moves toward it. Nuke moves to the
plateau’s edge where he can target the green
bug hole.

The hoppers jump next to Nuke, while two
black warriors attack the other end of Black
Squad. One green warrior takes advantage of
the smoke to edge closer to the wounded, with
only Carmen having a sight line for a shot. The
rest of the green and black warriors snuggle into
ravines close to the retrieval zone.

Drop ship splits fire, vs. near hopper R3(4)= 6
(miss); vs. far hopper R4(4)= 4,4 (two hits),
5= 35,5 (kill).

Ace vs. far black warrior R5(1)= 4,5 (miss).

Shujumi vs. same RI(4)= 2,4 (two hits), s= 2,4
(kill).

Dizzy vs. black hopper R2(4)= 4,4 (two hits), s=
2,2 (save).

Zander vs. same R2(3)= 1.3,3 (three hits), s=
3,3,5 (kill).

Zim vs. near black warrior R6(1)= 1,1,3 (two
hits), s= 4,4 (kill).

Carmen vs. green warrior R3(1)= 4.4,4,6 (miss,
Jam).

Nutke vs. green bug hole R7= 11 (plugs hole).
Blast effect: Warrior s=2 (save).

TROOPER TURN 2

Green Squad continues to hold its ground and
Black Squad is moving forward at top speed. Sta-
tionary troopers gain an extra die in combat.
Thus, I prefer to advance by squads, leaving suf-

9

ficient forces with “overwatch” duty. Separated
as the troopers are, however, doesn’t leave me
with much choice but to push ahead with Black
Squad, so all but Johnny move. I position Nuke
where he can take a shot at the green bug hole.
Plugging that will significantly improve my odds
(by stopping green bug reinforcements).

Success! The bug attack on Black Squad is
easily repulsed, and Nuke manages to blast that
bug hole. Killing the two hoppers raises my
morale considerably, particularly since the green
hopper is out for good. I think J.C. may have
erred here by not waiting to hit me in force. He
will attack Green Squad next turn with seven
warriors, but as they still won’t have the support
of the plasma bugs or the losses from this turn, I
think I can hold them off.

New BATTLES FOR STARSHIP TROOPERS

By J.C. Connors and Christopher Lawrence

The first question you may ask about the battles below is “where is Battle 137" We’ve posted that one exclusively to our Web
site: www.avalon.com. We plan on putting additional battles on the Web site and in The GENERAL. Send us your ideas.

BATTLE 14:

or Listening Post.

Green Squad: Sugar and four unarmed colonists on or adjacent to a Building

MAssACRE AT Port JoE SwviutH _
BACKGROUND: Hoping to live in peace with the Bugs, and ignoring Federal warnings, Mormon settlers |

established Port Joe Smith in the Arachnid Quarantine Zone. The presence of the humans on a planet
colonized by the Arachnids led to an Arachnid raid on the settlement.

Black Squad: Rasczak and four unarmed colonists (Defense Value 1) on or
adjacent to a Building or Listening Post.

Black Colony: 1 Hopper, 2 Warriors, 1 Bug Hole on or adjacent to R3.
Green Colony: 1 Hopper, 2 Warriors, 1 Bug Hole on or adjacent to B4.

VICTORY CONDITIONS: Each turn starting with turn 5, the Trooper player

rolls a die. On a 4-6, a Retrieval Boat lands to rescue the remaining
colonists. The Bugs win by killing all the colonists before the boat arrives.

Before the Bugs set up, the Troopers

should place the following cutouts:

e three 3-hex buildings next to BG,
W4 and R2,

o three I-hex listening posts next to
B5, B3 and We. '

In this scenario, these hexes provide

+2 to defense and block sight lines.

Bugs may not enter.

surprise attack?

BArTLE 15:

BACKGROUND: The assault on Planet P is in full swing. In order to track the underground movement of |
the Bugs, the Mobile Infantry is establishing listening posts across P. Can the Troopers prevent a Bug

EArRs THAT HEAR

Black Squad: Nuke (6 rounds), Jobnny, Dizzy, Shujumi on or adjacent to W6.

Green Squad: Rasczak, Zim, Sugar, Ace on or adjacent to W3.

