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EDITORIAL -

This is the 21st issue of "The Queensland Wargamer", and as such marks
a major acheivement for a society which rarely has more than 40 members - the
Queensland University Games Society. 1In looking back at past issues, it
becomes guite clear that the responsibility for producing this magazine has
fallen onto only a few shoulders. But this is to be expected from such a
small organisation. What is encouraging though, is that there is an increasing
rate of contributions being made by Q.U.G.S. members, other than the Editor.
This is in direct contrast with the grim days of Kevin Flynn's editorialship,
when a very over-taxed Kevin had to broduce a magazine through all his own
work and research. Perhaps with the next issue (Number 22) the magazine will
truly have come of age, and Q.U.G.S. can consider changing the format to a
more professional finish. ‘

But back to the present, and to my overview of what is contained in this
issue. Boardgamers may be interested in Mark Marychurch's article which
details possible variants for Avalon Kill's "Flattop". Dale Murdoch who is
a gamer from Mount Waverly in Victoria, has contributed 4 articles. The first
is about German and Americian armoured formation and tactics during World
War IT. German Armoured Infantry and U.S. Tank Destroyer Gun Platoons,
together with Soviet Sub - Machine Gun Companies. This is followed later by
an article on the effects of terrain on table - top gaming. Dale's final
‘contribution is an article about the lesser known Charge of the Heavy Brigade
during the Battle of Balaclava in the Crimean War. Miniature players may
find Dale's articles of some use.

Eric Topp has written 2 articles for our many fantasy role players.
Anyone who has a copy of "Call of Cthulhu" should read Eric's detailing of
the types of insanity covered by this game. AD&D players will be interested
in Erics article entitled "Better Role-Playing Using AD&D, in which Eric
argues for a more consistent approach to the design of your own campaign world.

I have written 4 articles for this issue. The first, which is entitled:
"Why a Defence Pact With Papua-New Guinea" is a follow-up to my previous
issue article on the Guerilla War in Irian Jaya. Any letters to the Editor
on this controversial subject will be gladly accepted. For naval historians
and gamers, I have listed the Allied and Axis Naval vessels which were
captured by the Japanese, and put into service by their navy during World
War II. Players of Quarterdeck Games "Ironbottom Sound" may be interested in
my scenario on "The Battle of Gelvink Bay".

Finally, I have written an article which protests the current costs of
our hobby. Put quite simply it is my belief that we are being ripped-off.
I urge all Queensland gamers to read this article, and to put their feelings
about the prices of games and modules, down on paper. It is time that we
made a stand against the exorbitant prices being charged in this country.

Jack Ford
EDITOR

31st August, 1985/
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LETTER TO THE EDITOR

Darian Gallagher,
. 8 Bellevue Street,
MILTON 4064 QLD

Dear Sir, /
/

I am a member of the Brisbane Wargames Society and am trying to find
out about other clubs in Australia. The intention of this would be to
form an Australian Wargames Association and ultimately an International
Wargames Association. So, if you could send me any information about the
clubs in your area if any, if not could you spread the word to some of
your more regular customers. This would greatly help me. I will send you
information as I receive it.

I thought you would like to know that I'm sending other letters to

shops in Australia.

Yours Sincerely,
DARIAN J GALLAGHER

(Home) 369 4270
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lapcleon ‘defeated’ again as hundreds re-enact the Battle of Waterioo
WATERLOO, Belsium.— Hundreds e g % g : s e g e
of enchusiasts in period eniforms re-en- '
acted the defeat of Kmperor Napeleon
of France on the original battlefield to
marithe 176th ansiversary of the Bat-
ti2 of Waterloo,
There was no gore, but lots of
gunsmoke and flaching bavonots as 660
: Britons, Austrians, Swiss, Americans
5 and Frenchmen staged a colorful
pageant beneath tie lion wonument -
that bonoss the victorioes allied com-
mander, Britain’s Duke of Wellington,
A crowd estimaled 2t neariy 34,000.
. watched them recreate two key ag- |
.- saults in the day-loag batte south of
Brussels en June 18, 18185, that ended
Napoleon’s dominance evor Ewrope,
More than 162,089 rmen fought in-
the original battle in Sriving rain. An
estimated 35,000 were kiliad, :
The battlefield attracts mare fhea 2
haif a miliion tousists a year sed local
shops do a busy trade in Napeleesic
souvenirs — far more common than
memorabilia of Wellingtos, d

(Reuter) .
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ERMPEROCR Napolvoa aad advisors dur £ the yeeopaciment of the Bt of
Waterkio,
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NO. MON. NO FUN!
The Price of Gaming - By Jack Ford

When approaching this topic, I was filled with a sense of trepidation,
because I will be delving into an area which affects all gamers, but for which
there is little information. The little information that is available is tied
up in all kinds of 'gobbleygook' statistics and figures. I also had to keep
in mind, any possible libel suits that might occur when I take on a big company
such as Military Simulations.

But I feel that something has to be said about the incredibly high prices
of boardgames and modules in Australia. Currently the average cost of a board-
game in Brisbane is $60.00. The monster games such as "Fire in the East" are
priced at $120.00, and many of the large add - on games are selling for over
$50.00. 1In fact it is almost near impossible to find a game that is priced
under $30.00. Such prices are making boardgames almost unobtainable for
secondary and tertiary students, the unemployed, and people just entering the
workforce -~ the groups of players who traditionally are the essential new
blood that is required to keep the hobby alive in this country. Be warned,
as the situation is getting worse!

It would appear that each time the Brisbane shops replenish their stocks
of games, there is a new price increase to accompany the refilled shelves.
You may ask why are game prices being increased 3 or 4 times a year. Well the
normal answer that is elicited from both the major suppliers and the games
shops is that it is due to government sales tax. But sales taxes are only
normally increased with each Federal Budget - a once a year event. Yet gamers
face frequent price - hikes each year, and so "its the government's fault", is
not an adequate excuse. :

How much of a percentage of game prices does the Federal Government get?
- The following is a break — down of governmental charges:-

If the Australian importer brings in a game that costs $40.00 (Aust.),
then they add on the 25% customs duty imposed by the government. This raises
the price by another $10.00 to $50.00. Then the game is passed onto a distributor
who adds on his/her own profit malgin. It is these middle people who contribute
to the large prices of imported wargames, which ultimately hits us in the wallet.
After deciding what profit percentage they wish to add onto the price of the
game, the distributor sells the game to the games shops. During this process
they add on the 20% sales tax required by the government. This would increase
the price to $60.00. With the distributor's cut and the shop's small profit
margin, the original $40.00 game will probably cost you $80.00. Remember that
only 45% of a game is in governmental charges.

Australia's own company "Jedko" has perhaps recognised the danger to gaming
in Australia. It has recently re-released an old game entitled "Field Marshal".
It has also bought out an overseas game called "Axis and Allies", and it has
just released its first new game in years - called "Europe at War". All of
these games are in the $20.00 to $40.00 bracket and are therefore quite afford-
able. Jedko maybe hoping that by offering these games which beat the customs
duties, and massive sales tax, it will be appealling to the many frustrated
gamers who simply camnot afford many of the imported games. Apart from Jedko,
the other Australian gaming company is the Australian Design Group which produces
"Empires at Arms" and the new "World in Flames". Given the limited number of
Australian games, many people will eventually have to return to buying imports.
The sources for these imports are limited and well controlled within this country.

The Brisbane Shop's get most of their stock from the Melbourne based
distributors Jedko/Military Simulations. Ultimately-it is this company which
controls the prices of the games you buy, as it has a virtual monopoly within
Australia. This is dangerous, as a controlled market can be exploited, and
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this is what I feel is happenning in Australia. Take for example, the case of
the cancellation of "The Wargamer" subscription. No prior warning was given,
and no explanation was offerred. QUGS simply received a note informing us that
there would no longer be any subscriptions to this magazine. What will happen
to the 12 month subscription which our society has paid Military Simulations
for? It is up to the QUGS Secretary to write to Melbourne to get an answer

to this question. One cannot be blamed for feeling that Military Simulations
is treating its customérs with contempt!

There are also some suspicious circumstances surrounding the disappearance
of "White Dwarf" from Brisbane Games Shop's. You can still obtain them from
overseas, but the Australian distribution has mysteriously dried-up. There is
of course the rumour that the people responsible for the Australian distribution
of the magazine, are in fact, producing their own Australian Fantasy magazine.
Who knows if there is a connection between these 2 events?

Thus if you are feeling exasperated by the rising costs that are associated
with our hobby, then what can you so about it? Well for one thing do not vent
your frustrations on our local shops. A quick check of prices will convince
you that they all charge fairly much the same for their stock. Instead, you
should write to Military Simulations to complain about the prices being charged
for games. It would also help to send copies of your letters to "The Queensland
Wargamer". Remember that if you do nothing then you will continue to pay
overly high prices for games.

—==00000-~-

Editor's Note:

Since writing this article, a number of developments have occurred. A
new Australian Company "Panther Games" have released a game entitled "Trial of

Strength".

Military Simulations/Jedko have reduced the prices on many of their games
eg. "Fire in the East" now retails at $105.00. These price reductions are
rumoured to last only until after Christmas. The falling Australian dollar
will again force the price of games to skyrocket.

——=00000---



The Mountains Of Madness Revisited

A Detailed Look At Insanity In Call Of Cthulhu

For a game in which insanity plays such a central part, it is disapointing 4
that the rules of Call of Cthulhu do not detail.the types of insanity better.
This article is not a cbmprehensive analysis of mental illness but is instead

a brief look at three major subdivisions of the subject.
i

Psychosis

The psychotic person fails to discriminate botween stimuli arising within
themself and stimuli received from the external world. Their inner emotions
and experiences are so disturbing that they are frequently unable to carry
on ordinary social functions. Symptoms. include disorders of perception
(hallucinations, illusions) and thinking (dilusions, perseverations), as
well as disturbances of conciousness (confusion, stupor),mood (elation,
panic), and activity (restlessness, immobility).

In CoC, psychoses will generally have a psychogenic .origin i.e. the
result of a very disturbing experience. There are several major psychoses
of psychogenic origin but the best ones for role-playing purposes are
probably schizophrenia and paranoia.

Contrary to popular belief, schizophrenia is not the "split-personality"
syndrome. Persons with schizophrenia are usually either catatonic (mute and

motionless) or hebephrenic (silly and giggling).

Victims of paranoia sometimes have delusions of grandeur (e.g. "I am
Napoleon") as well as delusions of persecution. Persons afflicted with this
disorder will almost always reject their former friends and colleagues.

