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SURFACE COMBAT: The Allied player names targets and fires first. 
The Convoy, Hood, and Norfolk all fire at Scharnhorst for a total of six 
shots. He rolls : " 1,3,6, 2,4 ,2" for a total of 1 hit. The hit is rerolled and 
yields two additional points of damage-enough, when added to the 
already existing damage, to severely cripple but not sink the 
Scharnhorst. 

Duke of York fires four times at A dmiral Hipper and rolls : " 1,1,6,3 ". 
He rerolls the hit for a total damage of 1 point. Warspite takes four 
shots at Graf Spee but misses with all four. 

Because all the other German surface ships have been 
attacked, the Allied player may and does attack the German carrier. He 
allocates fire from both the Sussex and Repulse against the Gr af 
Zeppelin . The Repulse rolls two "fi 's " and a "6". The "6" is rero lled 
and the resulting damage of " 4" sinks the Graf Zeppelin . The disabled 
results are ignored and the Sussex is left with nothing to shoot at . Her 
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fire capability for this turn is lost because targets can 't be switched 
once allocated. 

The German player now returns fire . The rules prohibit him from 
attacking the convoy until all the escorts have been damaged or 
disabled so the Scharnhorst fires at the Hood three times . Since 
Scharnhorst was damaged prior to this round of combat it may not add 
"1 " to its die rolls. The die rolls are " 1,3 and 5 " ; thus disabling the 
Hood. Gr af Zeppel in takes one shot at the Duke of York and rolls a "3 "; 
even w it h the +1 die roll adjustment for an undamaged German 
surface shi p this is a miss . Admiral Hipper fires once at the Warspite 
and roll s a "5". This becomes a "6" with the +1 additive and the hit is 
re rolled for a damage count of "3 " . Graf Spee fires twice at Repulse 
w ith no effect, havi ng rolled a "2" and " 3". This ends the first round of 
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DISENGAGING: Actual strength of all ships after the first round of 
surface combat is shown in parentheses beneath each ship. Finding 
himself outclassed in firepower , (14 Allied shots to 4 German shots) 
the German announces he is disengaging prior to the second round of 
surface combat. He withdraws the Scharnhorst separately at a spee d 
of 2 and the Admiral Hipper and Graf Spee together at a speed of 5 . 

The Allied player decides to pursue but must lea ve the Convoy and 
Warspite behind due to their reduced speed which makes it impossible 
for them to catch even the crippled Scharn horst. This move 
guarantees that the Convoy will reach Russia regardless of the 
outcome of further battles. The Barents Sea will not be contro lled by 
either side due to the presence of German U-boats and the withdrawal 
of the German surface ships . The British player splits his pursuit in to 
two groups; sending Norfolk and Sussex after Scharn h orst , and the 
Duke of York and Repulse pursue Admiral Hipper and Graf Spee. The 

second round of surface combat is now ready to begin . 
Norfolk and Sussex fire at Scharnhorst and roll a " 4" and "5 ", thus 

disabling the Scharnhorst and ensuring its escape. It returns fire­
rolli ng a "4" at Norfolk with no effect, The turn is now over for the 
Norfolk and Sussex-they may not aid in further pursuit of other 
German vessels. 

In the other pu rsuit, the Duke of York fires four times at the Admiral 
Hipper and the Repulse fires three times at the Graf Spee. All seven 
shots are misses, The Admiral Hipper fires once at the Repulse and 
rolls a "4" for no effect. The Graf Spee fires twice at the Duke of York 
and rolls "4 and " 5". The Graf Spee started the round undamaged so 
she adds one to both die rolls obtaining a hit and a " disabled".The hit is 
rerolled and 4 damage points are assessed against the Duke of York . It 
returns to Russia with a "4" damage counter . The second round of 
surface combat is now over. 

5
 



[§ Graf Spee Repulse 

"'Il'llI\'m­ dbdtt+ 

1 ~ 2 2 53 3 6 

The British player now has second thoughts about continuing the decides to break off pursuit before the third round of surface combat. 
pursuit. He no longer enjoys a numerical advantage in number of The German, having been the first to disengage, may not follow. 1>.11 
shots and has to receive fire from two enemy ships, one of which is combat for this turn is now completed. 
undamaged and receives a +1 additive to its shots. The Repulse thus 
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Leeward Publications, lnc. , publishes several 
outstanding reference books on U.S. naval 
vessels of WWII. Their SHIP 'S DATA series 
includes (both presently available and in prepar­
ation) profiles on the North Carolina , Alabama, 
Bowfin, Texas , Arizona , Enterprise and York­
town as well as a special profile on the Pearl 
Harbor Attack. A stamped, self -addressed 
envelope to their P.O. Box 149, Annapolis, MD 
21404 address will bring you a listing of their 
currently available publications and most recent 
prices. 