Black Colony: 1 Hopper, 1 Tanker, 4 Warriors, 2 Bug Holes.

Green Colony: 1 Hopper, 1 Tanker, 4 Warriors, 2 Bug Holes.

VICTORY CONDITIONS: The Troopers must establish and main-
tain two-man listening posts at R4, H4 and B4, and must close
existing bug holes. A listening post is considered to be in oper-
ation if a Trooper is on the post’s hex and another Trooper is in
an adjacent hex. Any other result is a Bug victory.

Before the Troopers set up, the Bugs should place
the following cutouts: '

° 3-hex boulder field, one hex on WI.

o 7-hex lava field next to B3 and B5.

° 4-hex boulder field, one hex on H5.

During the Bug Reinforcement phase, the Bug
Dlayer rolls a die for each quadrant having no lis-
tening post (except W). On a 1 or 2, a hole is
placed on a random drop zone in that quadrant.

IVIAP WILDEAT
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BUG TURN 2

Needing to distract the Black Squad, 1 send
four bugs to their deaths. Chris needs to feel
threatened. Plus, if I can take out a trooper or
two, it could make a big difference later.

My plasma bugs continue to get into posi-
tion. It’s too late to change their strategy, which
is unfortunate because now Chris knows that
they won’t be in firing positions for a few turns.
I can see that my warriors crawling along the
cliffsides are making him nervous. In a turn I'll
have the Green Squad troopers almost com-
pletely surrounded.

‘Whatever I thought about the drop ship can-
nons before is doubly reinforced. I need to stay
far away from those things! One bug hole is
gone. Fortunately, a hopper is the only perma-
nent casualty at this point. While that hurts my
bug's mobility and chances to catch Nuke off-
guard, my warriors are in a perfeet tactical posi-
tion to eliminate Green Squad.

NEUTRAL COMMENTARY

Chris gets conservative with movement,
letting Johnny stand to gain an extra attack
roll (but his other firepower deflects the
attack without Johnny’s ammo). Nuke
moved one hex to view the green bug hole
from a range of seven (showing the folly of
placing that bug hole anywhere but to the
extreme SW).

J.C. decided to rush at Nuke with both
hoppers while two warriors hit the rescue
party from the south. This may be premature,
but with Nuke sighting the green bug hole,
he didn’t have much choice. I fault his place-
ment of the hoppers, however. They could
have attacked Nuke from below (using the
cliffs for cover). Only Dizzy would have had
a shot (and with a LOS to only one of them).
Chris did not adequately flank Nuke, but he
got away with it this time.

Meanwhile, J.C. used the cover of smoke |
from the W1 drop ship to move closer to the
wounded. Only Carmen had a LOS on the
warrior, but I question this. He should have §
awaited the arrival of the black warriors for &
a simultaneous rush. This warrior, if he sur-
vived, would not get a melee attack until
next turn anyway. On the other hand, Car-
men jammed her carbine, lifting J.C."s spir- £
its. Of course, the four-dice roll was used to 7§

up the odds in what is a fairly tough shot for =

the carbine at range 3 (38 per cent chance to §
kill even with four attack rolls).

Chris killed the hoppers, saving Nuke
from death. Good thing, too—otherwise this
battle would be over. He split fire from his
most effective weapon, the H4 drop ship,
managing to kill the green hopper. One of §
Zander’s three hits finally killed the other [
hopper. Zim and Zander both nearly }
jammed their guns, too.

Nuke, with a breath of relief, let loose a
shot on the green hole and plugged it. The
nearby warrior saved himself from blast
effects. Apparently J.C was holding back
that warrior to keep a trooper from standing
on the bug hole to plug it. However, he could
have guarded against this and been in a safer ¢
place at the same time. He lucked out here.
J.C. was left with no melee attacks and a
plugged hole. Things are not looking great.
It is hard to fault him for rushing Nuke; his

T

bug hole was threatened. However, had he not
rushed, he would still have the hopper for his big
wave attack next turn. The lack of a plasma bug
on high ground really hurt. The MI was in a tight
formation which made this kind of mutual fire
support deadly. J.C. had to soften up the MI or
at least scatter them a bit before trying to rush
them. He is playing into Chris® strongest posi-
tion—where both squads and the drop ship cre-
ate a deadly ground for the bugs.