Psychosis is a very debilitating form of mental illness. It is suggested :
‘therefore that player characters suffer it only when a large SAN loss occurs.

Neurosis

The neurotic person discharges inner tension and anxiety to resolve
opposing forces within their personality. As a result, certain traits are
exhibited which, while socially acceptable, are not "normal". Symptoms
include bodily discomfort (fatigue, dizziness), phobias, obsessional thoughts,
compulsive acts, and hysteria (sensory and motor disturbances).

. The three types of neurotic disorder best suited for CoC adventures

would be phobic reactions, dissociative reactions, and conversion reactions.
A person with a phobic reaction has displaced what they cannof face

to some particular object or situation. By avoiding the phobic object or

situation, the person can control their anxiety.

A Person with a dissociative reaction obliterates certain functions of
their personality such as conciousness or memory. Amnesia, sleepwalking,
and split personalities are demonstrated as a result. Dissociative reactions
are especially interesting in that these symptoms are very similar to what
would happen to a player character if they are mentally taken over by some
alien entity (a not uncommon occurrence on CoC).

A person with a conversion reaction converts feelings of anxiety into g
psychosomatic disorders. Common sensory symptoms include pain, numbness



and blindness. Common motor symptoms include paralysis; tremors and in-
ability to speak.

The CoC Keeper should inflict neuroses on player characters according
to the situation which caused the madness. An encounter with a Deep One,
for example, could lead to fear of the sea (thalassophobia) . Reading the
Nectonomicon might cause blindness. '

Personality Disorder

Sufferers of personality disorders persist in antisocial or socially
inadequate behaviour. Sociopaths and psychopaths are extreme examples of
this type of person. Symptoms include undue excitability in the presence
of minor stress. extreme emotional instability. passive dependence (help-
lessness, indicision), passive agression (stubborness, procratination),
and sexual deviation.

In CoC, this form of insanity should not be inflicted on player
characters but reserved for cultists and others with SAN 0. A Keeper who
does this might also consider having player characters encounter non-cultists
who are particularly obstreperous or unstable just as a red herring to put
them off the scent of real cultists.

N.B. With the explanation (albeit limited) and elaboration of insanity types
in this article, it should not be necessary to use the Insanity Table in
chapter IV with the exception of the phobias listed there.

****.**

BETTER ROLE-PLAYING USING AD&D

PART 1: A CONSISTENT CAMPAIGN WORLD By Eric Topp

Unlike most role-playing games AD&D is not based on a particular world/
universe but is rather a "generic" RPG which attempts to allow the creation
of any sword-and-sorcery milieu. Hence the Monster Manual and. its sequels
include monsters from almost every European and Asian mythology, the Players
Handbook provides players with a choice of character class ranging from
Celtic druids to Oriental monks, and Legends and Lore (formerly Deities and
Demigods) offers fourteen different pantheons. Only the intelligent use of
this wealth of information will make a successful role-playing campaign as
opposed to a string of hack-and-slay encounters.

Lin Carter, the well-known fantasy author, has written an excellent
book celled "Imaginary Worlds" which describes the history and branches of
fantasy literature. 1In it he asserts that the fantasy writer "not only has
to persuade his reader into a temporary willingness to believe in dragons,
enchanted swords, and evil magicians; he must also paint a convincing
portrait'of a world or age or land in which these things naturally fit".
The Dungeon Master must do a similar job with the campaign world.

Fantasy writers either borrow an established world of myth or legend,
or else invent their own world. The latter option is less restricting and
can be divided into four main categories. The first is our own world before
the start of known history e.g. Hyboria (Rcbert E. Howard). The second is
our world in the very remote future ¢.g. Zothigue ({Clark Ashton Smith).
The third is a world close to ours but in some alternate dimension or parallel
universe e.g. Amber (Roger Zelazny). The fourth is some world entirely
apart from our own e.g. Witch World (Andrc Norton) .



DMs who are interested in the history and beliefs of a particular
culture and who are prepared to do a little research might decide to base
their campaign on the "world-view" of that culture. By world-view I mean
what that particular culture knew or believed concerning the form and
contents of their world. For example, the Ancient Greeks situated themselves
at the center (naturally) of their world with sunken Atlantis to the west and
frozen Hyperboria to th% north.

The choice of character races and classes, and the presence of certain
weapons, armour types and monsters should be restricted depending on the
nature of the campaign world. For example, magic-users (as such) are virtually
unknown in Norse legend and would therefore be excluded from a campaign based
on the Norse culture. DMs should pick a culture that they and their players
are familiar with; it is not necessary that strict historical (or mythic)
accuracy be attained but blatant anachronisms should be avoided.

Of course, most fantasy writers create an original world in which to
base their stories and DMs might wish to do the same. To make a convincing
and interesting world for role playing, DMs should design a comprehensive
pantheon and work out a hopefully consistent history to provide a background
for the denizens and societies of the lands in which the player characters
adventure.

It is important to note that many fantastic beasts and legendry monsters
as found in the Monster Manual are integral to the myths of the culture
which they originally came from. To use these in an original fantasy world
without alteration or explanation is not a good idea. In addition, if the
campaign setting is on a world which is defined by the DM as being entirely
seperate from Earth then the flora, fauna and even the chief intelligent
inhabitants should be different from those of this world.

How all of this affects the structure of the Outer Planets is up to the
individual DM but I suggest renaming (or excluding) those planes which do not
fit into the campaign pantheon. I personally think that the Monopoly-board
arrangement of the planes as shown in the Players Handbook is ridiculous
with its "mix-and-match" approach. The influence of that stupid diagram
seems to have locked the creative thought process of some of the best AD&D
writers as evidenced by Roger E. Moere's piece on Gladsheim in Dragon 90;
this very informative article is spoilt by a note informing the reader that
"other deities reside upon the planes of Gladsheim, most notably Bast and
several Shinto and Indian gods". This tendency of AD&D writers to throw
particular gods together according to their allignment rather than their
cultural origin may explain why the only other Outer Plane to be extensively
detailed on the Dragon is the Nine Hells and why that ended up being little
more than a high-level dungeon and nothing like the abode of a deity.

So now we come to the controversial subject of allignment and what place
(if any) it should occupy in your campaign world. As defined by Gary Gygax,
allignment is based on twe independent axes - the moral axis of good versus
evil and the political axis of law versus chaos. However despite being
supposedly co-equal in determining individual allignments it is obvious that
the good-evil axis far outweighs the law-chaos axis in terms of impoxrtance
in the game system as a whole. Tor example, there are DETECT EVIL/GOOD
and PROTECTION FROM EVIL/GOOD spells but no corresponding DETECT CHAOS/LAW
and PROTECTION FROM CHAOS/LAW spells. Tables exist detailing the abilities
of good/evil clerics to turn/control undead but the abilities of lawful/
chaotic clerics tou affect undead are not wmentioned. DMs who wish to use
the concept of allignment in their campaign should take a serious look at
these deficiencies.
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Captured Allied Neutral and Axis Haval Vessels Used by the lmperlul Japancse Navy

Name of Warship

Chien Kang
Thracian
Stewart
Banckert
Fungo

Looe
Waglan
Taitam

"A"

IIB"

Hcll

Finch

Ram
Regulus
Lepanto
U- 5111

U~ 1224

U- 181
U-862
U-195

U- 219
Comandante Cappellini
Luigi Torelli

- K~ XviI

Q- II

Wake

TLazon

Moth

Arayat

Ermanno Carlotto
Macau

Op ten Noort
Majang

Fei Hoing
Pulau Kidjang
Genesse
Barlight
Colonel G.F.E.
_K.D.M.L. 1062

M.L. 310
M.L. 311
Kelena

Bantam (No. 3)
Kawi (No. 7)
Salak (No. 8)
Gedeh (No. 14)
Lawoe (No. 15)
Djembexr (No. 19)
Eggano (No. 20)
Djombang (No. 21)
Ardjoeno
Jeram

Rhu

Fazant

Arend

valk

Flores

rakfak

Garoet

Grissee

P13

Bl

B2

B3

B4

BS

RG

B7

Harrison

&

During “Yorld Wax 1.

By Jack Ford.
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survey Vessel
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Ultimate Fate

Sunk %y U.S. Bub-Cobia 8/6/45
Recovered by Allies

Survey Vessel Sunk by Mine 14/11/44
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By HAROLD PEACOCK

CHRISTIAN groups - at
Queensland * University have
said ‘““Dungeon and Dragons’’

“and “Role Master”, the role-

playing games this year blamed
for a couple of suicides in the
United States, presented most
danger to University students.
A St Lucia group spokesman,
Mr Llewellyn Jones, said there
was evidence that some students
had become obsessed with the
games, and as a result dropped
out or failed courses, lost jobs, or

“betome alienated from their fami-
~ lies.

““Theé games are particularly at-
tractive 10 University students be-
cause they are made for the more
intellectual  person someone
with am- active imagination and
who can keep track of their so-
talec wbil'tios,”” Mr lones said.

The games themselves, very po-
puar o oine Unned States and

N\
7 Town and Gown

Ol

now sweeping Australia, require
nothing but players’ manuals,
character record sheets, and dice.

But fears originate from char--
acters such as elves, clerics, sor-
cerors, and fighters being ‘able to
develop varying magical and
physical powers by praying to
their gods, which may include de-
vils, demons, and vampires.

Mr Jones said that because of
this facet, there was great poten-
tial for people to come under de-
monic influence by playing the
games. .

He said because both Dungeon
and Dragons ' and Role Master
were fantasy role-playing games,
fiction could combine with reality
and the participants become ob-
sessed with their playing character.

“People’s lives may become
dominated by their characters, just
like a person in America recently
who bought a pair of $2000
swords because that’s what  his
character would have done,” Mr
Jones said.

“And for one of the people
who suicided, it was reported he
did it because he thought he had a
90 per cent chance of reincarnat-

Al :
Everything in the games is
worked out by probabilities ad-
justed by referring to the players’
mairiual.

But president of the St Lucia
Role Master Society, Mr Alan
Waite, " said such incidents oc-
curred because the participant was
‘“‘around the bend” before playing
the game.

“‘Many people become quite in-
volved and spend a large percent-
age of their time thinking about
and playing the game, but nobody
takes it seriously,” Mr Waite said.

“A big part of the game is the
combat system which features
sword fighting — chopping peonie
up — spells, and sorcery, but pee-
ple who hear these things get cu~
ried away and think it must be de-
vil-worship,™" he said.

ing

.
t
H
1
i
'
'

“It’s only a game, and it’s only,
as vicious as playing a war game
of some sort, like chess. R_ole
Master is just the same, except it’s

< slightly more detailed.”’ . »

Ihe society treasurer, Miss Ja-
nine Toole, said the club had up
to 45 members who travelled from
as far as Beenleigh and Beaudesert
to play.

However, Mr Jones said the
potential influence was wide .
reaching and had already had -
strange effects on people in the
University area. o

He pointed out that he knew of
one Role Master participant who
travelled to Tibet because be be-
lieved he was an clf and Tibet was
where the majority of elves appar-
ently lived. '

“It (a role-playing game) is
verv elaborate, and very realistic
n that it contains many variables,
but everybody responds differently
¢ Iiffersnt tnmes.” My Jones
saia
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. By HAROLD PEACOCK
CHRISTIAN groups - at
Queensland - University have
said ‘“‘Dungeon and Dragons’’
and “Role Master”, the role-
playing games this year blamed
for a couple of suicides in the
United States, presented most
danger to University students.

A St Lucia group spokesman,
Mr Llewellyn Jones, said there
was evidence that some students
had become obsessed with the
cames, and as a result dropped
out or failed courses, lost jobs, or
betome alienated from their fami-
lies.

“The games are particularly at-
tractive to University students be-
cause they are made for the more
intellectual  person someone
with an. active imagination and
who can keep track of their so-
s2lwe abil s, My Jones said,

The games themselves, Very po-
M LT e Uniied States and

now sweeping Australia, require
nothing but  players’ manuals,
character record sheets, and dice.

But fears originate from char-
acters such as elves, clerics, sor-
cerors, and fighters being able to
develop  varying magical and
physical powers by praying to
their gods, which may include de-
vils, demons, and vampires.

Mr Jones said that because of
this facet, there was great poten-
tial for people to come under de-
monic influence by playing the
games. .

He said because both Dungeon
and Dragons  and Role Master
were fantasy role-playing games,
fiction could combine with reality
and the participants become ob-
sessed with their playing character.

“People’s  lives may become

dominated by their characters, just

like a person in America recently
who bought a pair of $2000
swords  because that’s what his
character would have dene,” Mr
Jones said.

“And for one of the people
who suicided, it was reported he
did it because he thought he had a
90 per cent chance of reincarnat-
ing.,) N . . -
Everything in the games is
worked out by probabilities ad-
justed by referring to the players’
matiual.

But president of the St Lucia
Role Master Society, Mr Alan
Waite, said such incidents oc-
curred because the participant was
“‘around the bend”” before plaving
the game.

““Many people become quite in-
volved and spend a large percent-
age of their time thinking about
and playing the game, but nobody
takes it seriously,” Mr Waite said.

““A big part of the game is the
combat  system  which features
sword fighting — chopping peopie
up — spells, and sorcery, but pee-
ple who hear thess things get ¢z~
ded away and think it must be de.
vil-waorship,"" he said.

" “It’s only a game, and it’s only
as vicious as playing a war game

of some sort, like chess. R_ole
Master is just the same, except it's

< slightly more detailed.”’

I'he society treasurer, Miss Ja-
nine Toole, said the club had up
to 45 members who travelled from
as far as Beenleigh and Beaudesert
to play. A

However, Mr Jones said the
potential influence was wide '
reaching and had already had .
strange effects on people in the
University area. ° ‘

He pointed out that he knew of
onc Role Master participsnt who
travelled to Tibet because be be-
lieved he was an elf and Tibel was
where the majority of elves appar-
ently lived. ' : )

“It (& rele-playing game) is
verv elaborate, and very realistic
n that it contains many variables,
but everybody responds differently
o differemt tmings.” Mr o Jones

said. .
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THE GERMAN ARMOURED INFANTRY PLATOON 1944 by Dale Murdoch.
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In 1944 most German infantry Divisions had their reconnaissance units
equipped with armoured half - tracks. In Panzer, Panzer-Grenadier, and
Motorized Divisions up to one - third of the infantry could be Armoured. In
SS Armoured Divisions occasionally the entire unit could be in half - tracks.

Although only a very small percentage of the German infantry were ever
armoured, they were often called upon to lead a difficult attack or to
counterattack a breakthrough by the enemy.

The standard Platoon was based around four SdKfz 251 Ausf D's. Three
contained the three Sections of the Platoon: the fourth carried Platoon HQ.
The HQ. was composed of a Platoon Leader who was a Junior Officer or Senior
NCO, two NCO's and five privates. There weapons were two SMG's and five
rifles. (One man was a medic and carried a pistol).

Although the HQ. was authorized to have a SdKszSl/l?; equipped with a
2 CM cannon, this vehicle was not often available and so they normally used
the standard MG half - track. (251/1).

Each of the three Sections was organized in an identical manner. One
NCO Section leader with an SMG, one driver, one radioman (or "second drivexr"),
two MG crew and six riflemen. The driver had an SMG, the second driver a
pistol (he operated the forward MG when the Section was dismounted), the MG
crew had an MG and two pistols, and the rest of the men used rifles.

The MG's could be either MG 34 or MG 42. One of the privates could
act as an assistant Section leader and instead of a rifle he could have an
SMG orxr an automatic rifle, Up to two rifles could be fitted to fire rifle -
grenades in each Section. The Platoon was supposed to have about a dozen
Panzerfausts, but often they had more (Panzer - Grenadiers were not issued
with Panzerschrecks).

Apart from the preponderance of "stick" grenades used by the infantry,

they were also usually equipped with anti tank grenades, both rifle and hand -
thrown, demolition and satchel charges, and anti - tank mines.

THE U.S. TANK DESTROYER GUN PLATOON - 1944

In 1244 these units used one of three types of "TD"; the GMC M- 10
Wolverine, the GNC M- 36 Jackson, or the GMC M- 19 Hellcat. Although TD
units were "attached" and not supposed to be permanent within an Infantry
or Armoured division, most remained with the same division right throughout
the war. Generally the proportion was one Battalion per division, or about
one platoon of tank destroyers for every company of infantry or tanks in
combat. :

The Tank Destroyer Gun Platoon was divided into a Security Section and
- two Gun sections. Each Gun Section had two tank - destroyers, with one of
the vehicles towing a trailer when not in combat, that is one trailer among
four T™H's.

The Security Section had one jeep and two M- 20 utility cars. The jeep
carried the First Lieutenant C.0., one Sergeant and a rifleman/driver. Apart
from a pedestal - mounted MG (a. 20 cal. or 1") the men could be armed with
any combination of rifles, carbines or SMG's. The M- 20's each had four crew
an NCO, oune gunner (for the vehicular ") one rifleman and one driver. These
men could also be armed as the jeep crew. Each vehicle often carried a Bazooka
as well as AT mines and quantities ol AP and incendiary grenades. Tho MG's
could be dismounted.
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THE SOVIET SUB -~ MACHINE GUN COMPANY -~ 1944

The SMG Company was an integral part of many Soviet formations in 1944.
Tank, infantry, motorised and self - propelled artillery all enjoyed their
own SMG units, and other formations could have them attached when required.
Typically the ratio would be about 4 - 8 men per vehicle. These men rode on
the tanks or SPG's they accompanied, their main purpose was to keep enemy
infantry away from the vehicles.

The Company comprised three Platoons and a HQ. Each Platoon had three
Sections each of eight men. The men were equipped with one LMG and seven
SMG's. One of the men was an NCO and acted as Section leader. There was
NO Platoon HQ. The senior NCO of the three Sections acted as Platoon Leader
if required.

Company HQ had an Officer CO, an NCO radioman and a driver, they were
equipped with three SMG's, one radio and one truck. The truck, typically a
GAZ AA, was used to carry food, ammunition and the men's spare clothes, kit
etc.

With the SMG Company attached to an SPG unit, there were four additional
men. All these men were armed with SMG's; one was a messenger with a motor-
cycle, the other three were NCO Platoon leaders.

* % % % % * % * %

TREES, WHAT TREES?

The old saying, "you can't see the woods for the trees", certainly do
not apply to the wargames table. Battles seem to be fought in two places,
the Gobi desert and on a strange planet, the surface of which consists of
small clumps of trees, sometimes with odd (and I do mean odd) houses scattered
about at random. In fact one game I saw recently appeared to be fought on a
sheet. of glass. No trees and dead flat! - nothing except tanks.

One method of selecting scenary I have is a system of cards. Each card
is marked with a terrain feature; hill, wood, cottage, barnhouse, etc. Each
represents an area of the table, from memory -one square foot. To layout a
table, the cards are shuffled and then laid out one after the other in rows
representing the the table length and across representing its length. For
example, if the first card was an open field, then the first square foot of
the table would likewise be an open field. If the second was a woods, then
the second square foot would be woods, and so on. If you have not already
twigged as to what resulted, I will explain the result. Since the terrain
features occur at random, the first lengthwise foot wide strip on a six foot
- table may result as open field, dam, open field, woods, cottage, bridge.
What made it worse was that many of the houses used were large city buildings
of about the right period but five to eight stories high. These along with
all the other scenary scattered randomly about produced an effect which can
only be described as comical.

Another group I knew talked about how the Chieftan tank can knock out a
T - 62 Russian tank at five thousand metres (which is prohably correct) and
how in such - and - such a game the Russians weré wiped out at four - thousand
metres. Yet in a World War Two game fought supposedly over the same area
(Western/Fastern Germany, France) the terrian is sufficiently dense to exclude
most engagements boyond eight hundred metres. Has the countryside changed
that much in thirty years? Have the villages, barns, fields, woods, roads,
streams or wind breaks disappeared to be veplaced by a five kilometre defol-
iated zone? Of course notll '
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The conclusion I have drawn frow this, and practically most wargames I
have seen is that the majority of wargamers are city folk and have little idea
of what the countryside looks like. I weculd recommend to all wargamers, of
every period to take a trip to the country especially highly agriculturalized
areas. Count the number of trees in an area of say five hundred metres by
five hundred metres. I bet you give up. Now lock at your wargames table - how
many trees does it have occupying five hundred metres square. In my own
World War II games, french countryside, an area of -about the size mentioned
above would have at least one hundred trees present. However, to cover the
area completely in trees requires about five hundred. The trouble is that most
wargamers by an army and spend most of their effort on it's construction.

Then comes the wargames table and thats about it. Mind you, decent trees cost
about eighty cents to two dollars each, no-one can say they are cheap but it
must be realised that in some periods, the major cost is in fact the trees.