TURN 3

Carmen’s weapon repair roll (6) fails. Black
Squad moves forward, with Shujumi holding in
the overwatch role this time. The bugs launch
their wave assault against the western side of the
retrieval area, while the plasma bugs inch for-
ward closer to their high-ground destinations.

Shujumi vs. nearest black warrior R6(1)= 2,4,6
(miss).

urn 2 moves
§| and attacks

v =

x

~AAMEn | 41
e A ‘-, :
i e

Warrior |

The bugs attack the relief column, £
& while gathering in the ravines near |
f the retrieval zone. Next turn may
witness a bug wave assault.

Zander vs. same R4(1)= 1,1,5 (two hits), s=4.5
(kill).

Johnny vs. northern green warrior R6(1)= 1,5
(hit), s= 1 (save).

Ace splitting fire, vs. western black warrior
R3(2)= 1 (hit), s= 5 (kill); vs. southern
black warrior R3(2)= 1,1 (two hits, jam), s=
1,1 (save).

Rasczak vs. southern green warrior R2(1)=
3,5,5,6 (miss). “Shoot off a leg and a warrior
is still 87 per cent effective!”

Zim splitting fire, vs. same R1(4)= 2,3 (two hits)
s= 4,5 (kill); vs. other adjacent warrior
RI1(4)= 4 (hit), s=6 (kill).

Sugar vs. southern black warrior R2(4)= 14,5
(two hits), s= 6,6 (kill).

Dizzy vs. northern green warrior R5(1)= 2,5
(miss).

=323 (continued pg. 30)
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No Guts, No Glory

By Michael Welker

3

4 I Yen hut! Now listen up, you people!
Any Star Marine worth his weight in
body armor would eat a bug to be in

your baby shoes. We’ve got big trouble and

we're the only people in the parsec with
enough firepower to handle the situation.

Her royal highness, your beloved Princess

Ryan, has been abducted. We have orders to

rescue her within 15 Terran days, otherwise

the navy will make this sector of space
uninhabitable for eternity. Do you under-
stand me! I can’t hear you! GOOD!

We have intelligence reports on the
forces protecting their bounty, as well as
this really nice looking map of the most
likely routes to her holding place. The
Princess is in the heart of Yamaguchi’s
Citadel. We will insert a team at Drop Zone
Alpha, battle our way to the Citadel, and
rescue Princess Ryan. We shall collect
intelligence along the way as to the exact
location of the Princess. Our superiors have
ordered our immediate insertion. We must
rely upon the weapons here aboard the
Schenectady. but the generous use of field
promotions has been authorized. The
marine who rescues the Princess will get 30
days R’n’R, a 100,000 credit combat bonus,
and a juicy promotion.’

Let me draw your attention to the
details of the mission. We have 24 trained
Marines, but only a smaller force will be
inserted on the planet surface, with the
remainder in reserve on the Schenectady.
The ranking Marine on the surface will
call the shots. Each of you should exer-
cise your abilities with caution, because

we will have only limited opportunities to
regroup and refit. If you get caught with-
out weapons, suffer insurmountable casu-
alties, or cannot advance without undue
risk, the ranking Marine on the surface
needs to order a regroup. This will cost us
time but enable us to insert a fresh unit.

Realize that half of the Marines have
values of 2, while a third have values of 3
or 4. Two Marines are outstanding with val-
ues of 5 or 6. Our highly-trained officers
round out our complement—Ilet’s keep
them away from the firefights, so that they
can use their brains and coordinate commu-
nication and fire support (Dispatches). As
you can see from Table 1, not every Marine
is qualified to use all the resources avail-
able to us (more on that later).

Flexibility in command and control
will be a critical asset for our eventual
success. Successful skirmishes will be
amply rewarded. Table 2 shows the pro-
motion points (PPs) we expect to allocate,
if resistance is as expected. More PPs are
available when more Marines are fielded.
You’ll gain these depending on the results
of each skirmish.

You should expect varying degrees of
enemy opposition, a variety of skirmish
environs and some nasty enemy traps. The
Republic’s Black Guard is protecting the
Princess, but our drop zone is far enough
away from the Citadel to allow us an oppor-
tunity to look for the easy paths to our goal.

We can be sure that the enemy will do
everything in its power to prevent the
rescue. Our intelligence personnel have

TABLE 1
Dispatch Number Proportion
Type of Cards of Cards
Guard Only 6 10.0%
Marine Only* 32 533
Guard or Marine 22 36.7
Total 60 100.0
*including two shuttle Dispatch cards
Marine Number of Usable Proportion
Rank  Non-Shuttle Dispatches ~ Usable
1 4 7.7%
2 6 1135
5] 8 15.4
4 10 19.2
5 12 23.1
6 14 26.9
7 16 30.8
8 18 34.6
9 20 38.5
10 22 423
11 24 46.2
12 26 50.0
13 28 53.8
14 30 57.7
15 32 61.5
16 34 65.4
17 36 69.2
18 38 73.1
19 40 76.9
20 42 80.8
21 45 86.5
22 47 90.4
23 49 94.2
24 52 100.0
TABLE 2
Promotion Points Per Guard Faced
No. of
Players 0 1 2 3 4
6 22.9% 20.0% 14.3% 28.6% 14.3%
5 25.8 22.6 16.1 323 32
4 30.8 269 19250192 38
3 40.0 35.0 20.0 0.0 5.0
2 ATy T 00 4.5
1 38.1 333 238 0.0 4.8

-3 -p 333 (continued pg. 37)
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Kudos for ZOC, ete.

Kisner’s joining of forces with 7The
GENERAL is an added plus for readers. 1
am quite pleased to see intelligent reviews
of games published by Clash of Arms,
Decision Games and The Gamers. I most
definitely think there is a place for reviews
and tips for strategy-based computer
games. Moscatello’s treatise on MASTER OF
Orion Il was certainly appreciated. While |
would not want to see THE GENERAL turn
into Computer Gaming World, 1 must say |
am extremely happy with the recent broad-
ening of horizons the magazine has taken.

—Ed Caylor, Hampton, NH

The articles on the other games are
interesting and give a broader perspective
on the whole industry. Your new strategy
makes good business sense and hopefully
will help to keep our hobby alive. I look
forward to receiving my issues and I read
them from cover to cover—even the articles
on games that are not of interest to me, just
because they are written well.

—Charles Ellsworth

I thought this issue (volume 31, number
5) looked good and had a nice balance. My
favorite has to be the return of ZOC, as it is
always fun to read about games that you
don’t get to see in the local shop (if you
have one).

The letter from Alzenshi shows that if
you play ASL for too long, you forget there
are other games. I liked the letter on the first
time AvalonCon experience. This was me
five years ago and I'll come back every
chance I get. The gaming experience at
AvalonCon is the best there is. Everyone
who is a gamer should come and see what it
is really all about.

—John W. Clere, Kentucky

I was in constant debate with myself as
to whether some of the changes in the mag-
azine were for the better, if this magazine is
to survive into the next century as a fore-
most publication of the wargaming hobby.
Clearly, though, the trend is toward com-
puter gaming, and I agree that the magazine
must appeal also to the next generation of
the wargaming public. Can it appeal to both
the board wargamers as well as the com-
puter game players without succumbing to
the “robbing Peter to pay Paul” syndrome?
The GENERAL is first and foremost a mag-
azine for board wargamers. There are a
plethora of computer game magazines in
the market, but how many board wargam-

ing magazines exist today that are top notch
and cutclass all others? There are none that
I have read that can ever equal the quality
and finesse that The GENERAL carries with
it. I wouldn’t mind paying extra for a page
expansion to ensure that computer material
doesn’t upstage board wargaming.
—Alfredo M. Battaglia, Jennings, MO

As long as most of the magazine is
about Avalon Hill products, T am more than
happy to see other games reviewed. In fact,
I welcome articles about board games from
other companies, since 1 have a stronger
interest in board games than computer
games.

—David Brooks, Memphis, TN

Achtung Writers
I have played Avalon 