% % *x % % * %, %

CHARGE OF THE HEAVY BRIGADE

BALACLAVA - 25thOCTOBER 1854. " by Dale Murdoch.

Scarlett's decision was taken very quickly. The Russian cavalry - we
must not forget there were about 3,000 of them-was halted, a great inert
mass, just in the condition to invite attack. The General wheeled and charged.
The second column also formed into line and came on in support. Scarlett
himself, being a somewhat old - looking but vigorous man, with snow — white
hair and moustache, who rode straight and sat strong in the saddle, headed
the charge; his aide -~ de - camp, Alick Elliot, who had seen much fighting in
India, galloped by his side; close behind came the General's trumpeter and
his orderly; and these -four men General, Lieutenant, and two private troopers
crashed first and alone into the middle of the enemy's heavy column, where
they were at once engaged in a hand to hand fight, sword against sword. What
the fight was may be judged from the fact that the General received five wounds
“and Alick Elliot received fourteen. Just as the leading British squadrons
drove vigorously in the front Russian mass, three British guns, firing from
the high ground above the scene; found their target in the rear squadrons of
the unwieldy formation of the Russians and rendered it unsteady.

One squadron of the Inniskilling Dragoons followed Scarlett; with them
came two squadrons of the Scots Greys - two regiments which have ever been
close comrades and friends. On each flank behind rode in second line a second
squadron of the Inniskillings, and the 5th Dragoon Guards, followed by the
1st or Royal Dragoons, who, "conforming", for the regiment had received no
‘order, rode at speed in support of their comrades. As the squadrons raced
forward, eager to overtake their leader, who was already in the thick of the
fight, the Russian cavalry advanced a little, but then halted irresolute,
apparently attempting to deploy, their very numbers helping to encumber and
confuse them. The impact of our charging horsemen carried all before it,
"swords rose and fell", then the vast mass of Russian cavalry broke up - three
thousand conguered by eight hundred - and, turning, recde fast and in disoxdexr
from the field.

This action preceded the much more famous charge of the Light Brigade.
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'"WORDS FROM ABOVE'

A message from the President of 0.U.G.S.

With this being the last "Queensland Wargamer" for the year, I felt I
had to inform the membeks of ©.U.G.S. of several matters before my term as
President is finished.  In this issue is an article which Jack Ford felt had
to be written and when told about it, I agreed fully. The article concerns
the prices of games from the eyes of the buyer and tries to find where most
of your money goes. If you read nothing else in this issue (except this
message, of course), you should read this article as it should make you think.

Enough of that. Coming up in October is the A.G.M. for Q.U.G.S., a
yearly event which takes place in addition to the normal meetings. The
business at hand in the A.G.M. is the election of the club office bearers
for 1986 as well as other topics required for club approval. There always
is a large amount of apathy associated with this club but recently that has
changed with more members becoming involved. If you think that Q.U.G.S.
does nothing for you, come to the meetings and tell the committee why. It's
your club so let us know.

The only other thing I wish to say anything about at the moment is the
title of President for Q.U.G.S. When the club was originally founded the
person elected President was given the title of "Das Fuhrer". This is due
to Fuhrer being German for leader and Das being a form of the without gender.
At the time, it gave a sense of uniqueness to the "top" position in the club
and as wargamers (board, miniture or role players)are thought to be a little
odd what harm could it have done. However, the Student Union pressured us
to change the name to President and the name of the club from University of
Queensland Wargames Society, as the militaristic tone of the title was
thought undesireable.

During my term, Clubs and Societies relaxed their side and allowed us
to call ourselves whatever we liked. Naturally, I began calling myself
"Das Fuhrer" but left the club name as it was. Since a club name change
would have caused a few expenses; change of letterhead and so forth, I didn't
think it was that important. Recently however, it has come to my attention
that some club members dislike the idea of "Das Fuhrer". I am a little
surprised at their reaction. But since only a few people (including myself)
really wanted to have that title to make us distinct, we have now reverted
back to the title of President. However, L will say that I think of myself
personally as "Das Fuhrer" but the club has only "President".

"I think I've rambled enough but do take notice of what I've said, it's
important that the club members realise what is going on and let's the club
committee know how you feel. Finally to repeat a plea, take note of Jack
Ford's article on game prices as it concerns every single one of us.

Mark Marychurch ("Das Fuhrer")

President.
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ASTRIN'S  LAST  GASP

By Kathyrn andersen

This manuscript was found among the effects of a wanderer, who, being
deceased, cculd not tell where he had picked it up. He was, though, within
the time space locus created by the Master of Dungeoning, one Alan Ex-—
Presidenti, and therefore the events described herein must have occurred
within this time - space locus as above.

The manuscript if only well preferred in its beginnings, and breaks off
soon, with only a few fragments following. But the text if as follows:

Here beginneth the first part of the adventures of Astrin Half-elf
theif (in memory of Astrin the Apprentice, who died in a dungeon) .

Astrin had made her unknown way to the village of Cuthville with 70gp
to her name. She bought equipment from a passing armourer and equipment
specialist in the villiage; who also supplied five other recent arrivals
hankering for adventure.

The six of us relaxed in the local pub. There was me, Astrin, appren-
tice thief; Blake, a magic user; Farin, a female fighter; Lipton a cleric;
another fightexr - a very strong man called Anthrax and Doppaz, a druid.

We decided to make up a party and work together. We were all inexperienced.
It was O.K. with me - a good deal, in fact. I'd be better protected in a
party, and we might find something worth me stealing from the others.

We were starting to gauge the local scene when two more strangers walked

in and wished to join our party. One was a dwarf, Slowhammer by name (because
he wasn't much good at dwaxvish crafts) a fighter. The other was a massive
red headed man, a barbarian, taller even than Anthrax. Anthrax forthwith
demanded to wrestle with the barbarian before he'd let him join. Anthrax lost.

We learned from some of the local serfs and farmers of mysterious dissappear-
ances of cattle - a devastation for the local economy. We went up to the
fort of the chiefman and bargained with him to hire us to investigate and
deal with this menace...the deal; arrows and food, the loan of some horses
and yoemen, and money for all of us when the job was done.

The druid inspired himself a talk to animals spell, and interrogated a cow,
Butterbell, who had been in the field where the last dissappearance had
occurred. She spoke of the changing of Buttercup into a different kind

of cow with an awful smell, and the bad - tasting grass....Buttercup had
changed at night.

So we set up watches in the fields around town for some days - and nothing
happened. Anthrax tried to get the barbarian to entertain the people with
wrestling (for a small commission of course) that lasted one night, and they
parted with the barbarian laying scorn on Anthrax's ancestors. I fear they
will kill each other given half a chance - it might be a good idea to
contrive ways to keep them apart or we might be minus two fighters (or one)
~ both of them good. ;
|

Anthrax was getting bored so he tock up hole digging ahd fence-post putting
in. He wanted to do some butchering but it wasn't the season. I looked
around at the local scene but there was nothing worth stealing except perhaps
from the temple.(what had these gods to do with me?) I belong to none, at
least they look not on me with favour, outcast halfbreed that I am. Though

I thought since he was going to reward us, and his gold was likely to be
guarded, that it would not be a good idea to steal from the chief man.

-
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The druidwent around gathering mistletoe for some druidical reason. The
others occupied their time somehow. We were waiting for something to
happen. |

Oh, I forgot to mention that the first night, a wagon passed through
the village - at least it would have passed straight through if we had
not stopped it and questioned the driver. The wagon was guarded by a
mixture of human and (ugh) goblin men-at-arms, liveried. They apparently
worked for a powerful Sorceror who was based somewhere to the North East of
Cuthville. We learned a/ little more of the Sorceror from the chief man the
next day (or was it that the cleric asked the local priest - I can't remember).
He had been hired a few months ago by some in the village and he apparently
did his work satisfactorally.

Note of any strange people places, doings locally:Goodwife Morgan, some
thought a witch. Strange things seen near her house, hasn't been seen for
awhile - she's probably dead. Devil's holes west of Cuthville - men have
been lost down them - vertical sheer drop: You can't see the bottom.

The cleric wandered around ministering to people, and the druid was getting
a demarcation dispute between the sheep and the goats when a runner came in
from the North, panting, "Come Quick Big Trouble". So we went to where it was.

There on the outskirts of the pastureland was a herd of about forty badthings -
pseudo-cattle, stinking to high heaven, looking a little like a cross between
buffalo, bison and zebu cattle, but smelling of everything odourous and dis-
gusting. The fighters and the yeomen decided to single out one bull at the
tail end of the herd and fire (arrows) at it. The magic user and the bar-
barian went to back-track the herd to see if we could figure out where they
came from. I decided to follow them since it would probably be safer (and
more comfortable) than hanging around a mob of cattle that could stampede

with me in the way! We found the herd had come from the North and had been
eating the place out, but the trail petered out without us discovering any-
thing more. When we got back we found the fighters had killed one bull (after
missing alot) and stampeded the herd away from the village.

The carcase of the bull was examined, and the druid discovered that it was
enchanted - it was full of magic. Then we tried to figure out what to do
next .- I was sure the Sorceror was behind it. Some wanted to go up to his
stronghold, others wanted to kill those badthings (one by one....they seemed
hard to kill). I didn't want to get near one - I had no wish to be trampled
to death!

While this discussion was going on, Anthrax became impatient and tried
to stampede them by lighting a bonfire and banging a drum while he was up a
large tree. The only thing that happened was that one bull started eating
the bonfire wood, and the herd moved toward Anthrax. But they stopped under
his tree and he was in danger of passing out from the stink, so he tied
himself into the tree with his rope and yelled for help.

Those of us with bows and arrows (that is, everyone except the druid, the
cleric, the magic user and myself - at least it seemed like that) rushed
to the rescue and fired on the herd, which then moved away from the tree.
A number were killed, including one killed by Anthrax - when its feet got
tangled so it couldn't run away - it was dispatched by Anthrax's sword.
They spent the next day or two riding around dispatching, destroying

that awful herd while the magic user and I discussed the nature of evil,
good and neutrality.

We went to the chief and gathered our reward: 100gp each ( I wonder if
I could relieve anyone's purses now?) :
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we decided the eight of us, with some of the chief's yoemen would make
our way to the stronghold of the Scorceror whom I suspect: would not stop
just because we had killed all the cattle he had transformed into badthings.

That is for all now, O gentle reader.
Until next time. Iarewell.

ASTRIN.

Post Scriptum

We persuaded the druid not to steal a horse from the village as we left
~ the yoemen would probably have a very sharp argument, and it would be unfair
when the rest of us had to walk (besides, theiving .is my business! I must

admit I don't steal horses, though). s

Here the smooth flow of the manuscript is dlsturoed......hastj jottings
are all that is observed:

Town of Prince Frederick

I stayed at nunnery....inn of the Unicorn's well

West precinct..... looking for thieve's guild

We got into a brawl - TORMIL HAS DISSAPPEARED!
the jig is up?

We found his body with throat cut.

...Looking for Torgen......

Then at the end, in another hand, the following words: -

Astrin (II) was killed by a fireball from a tenth level Magician, after
being insanely pursuaded to (while the others escaped) throw a jar of
paint in his face.

contributed by Kathyrn Andersen.



ARMORED FORMATIONS & TACTICS

by Dale Murdoch

The normal size German and American tank platoon consisted of between
four to five tanks. Depending on terrain and the enemy dispositions on
the field of battle, these tanks can deploy in any of the following
formations:

kkkkhhkkhhkhkkhhkhhkkhkhhhkhhkkkhkkhhkkkk

The deployment of infantry and other such support units (i.e. Artillery
Observer) would behind directly behind the lead tanks. Using the above
echelons for cover, the infantry should be as close as possible, ready to
disembark and support the tanks at short notice.

khkkkkhkkhkkhhhkkhkhkhkkkhkkhkhkkhhhhkhkhhkkkk

LEAP FROGING - Movement from cover to cover by bounds. Tanks behind
cover give protecting fire to those tanks advancing
forward, towards the enemy, in open terrain.
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The 'leapfrog' was employed extensively by the Germans in the early
stages of the war. Because of the increasing amount of anti-tank guns
present on the Eastern front, their tactics changed and they used the wedge.
The Tigers were employed to spearhead ‘thé wedge because of its armor and
firepower, but was rapidly dropped after the disaster at Kursk.

American armored units used the 'leapfrog'method successfully against
heavier German tanks. If any opposition was encountered (i.e. Tiger), the
tanks giving covering fire would blind the enemy vehicle by firing smoke
shells in front of it. The tanks advancing would then move round on it
flank and shoot it in the side where the armor was weaker. For firing smoke,
the 75mm Shermans were used as there was no smoke shell produced for the 76mm.
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WHY A DEFENCE PACT WITH PAPUA-NEW GUINEA? By Jack Ford

when Papua-New Guinea gained its independence in 1975, it gained
the right to control its own defence forces and foreign policy, as
well as a border with a major regional power - Indonesia. The Papuan-
New Guineans based their foreign policy upon Australian lines, and
Australia's relationship with Indonesia has not been good since the
1950's.

Sukarno's policies lead to confrontation over Malaysia, Borneo
and Dutch New Guinea (West Irian). His successor Suharto hardly
improved the situation with the 1975 invasion of East Timor. Both
Indonesian regimes maintained a policy of expansion and island
unification. This policy was justified on the basis of the re-gaining
of all former Dutch East Indies territory (Irian Jaya) or because of '
potential regional instability (East Timor). Papua-New Guinea fears
Indonesian expansionism, particularly because Indonesia has been
expanding in the direction of the Coral Sea. Indeed there are reports
of stolen Indonesian Army maps which show Papua-New Guinea as another
province of the Republic of Indonesia. Some maps are also rumoured to
show Australia as an Indonesian province. '

Papua-New Guinea faces a more direct because of its land border
with Indonesia. Irian-Jaya has presented both the Australian and
Papua-New Guinean governments with a difficult problem. When Indonesia. .
gained its independence from the Dutch in 1949, it did include Dutch
New Guinea. The Dutch argued that New Guinea had always been a 'colony
within a colony', and that its people were of a different race (Melan-
esian) and religion (Christian). Indonesia reacted by using its
Malayan confrontation tactics. Indonesian troops were infiltrated
into New Guinea, but 75 per cent of these were either killed or capt-
ured by the Dutch and their native troops. As a counter against
Indonesian claims made at the U.N., the Dutch poured money into New
Guinea. Local industries were developed, a University established,
and provincial self-government set-up. By 1962 the Dutch reluctantly
gave in to U.S. pressure applied through the U.N., and left New Guinea.
The Indonesians took over on the understanding that the native people
would have a vote of free choice. When this vote was taken it was
recognised as a farce, with only a few Papuans voting, and the
Indonesian army standing-by in case of trouble. Dutch-educated
Papuans were arrested, and the Papuans formed a guerrilla orxrganisation
- the Free West Papuan Movement. (0.P.M.).

For Papua-New Guinea, the O.P.M. presents a difficult problemn.
The West Papuans are not only fellow Melonesians, but even relatives
to its border people. This border is a mere line on a’'map, and is
not defined by anything more than a few border posts. The people who
live on either side of the border, continually cross it to trade, and
visit families, as they have done for centuries. The 0.P.M. guerrillas
launch raids into Irian Jaya and then retreat across the border into
Papua-New Guinea. The small Papua-NewGuinea army is unable to stop
these crossings or the Indonesian army forays on border villages,
that follow O.P.M. successes in Irian Jaya. These forays have
increased over the past few years, and in one instance the Indonesian
Air Force buzzed the northern border town of Betano. Could you imagine
allowing the Indonesian Air Force to buzz Thursday Island, because
there are five Irian Jayian refugees currently interned there?
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At present, the Prime Minister Somarae is following Australian
foreign policy, in that little support is given to the O0.P.M. The
Labor Government has in turn followed a policy of moving towards
better relations with the Indonesians. This has meant taking a fence
sitting position as regards the O.P.M. But Somare cannot afford to
remain neutral because 1) an increasing number of West Papuan refugees
are fleeing to his country, and 2) the increasing opposition to Indon-
esia being expressed by his people and even members of his own party.
This opposition is fueled by the militant Melanesian nationalism
which is being expressed in Vanuatu and New Caladonia.

Indonesia is a republic which is run by the Military. Its Head
of State is a General who took power in a particularly bloody coup.
It is basically a Muslum country that persectures christian minorites,
especially the Ambonese, Timorese and Papuans. In simple terms, its
government understands strength of arms and the use of force. This
is their policy in both Timor and Irian Jaya. Indonesia maintains a
large army of 55 battalions and 529 armoured fighting vehicles; a navy
of 80 vessels including frgates and submarines; and an Air Force of
53 combat aircraft. Papua-New Guinea in comparison has 2 battalions,
5 patrol boats, and 6 transport planes. Only Australia as a major
supporter of Papua-New Guinea can defend that country against Indon-
esian agression. Indonesia has seen Australia play an indecisive
role in its most recent aggressions. In 1962 Australia opposed the
Indonesian Act of Free Choice in Irian Jaya, but did nothing to stop
it. 1In 1975, Australia allowed Indonesia to over-run East Timor with
only a few protests. Indonesia needs to understand that any aggres-
sion against Papua New Guinea will not be tolerated.

Traditionally, the A.L.P. has recognised New Guinea's strategic
importance to Australia. Billy Hughes as the Labor Prime Minster,
fought at the Treaty of Versailles for an Australian mandate over
German New Guinea. John Curtin saw New Guinea's defence as being
vital to Australian interests, when he clashed with Churchill during
World War II. In 1984 the Hawke Government endorsed a document
entitled "The Strategic Basis of Australian Defence Policy." This
document refers to New Guinea in the following terms: B

vaustralian policy for P.N.G. should be directed towards
minimising opportunity there for powers other than those whose int-
erests are closely aligned with Australia's and to ensuring that PNG's
primary relationship with Australia to be seen by Indonesia to be so". The paper
went on to discuss possible scenarios for Indonesian aggression
against Papua-New Guinea, and the possible Australian responses.
It concluded by stating that "Our enduring strategic interest is
to avoid Indonesian attack against or foreign occupation of P.N.G.
and P.N.G. co—operatibn in Indonesian attack against Australia.
It also requries the continuing development of our policies for
support of P.N.G.'s defence effort, as Australia's status as that
country's primary defence partner."

At present, these "policies for support" are confined to the
1977 Joint Statement on Defence Matters, which merely requires
Papua-New Guinea to request consultation with Australia in the event
of an Indonesian invasion. Australia would not be bound to defend
Papua New Guinea, but any government that failed to do so would
surely lose the support of the Australian people at the next election.



It is not inconceiveable though that an Australiag govern@ent may delay
in making a firm decision to support Papua-New Gulne§ against ag Lo
Indonesian invasion. Fear of Indonesian attacks against the maf? and,
or against Christmas or Cocos Islands or US support for {ndo?§51; .
should also not be discounted. Thus the only way Fo ensure t}at agrc-
New Guinea is brotected against Indonesian aggr95519n, and thdF another
East Timor situation does not occur, is for Australia to negotiate a

direct treaty with Papua New Guinea.

Comparison of Armed Forces

Reference:

PAPUA NEY GUINEA

Population: 3,200,000,

Military service: voluntary,

Total armed forces: 3,692.*

Estimated oNp 1979: $1.9 bn kina.

Defence expenditure 1979:19.8 bn kina (828.2m),
$1=0.702 kina (1979, 1980).

Army: 3,200,
-2 inf bns.
1 engr bn.
Log units,

Navy: 410.*
5 Attack-class large patrol craft,
2 310-ton landing craft,

Bases: Port Moresby, Manus Island.

\

Alr Force: 82.*
3 C47, 3 Nomad tpts.

THE INTERNATIONAL INSTITUTE
FOR STRATEGIC STUDIES

"THE MILITARY BALANCE 1982 - 1983"

INDONESIA

Population: 156,000,000,

Military service: selective,

Totalarmed forces: 269,000.

GNp 1980:42.424 by rupiahs($67.66 bn),

Estimated defence expenditure 1981: 1,714 bn
rupiahs($2.69 bn),

Gergrowth 1980:9.6%.

Inflation: 17,1 % (1980), 12.3%(1981).
$1=636.67 rupiahs (1981), 626.99 (1980).

Army: 200,000.* ‘

l'armdcav bde (10 cay bus, spt units).

13inf bdes(J?infbns).f

2 ABinf bdes (6 bus).t

I [darty regt.t

L AA arty regt.

4 Special Warfare Gps.t

2 construction engr regts (4 bns).

8 [dengrbns.

37indepinf, ary, engrbns.

Army Aviation:

I conipositesqn; 1 hel sqn,

93 AMX-13,41 PT-76 It tks; 75 Saladin armd, 60
Ferretscout cars; 200 AMX-VCIMicY, 60 Sara-
cen, 60 V-i50 Conmando, BTR-40/-152 APC;
180 76mm, 18 105mm (incl 1t) guns/how: 480
80/8 1 mm mor; 480 90/106mm RCL; 20 200,
90 40mm, 200 S7mun AA guns: 2 Aero Com-

mander 680, 1 Beech 1§ ac; 6 Bell 205, .
Aloweute 111, 16 BO-105 hel.

(On order: 133 M-101A1 105mm how (replacin
76mm); 6 Bell212 hel.) . - E

RESERVES: National Strategic Comumand: 11Q onl
to command Special Reserve forces jn stralegi
operations. lIncl army, KOSTRAD, AB, nava
forces incl marines, combat and tptac.

Navy:40.,000: incl naval airand marines.t

4 submarines: 2 Type 209,2ex-Sov W (I trg).

10 friates: 3 Fatahilla with 4 Exocerssn, | with
Wasphel, 4 ex-US Jones: 3 ex-Sov Riga.

15 large patrol crall; 5 ex-Sov Kronshtady, 5 ex
Yug Kraljevica, | Kelabang, 3 Aitack, 1 ex-U'
PGM-39,

4 PSSM Mk 5 FAC(M) with 4 Exocet M.

3 Liirssen TNC-45 FAC(T).

I Boeing hydrofoil.

8 coastal patrol crafl(; 2 Spear. 6 Aus Carpentariu

4 ex-Sov T-43 ocean minesweepers,

I comd/sptship; I trg ship with 4 Exocet, | hel.

131st,3 1.cu, 38 Lom.

(Plusin reserve: | Pattimura frigate; 1 Kronshtad
I Kelabang, 2 PGM-39 palrol craflt; | Recla
coastal minesweeper: | comd/spiship,)

(Onorder: 2 Type 209 subs, 2 minehuunters, 415,

fases: Jakarta, Surabaya,

(Cont. overleaf)



INDONESIA (cont).

NAVAL Al (LO0U); B cambatac, 10 arnied liel,

I Asw helsquwith 10 Wasp,

3 mrosqns: 2 with 6 Nomad, | C-13011-MP,

Boceing 737-200.

Other ac incl 5 1U-16, § C-47, 4 Aero Con
mander acy 4 Bell 471G, 6 Alouene I/,

BO-105 hel,

(On order: 2 Numad, 2 Bocing 737-200 Mn ac.

BO-10S bel.)
MARINES: (12,000).

2Zinfregts (6 bns); | closesptregt; 3 amph assaull.
/

aily, I aabus.t

30 PC-76 1Utks; 3 VPX-10 PAC 90 armd caus; ?

APC, Inel 6 AMX-T0P; 40inm AA guns.

(On otder: 37 VPX-10/90 armd cars,' AMX- 10

Al'C), .

Alr Foreer 29,000, 45 combat airceaft.*
2rGAsqns with 13 A-d13, 2 TA-d1L Skyhawk.
2intercemtorsuns with 11 [F-5E, 4 -5 17,
lcomsgnwith 150V-(ur..

Jtptsqns: 2 with 18 C-13011-30/-308, 1 L-100-30;
1 with ] C-140 Jetsrar, 12 C-47, 1 SC-7 Skyvan,
8F-27, lI0CASA C-212, | Transall C-1601°,

I liaison sqn with 2 DHC-3, 12 Cessna

207/401/402, ’
I helsquwith2 Bell 2048, 1 S-61A, 6 Puma.

I trg sqn: 2 T-6, 12 1-34Cl, 6 Hawk T-53, 20

AS-202 Jravo. e

. (Onorder: 16 A-4E FGA; 6 C-212,2 C-160F tptac.)

Para-Military Forcés: Police mobile bde 12.000,
" (getting 2'BO-105: hel).! About 70,000 Militia.’
Coastguard: 7 patrol boals. - Customs:. 7

28-metlre, 8 57-metre Lllrssen patrol boats,

* Somenrmed [orces elements atc engaged in rural aid s

ministrative dulics.

1 Korkaatun (Operational Command loe the Iest

ation of Law ind Ouder): no lorces assigned.

Kosinrav = Stiategic Reserve Command: army cor
mandd (16,500-19,000 nien) under direct control of 1

Minister of Delence and Securily. Incl ground coml
command (I aund, 3 inf bdes, | atly regt), ait coml
comiiiand (with 2 An bdes),

Kornesauniia = Special Forces Conunand 4,000

snecial parn/edo gps.

NEWZEALAND

Population: 3,160,000.

Military scrvice: voluntary, supplemented by
Territorial Army service: 12 weeks basic, 20
days peryear:

Totalarmed forces: 12,913,

GNP 1981:§NZ25.41ba (SUS21.19 bn).

Delenceexpenditure 981: SNZ 555.47 m
(FUS463.28 m).
$1=8NZ1.199(1981).

Army: 5,675,

2inf bns.

larty bty,

5 M-41 It tks; 72 M-113 avc; 10 5.5-in guns; 44
10Smm (incl pack) how; 23 106mm reL.

(Onorder: 26 Scorpion It tks.)

RESERVES: 1,412 Regular, 5,934 Territorial. 6
Territorial inf bns, | {d arty regt (3 btys), 2 Arc
. squs, :

é

Nnvy:2,843.
4 ﬁ’inulcs_:‘2 Leander (I x 4 Seacat sam. 1 Wasp
hel), 2 Type 12 (1 with | . 4 Seacat, 1 1
« 4 Lakelarge patrol crah, & ' e
(On 'order: 2 Leander frigatcs, sar hovercral, 2
Wasp hel,) )
Base: Auckland,

RESERVES: 958 Regular, 280 Territorial,

Alr Force: 4‘,395; 32 combatac.
1 raa SAnWIth 9 A-4K, 2 TA-4K Skyhawk,
locu m(h.l 6 BAC-167 Strikemaster.
2] MRrRsqnwith 5 238 Qrion.
wedtptsqns with § C-13011, 6 dndover 2 Boe!
727-100C, 3 Cessna 21, o e 2 Bocing
Ftpthel sqn with 6 Sionx, 3 Wasp, 9 UH-1D/1H
I f_m?l;ms sqn with 4 dndover, 3 Cessna 42](.:. 3
Trainers: 4 Airtourerac; 3 Sionx hel,

RESERVES: 1,039 Regular, 158 Territorial,

Forces dbroad: Sinpapore: 1 i
X ad:Singapore: Linf b with lop spty |
spthel unit(3 UJ 1) Egynt (Sinai tmre A!g '
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AUSTRALIA

Popubation: 15,065,000.

Militrey service: voluntary.

‘Totnbarmed forces: 73,183,

G E980: SA 122,43 bn(51JS 142.03 bin).

Deferz expenditure 1980-81: SA3.646 bn (SUS
4.229 bn), )

Guor growth 1980: 2.4%.

~Inllation 1980:9.3%.

$US §{=SA0.862(1980-81).

Armyz32,850.

“ Al divwith 3 bdes of 2infl bns,

| armdegl,

2 cuv sepls.

4 arty segts (1 med, 21d, 1 AD).

| fd engr, | construction, | f[dsurvey regls.

5 sigs rogis.

| Special Air Service regl.

| aviation regt.

I tpt, Eairiptsptrepts, )

103 Leapard 1A3 Mo, 790 M-113 Arc, incl 63
recee ARV with 76mu gun (48 with Scorpion, 15
withs Safadin turret); 34 5.5-in guns; 227 10Smm
hows; 51 M-40 [060vn rCl; Redeye, 20 Rapier
sAartdaunchers; 16 Porter, || Nomuadac, 47 Bell
20GB-1 hel; 37 watercrall, 87 LARC-5 amph
vehs.

(Onoeder: 36 M-198 155umm how.)

Reseives: 31,738 (with ug obligations); 2 inf div
110, 4 bde 1q, 188 [d, spt, log and tig units; | cdo
bn, § segional surveillance force.

Navy: £7,626 (incl Fleet Air Arm).
6 OxleviOberon)submarines.
3 Pergh (ex-US Adams) Asw msl destroyets
withoStandard sAM, 2 Tkara ASw.
I modified Daring destioyer (trg). .
2 Adebaide (FIFG-7) Irigates with | [arpoon
ssat, § Standard sam, | hel.
6 River frigates with | x 4 Seacat SAM/SSM, |
1kara ASW.
5 PCF-420 Freemantle, 11 Auack large patrol
crafi.
3 mod Br Ton coastal MCM.
61cr i tap). )
°I hy amephi Apt ship; | destroyer teader with Seacat,
"] hel: 4 training ship (ex-ocean ferry); | (leet

tankse
FLEET Ast ARM: (1,650); 20 combat ac, 6 armed

hel.

I attack squ with d A-4G Skylawk.

1 Asw s with 75-2G Tracker.

I composite squ with 75-2G, 2 11S-748 (ccM). -

| Asw helsqn with 6 Sea King Mk S0.

1 utilitg#sanr hel sqn with 10 IVessex 3113, 4 Bell
UTE-§8, 4 Bell 2068,

I trg sqqawith 8 M B-32611,2 TA-4G, 4 A-4G.

Instorage: 5S-2G ac,9 Hessex 31D hel,

(On owder: 1 Asw carrier, 2 TG-7 fiigates, |

© Durarce-type replenishment ship, 10 PCIF-420
large patrol ceall, 2 minehunters, Harpoon ssm,
Phalanx 20mm AA guns, 2 Sea King hel.)

Bases: Sydney, Melbowrne, Jervis Bay, Brisbane,
© Cairns, Darwin, Cockbura Sound.

RESGRYES: 1,090 (with trg obligations; list beiug
reorgauized).

Alr Foree:22,707; 128 combat aircrall,

2 tGAaZkecce squs with 16 F-11T1C, 4 F-111A, 4
RE-THIC. ’

Jinterceplor/rGa sqns with $3 Mirage 10O,

2Musqers: 1 with 10 -3 Qrion, Lwith 10 P-3C,

focuwith 15 M irage HIO/D, 10 MB-32611.

A lovwardair controller (ILwith 6 CA-25 iVinjeel.

5 Uptsquis: 2 with 24 C-1I0E/LL | Ntwith 2 Boeing
07-320C; T with 4 DNC-4 ac, 3 ULE-1D hely |
with 4 DHC-4 (C-7TA); | with 2 BAC-11T, 2
HS-248, 3 AMysiedra 20,

I med tpthelsqn with 8 CU1-47 Chinook.

2 utility Belsgns with 32 UL B/ Hroquois,

Trainess iacl 59 MB-32611, 8 115-748'12,49 C1-4
Aivtraiucr,

AAN: Sicdewinder, R-530,

(4 Chineefchelinieseive.)

(On owder: 75 I'/A-18 raaZinterceplor/tiy, 10
P-3C ke ne; R-550 AMlagic AAN; Harpoon ASM.)

RESERVES: YO0 (with Lig obligations) in 7 auxilinry
sqUS.

Forces Abroad: Exypt (Sinai Mro): 110; S UH-11
hel, Indid/Kashmir (UNmoGr): 6. Malaysin/
Singapore: 2 squs with Mirage 1O, | 1L with
DHC-4ac, UH-1H hel,

Para-Military Forces: Bureau of Customs, (On
order: [0 Soarclonacrerain as )



FLATTOP VARIANTS

By Mark Marychurch

The new Avalon Hill revised version of "FLATTOP", previously an
extremely good game, has been improved substantially. This being
because of the inclusion of ALL the ships which fought in the early
Pacific theatre battles as well as the entire U.S. Battlefleet which,
of course, was mostly destroyved at Pearl Harbour and other ships of
interest in both navies, e.g. USS Ranger, an unsuccessful U.S. light
carrier (forerunner to the USS Wasp), used mostly in the Atlantic.

These additional units allow great flexability in the playing of
the game as hypothetical versions of the present scenarioes can be
designed as well as wholely original ones. The ease of design is
obvious since the ship counters and associated factors are already
available.

Although these factors are present, it is unfortunate that the
non-counter factors aren't for the ships not in scenarioes. But
thankfully there is some help from General Magazine vol.18 no.6 which
features "FLATTOP". In addition to "Midway" and "Wake Island" scenarioes,
are some of the factors for the ships used in only these  scenarioces. But
this is some help (this issue of the General is invaluable for the
scenarioes alone, not to mention "FLATTOR" errata and "FLATTOP"factors
for 1942 period British ships). i

But careful reading can allow estimations of factors for those
unfortunate ships still lacking details to be determined.

Possibly the easiest and maybe the most intriguing scenarioes are
those based on the idea of "What IF the main U.S. carrier force was in
Pearl Harbour on December 6 and was attacked the next day? What would
happen in the initially vital battles in the Solomon Islands and Coral Sea
areas if some or all the carriers were damaged or sunk?".

On this idea, I have devised a couple of scenario variations which may
give some indication of the events as a whole if the above occurred. In
addition, details for other variations are given to some degree in the
excellent computer game "CARRIERS AT WAR 1941-1945" (whlch can best be
described as "FLATTOP ON A FLOPPY DISK").

CORAL SEA variations: ‘
1: The war with Japan began badly for the American Pacific Fleet after
Pearl Harbour;

Lexington and Enterprise were sunk

Several battleships sunk or irrepairable, others so badly damaged
to be out of action for many months.

Of the remaining Battleships still afloat, Arizona and Pennsylvania
were assigned to Fletcher and the Yorktown to repel the Jananese invasion
of Port Moresby in May, or at best,- hold the invasion until the arrival

of carrier reinforcements.
/

Order of Battle: /

ALLIED: replace CV Lexxngton with BB Arizona and BB Pennsylvanla reduce Sea
Based Air to 7 Wildcat, 13 Dauntless, 4 Devastator.

no change to Land Based Air.
JAPANESE: no change.

Starting positions are adjusted to match (Both BB's are fuelling?)
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A Japanese BB might be added to balance the scenario. if necessary say
the Kirishima or Haruna. :

2. (This could be used as a variation of the above scenario or the
original).

The Hornet and Enterprise were only 2 days away from joining the battle
historically and so could be added as either reinforcements or in the initial
forces if assumed to have arrived early ( if used as a variation to the
above scenario, assume Enterprise was damaged, not sunk at Pearl).

CV Enterprise had 7 Wildcat, 11 Dauntless and 5 Devastator.

CV Hornet had 7 Wildcat, 11 Dauntless and 4 Devastator.

Enterprise and Hornet were probably escorted by at least 2 CA's
(salt Lake City and Northampton, being the most likely) and 5-6 DD and maybe
a CL, say Atlanta, split between both.

If the earlier mentioned General issue was available, the inclusion of
a British carrier for-Enterprise, if the Enterprise was assumed lost at
Pearl, would be interesting (the Japanese would not have passed up carriers
as targets if possible I would say).

As you might have guessed these variants can be done in many ways each
causing more worries for both players as the basic strategies would be
radically changed compared to the original scenario.

Another way to do the variations is to use some other game as a strategic
operations controller, say "VICTORY IN THE PACIFIC", and fight the naval
battles with "FLATTOP" as a tactical system. Getting maps for the battles
would be difficult but not necessarily impossible (this would be a very
involved campaign) .

What ever you do the conclusion is clear that "FLATTOP" is an extremely
flexible game with the basic scenarioes able to be enhanced by any number
of variations. You might even use the USS Ranger so effectively in some
scenario that STAR TREK should be the voyages of the USS Ranger and not
Enterprise. :
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“Poacemaking's been good to ma, but my first
love will always be plilage.”
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A SCENARIO FOR QUARTERDECK GAMES' "IRONBOTTOM SOUND"
The Battle of Gelvink Bay, Dutch New Guinea 8 June 1944

By Jack Ford

On the night of the 8 June 1944 the U.S. 7th Fleet ("MacArthur's Navy")
including the Australian warships "Australia", "Arunia", and "Warramunga"
encountered a Japanese convoy which was running reinforcements to Biak Island.

Allied Ships
Australia Flag

Phoenix - ,use Helena

Boise

Arunta - use Zulu

Warramunga - use Gipsy

Fletcher

Abne:xr Read

Mullany.

Ammer

Hutchins

Daly

Beale

Bache

Trathen

Radford

Jenkins

La Valette :

Q0
[l

OO
Ut

.

oo
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Japanese Ships

B.B. Fuso =~ use Yamoto Flag

C.A., Aoba

C.L. Kinu - wuse Kitakami

D.D. Uranami

D.D. Samidare

D.D. Harusume

D.D. Shikinami - wuse Hatsuyuki

D.D. Shigure - wuse Yudachi

D.D. Shiratsuyu - use Kawakaze Coe

Japanese set up Shiratsuyu R13, Shikinami (Rear-Admiral Sakonju) Ul5, Harusame
Q13, samidare P12, Uranami T14, Shigure S14

Allied set-up Hurchins, Daly, Beale and Bache to enter on HH16, Abner Read,
Ammer, Mullany, Trathen to enter or HH17. Jenkins GG17, Radford HH1S,

La Valette GG18, Fletcher GG19. The Japanese are at a speed of six MFs and

are heading in direction 3. The allies are all heading in direction 4 at

four MFs. Visibility is 10 hexes and the radar rule should be used. Supiori-
Biak Island - X is on GG25.

On turn 1 the Abner Read, Ammen,Mullany and Trathen enter in column on
HH17, while Hutchins, Daly, Beale and Bache enter in column on HH16 in
direction 4. The allies may not fire torpedoes on Turn 1 unless in
visual range. -

There are 7 turns. On turn 2 the Japanese player may attempt to bring
in Fuso, Aoba and Kinu. Roll a dice end on a roll of a S or 6 the ships
enter on he A8. When this occurs the allied player enters Australia,
Boise,Phoenix, Arunta and Warramunga on he HH11. '

Japanese ships are at a speed of six MFs and are heading in direction
8. The allied ships are at a speed of seven MFs and are heading in direction 4.

Victory conditions:-~ An automatic allied victory is gained if Fuso
is sunk. An automatic Japanese victory is gained if two Japanese destroyers



reach he FF25 and escape.
with the most points wins.
but may not return.
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1f these conditions are not met then the player

The Japanese may exit on the western map edge
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A Shire in the Crown Principality of faochar, in the Kingdom
of the Dest for people celehrating the Current Middle Ages - -
in the $ociety for Creative Anachromism within Brishane.

‘Enguiries:, Nita Kerr, 70 Nicholson St., Mibchelton 4053;
gr phone (07) 355 4142 after hourd. .



%, icture if you will a green field encircled by colourful . :

y pPavilions, psnnants flying in the breeze, Lords and.- ladises
in madieval garb stroll around; a minstral strums his
lute; laughter sounds from a group playing games, On ths

#  field, armoured fighters strive with suward and shield for

their lady's honour, In the pavillion, the Royalty confsr with
their officsrs, During a lull in the fighting, a green-garbed
herald steps forth and announces Court, The peoples in their
finery begin to gather round,,,

AR scene from a medieval romanca? In this case, na, This is thas
Society for Creative Anachronism, a non-profit educaticnal
organisation, dedicated to the recreation of- the Middle Ages,
as they vere and as they might have bsen,

Members of thse SCA strive to rscapturs the ambisncs of the Middls
Ages, This rsquires histarical research into such topics as dress, .
weaponry, armour, Jeuslry, food etc. But mors than doing research
the members attempt to practice what they havs lsarnsd by actually
constructing'medieval-style artifacts, learning to fight, prac-
ticing Medisval arts and crafts, etc, Aresas of intersst ars as
varisd as the medieval culture: heraldry, manuscript illumination,
archery, weaponry, armour making, lacswork, dance and music,
postry, cooking,. breawing, costuming, equsstrian arts and much
mars, Im additiomr to the historical aspasct of research and re-
creationm, the SCA alsa attampts to embody those lost ideals that
are found in ths medigval romances: chivalry, courtesy, honour,
graciousness, This is racreating the Middle Agss as they might
have bsen, adding a nota of consideration for othars in an oftan
indifferent world, :

The Society is argarrised into nine Kingdoms covering the usa,

Camada, Europe and Australia, Each Kingdom is further subdividsd

inta Principalities,. Saronies, Provinces, Shires, Canton, etg,.
Kingdoms are: governed by Kings and Jueens, selectad by armed combat -
at regularly sheduled tournmaments, The victor crouns the lord (or
lady) of their .choice to reign beside them, Similarly, Principalitiss
are ruled by Princes and Princessses, elected by combat. in similar ]
manner, Baronies are guarded by semi-pearmanent Barons and/or
Safonasses, chosen by acclaim, Other groups are run by appointed
officsrs. The responsibilities do nmot rest soley on the shoulders

~of the monarchs, as thers is a well-arganised Civil Servicse to take
care of much of ths day to day tedium of running a group, Senschals
oversee the daily affairs; Marshalls supervise the fighting and
safety regulations. Various officers encourage the practice and
research of medieval arts and sciencss, Chroniclers publish neus-—
letters, the Registry procssses membership applications and maintains
the mailing list, and scores of othsr people kesep the whole SCA
organisation running, ‘ .

A typical SCA avent-is the tourney described above, Everyone comes
in medieval costuma, from the simplest peasant tunic to the most
elaborate court dress, Hospitallers can help first~time visitors
vith information, and the loan of suitable clothing, An attempt at
medieval garb and courtasy is all that is required to attend,
Authenticity is ancouraged in as many areas as possible: pavilions,
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‘food, utensils, furniture, clothing, weapons, etc. Part of the .
process is selecting a persona: the creation of a personal
character from a specific historical time and place, This is not
an actual historical figure, nor one adopted from myth and legend,
or literature., If you have always wanted to be a 6th century Celt
or 16th century cavilier, make up an identity from that period,
research the culture of the time and place, and come as someone
from that historical period., The cut-off date for the SCA is about
1600, When several persons have an interest in a culture, they
often band together as a household, Households are also formed

by people living in close proximation to sach other, or with

common interests,

The most visible activity at a tourney is the fighting, Combatants
‘study and practice the medieval martial arts, making their own
armour and (simulated) weapons, Besides the combat for the elec-
‘tion of King or .Prince, there are challenge matches, meless, and
other competitions for skill at arms, Knighthood is an honour
bestowed by the King and the council of knights on thoss who havs
demonstrated excellence on the field of combat, are knowledgeable
in such areas as heraldry, chess, dance, and courtly graces, and
who embody the ideals of chivalric tradition, They wear the trad-

itional white bslt, chain and spurs,

For those whose interest lies in areas other than fighting, an
event may also have dancing, music and archery, competitions in
baking, brewing, needlework, and many other activities to tast
the skill of a participant or whils away a pleasant aftisrnoon,
‘For achievement in the arts, and sucn knowledge as required for
knighthood, a person may bs awarged the Order of the Laursl by
a council of such psers, The Brder of the Pelican is awarded in
similar fashion for those who have enriched the Society by their

service,

Although the tourmament is a typical activity, it is by no means
the only esvent the "Society sponsors. There are numerous revels,
feasts and picnics, The most slaborate events of the ysar are
Twelfth Night and Miduinter, wners members wear their most elegant
costumes and spend the evening in Jancing and merriment, feasts

are held which are rich with authentic recipies and sgsntertainment,
Local chapters hold reqular meetings to teach, plan events and
share information, Guilds meet to practice specific arts and crafts,
The SCA also holds public- demonstrations of fighting, dancing, etc
by request., Semiriars. are held on topics of interest to members

and other students of medieval history,. -

€ach Kingdom publishes.its own monthly newsletter with news and
svents, The Society alsoc has a quarterly journal, Tournaments
Illuminated which publishes rgssarch articles, postry, artwork,
and other .contributions of members, It is sent to all subscribing
members, as is the Kingdom (Principality in Australia) newslettsr,
Your local group will also publish a newsletter, and can give

you more information on the Society and what is happsning in your
area, Contact them for more information or send any questions to

SCA AUSTRALIA

PO Box N166

Grosvenor St

Sydney 2000 Australia,
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ATTENTION!!111

The Games Cupboard is to be shifted. QUSS members please note that as at
the commencement of the 1986 Academic Year, the Games Cupboard is to be
moved from the Relaxation Block to the new Clubs and Societies Room.

(See map below) ...

S HECREATION
S CLuB- - -
L SN

[To GREAT,
COURT -
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GAMES AND INTERESTS OF QUGS MEMBERS

- By Jack Ford

The following information is drawn from the Registration Forms which
QUGS members are required to complete each year.

Name
Aldn Bradley
Eric Topp
Andrew Robertson
Aik Salku Sarri
Simon Pope

Michael Everding
Brenden Wilde

Thomas Marney
David Penny
Ian Jamie

David Boughey
Mark Marychurch

Jane Cleary
Scott Vandersee
Colin Bridges

Cameron Thomas

D. 'Hohn

Aaron Yuile
R. Byrnes
David Jones

Denis Clancy
Andrew Adcock

Lindsay Alan Warren

Robert MacGinley

Tainia Nieminen
Jeremy Gates

James Klaudt

' Chris Ryan
Paul Agapow

Games

boardgames, figurines, role-playing

Grav Ball, Traveller,.AD + D, MMII, boardgames

Richtofen's War, Panzer Attack, Acquire
roleplaying and figurines.

Call of Acthulu D+D, Dr. Who, Cosmic Encounter
Ourikus

Napoleonic and WWII figurines, role-playing

role-playing

The Longest Day, Flat-top, Air-Force,
Squad Leader to G.I. Anvil of Victory,
WWII figurines

boardgames

modern figurines, role-playing. _

Airforce, Luftwaffe, B-17, Starforce, Swords
and Sorcery, early Ares, War of the Ring
Bomber, Traveéller, Dragonquest, Runequest
Empires of the Middle Ages

computer ADV games -

role-playing, boardgames, figurines, computer
games.

boardgames, role-playing

AD+D, Traveller

Robin Hood, Viking Gods, Tactics II, AD+D,
boardgames

figurines (ancients, napoleonics and WWII)
boardgames, role-playing, Play-By-Mail

Central Front Series, Arab-Israeli Wars,
Panzer Leader, Robin Hood, Ancient WWII and
Modern (Australian, Indonesian) figurines,
role-playing

boardgames role-playing

boardgames role-playing

Runequest (2nd + 3rd Editions), Richtoffen's
War, Star Force Alpha Centuari, German Afrika
Korps figurines

ancient figurines, boardgames, role-playing

Assault, Squad Leader, Bushido, Aftermath,
Chivalry and Sorcery, AD+D, Melee, NATO,
Central Front Series, Red Star Falling
Modern figurines PR

Fortress Europa, Africian Campaign, Third
Riech, Russian Campaign, Ambush, Rivets,

Ace of Aces, Rotary Series, AD+D, Computer games

Squad Leader, Mech-War-77, Russian Campaign
Third Riech, WWII figurines

role playing ,

Car-Wars, Star Fleet Battles, Federation Space
Starfire I+II, Universe

Dragon Pass, Russian Campaign, Ringworld,
Super Squadron, Dewons, figurines

D+D, boardgames, computer games

Traveller, various role-playing
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Name Games con't “
Kathryn Anderson boardgames, role-playing
David Redfern Champions, boardgames, role-playing
Shane Daly Champions, role-playing
Timo Nieminen AD+D, Dragons, ancient figurines
Andrew Cleary Fortress Europa, Russian Campaign, Amobea Wars,
. Third Riech (3rd edition) AD+D, Dragons
Scott Mitchell Titan, Richtoffen's War, War and Peace, Star-

fall, Knights of Camlot, Africian Campaign,
AD+D, Napoleonic figurines

David A Sac role-playing

Anthony Connell Rivets, Wizard, Beltzer, John Carter, Olympia
Medieval/renaissance figﬁrines, Fantasy
figurines

Jack Ford ) Americian Civil War and World War II Pacific

boardgames, Empires of the Middle Ages,
Dr. Who, Constantinople, Berlin 85.
Mark Hodginson Empires at Arms, boardgames

Should you wish to contact any of these people you can do so through
the QUGS contact list which is held at the Clubs and Societies Office of
~the Union Complex or telephone 371 1611.
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Wizard of Id
TIME FOR ROLL CALL

{ | FEEL LIKE 1M IN
THE FOREIGN LEGION

DUE TO THE GENERAL SLACKNESS OF OUR CARTOONIST (THE PRESSURE OF
POST EXAM CELEBRATIONS ETC.) AGENT 00? WILL NOT SURFACE AGAIN
UNTIL OUR FIRST 1986 ISSUE * WLE ALSO BELIEVE THAT BIRTHDAY BEST
WISHES ARE IN ORDER FOR LAST SATURDAY (30TH) AARON.










Exciting new Strategic
Game played by mail

'TURN ,
RETROM SIRIUS

Play-by-Mail games — what are\
they? An interesting and fun way
~of playing games.

| If you like games and don’t seem to have the g

e '.r time or opponents-and you would like more - g
-k information, ring us on (002) 23-3926 or put
~ your: address on the back of an envelope
enclose a stamp and send it to:

.~The Missing Tiger,

- G.P.O. Box 286C, Hobart 7001
[ Tasmania. B

Return From Sirius is a game where you start owning almost nothing and build a
massive empire spanning perhaps 30 stars. You direct your starships into battle
or to rich trading planets. Many different types of starship can be built by
your industries to serve the many different purposes you will find for them.
The other eight players scattered all over Australia will foil your plans as
they too strive to gain control of the greatest planet of all: Earth.

The cost is just $3.00 per turn plus a starting up cost of $5.00 and a $5.00
deposit. For that you get a detailed computer printout of your empire and an
order sheet to fill in. Also, we will pass on any messages you may have for the
other players. Apart from the stamp, the rule book is free.



DO YOU PLAY GAMES ?

Do you play games like chess, dungeons and dragons, blitzkreig, diplomacy
or do you battle video aliens? Can you always find opponents?  Can you fit nine
players around your table? Are you annoyed when they decide to finish for the
night just because it's 4 a.m. when it's only ONE more move for your master
plan to succeed? Are you sick of the tapping fingers and heavy sighs while you
are considering your move? Are you tired of having a vital move wrecked because
you didn't have the time to check a rule? Are you tired of your reputation as
a good games player uniting your opponents against you before the game starts?

Play Return From Sirius
WHY?
Return From Sirius pits you against players from all over Australia.
Other players will not know who you are until you tell them. Return From

Sirius gives you the opportunity to play other games with these players.

You can relax and play when it suits you and consider your strategy and
its implications in full detail without interruption.

- Play Return From Sirius
WHAT?

Return From Sirius is a play-by-mail game in which nine players strive
for control of the galaxy using their skills as explorer, trader, general and
diplomat.

Play Return From Sirius

HOW?

For more information and a copy of the rules fill in the attached form
enclosing a stamp and send it to:-

THE MISSING TIGER
P.O. Box 286 C
Hobart G.P.O.
TASMANIA 7000

Please send me a free copy of the rules to Return From Sirius.
I enclose a stamp.
I understand there is no obligation to play the game.

Name © e e o s s s s e s e s s o s o s s o
Street . . . ¢ ¢« ¢ ¢ e s tie 4 e a8 e e e e
State “ e« o o o o« s o . PostCode . .. ...
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