DESIGN DEPA RTMENT 

We will answer questions about the play of this 
game at no charge but only if you enclose a 
stamped. self-addressed envelope with your query . 
Before writ ing to us however , we suggest 
thoughtful reference to the rules which should 

answer any questions and save you time and 
postage. For a current replacement parts price 
list send a stamped , self-addressed envelope to : 
The Avalon Hill Co . / 4517 Harford Rd . / Balti­
more MD 21214 

CLARIFICATIONS : 

1. The game does not end because either side 
obtains more than a 10 POC lead, unless a 
player w ill ingly surrenders. Neither side can 
have more than a 10 POC lead at anytime during 
th e game; POC in excess of 10 are lost. 

2 . As stated previously in 2 .3 Germany and 
Norway are the same port. All ships stationed in 
the Germany-Norway port complex may freely 
mov e to either th e Baltic, North, or Barents Sea 
every turn . 

3 . A convoy is not considered a " surf ace vessel" 
for purposes of rule 11 .6 . 

4 . DISENGAGING ships do not move to an 
adjacent sea area. If they escape pursuit they 
return to a port. 

5. German ships may enter the Mediterranean , 

6 , Axis ships in the South Atlantic after combat 
resolution must return to the Neutral Port or use 
the Oiler rule (Germans only) if France is an in­
active port , 
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THE GENERAL
 
Now that you know how to play the game, the next 

problem is probably who to play it w ith . We can help you 
with that problem and many others only through your 
subscription to our bi-monthly gaming journal. THE 
GENERAL. In THE GENERAL you'll not only read all there 
is to know about this game, but will also learn about our 
dozens of other exciting simulation games of skill. Every 4 
color , forty-eight page issue is jammed full of professional 
articles on the strategy and tactics of Avalon Hill gaming . 
Look and see what THE GENERAL offers : 

ADVERTISING: Our Opponents Wanted Column 
allows you to advertise, for a minimal charge , for 
opponents, discontinued games, or competit ion of any 
sort. Each issue contains hundreds of ads which are read 
by our many readers worldwide. The fastest way to find 
an opponent for this game , whether it be across the 
street or the Atlantic Ocean, is in the pages of THE 
GENERAL. 

CONTESTS: Every issue poses challenging game 
situations which you can enter and win free games 
utilizing your playing skills for this or any of Avalon Hill's 
many other games . 

TAC TICS & STRATEGY : Learn why you lose or how 
to win . The nat ion 's best players and our official staff 
members write many thought-provoking articles on the 
winning ways of the entire gamut of Avalon Hill games. 
Each issue contains a " Series Replay " in which an 
actual move-by-move game is printed - profusely 
illustrated, and played by recognized experts . 

HISTORY: Curious why one side always seems to 
win? Each issue contains in-depth historical mater ial to 
enhance your background of the game situation. 

GAME DESIGN: Wonder why this game was 
designed the way it was? Read THE GENERAL and find 
out! Our regular DESIGN ANALYSIS column features 
explanatory treatises by our designers . Only here can 
you find ready -to-play variations , new scenarios , and 
perhaps even more counters for this game . 

QUESTIONS ANSWERED: In our Question Box you 'll 
find the only official source of rules interpretations and 
changes for this and our other games. 

PRODUCT REVIEWS: Interested in other Avalon Hill 
games? Check them out in the Reader 's Buyers Guide. 
The RBG is a game review compiled by our subscribers 
at large-the people who play the games . Realism, 
complexity, play-balance, and excitement level are only 
a few of the categories rated in the RBG. 

WHAT'S HAPPENING: Like to know what's going on 
,in the gaming hobby? Each issue contains an installment 
,of the "Avalon Hill Philosophy" where we announce the 
,new games , discuss possible new titles, and generally 
keep you informed . In addition, the INFILTRATOR 'S 
REPORT keeps you posted on tournaments, 
conventions, club news, and unusual happenings. 

VAL UE: In every issue you 'll find a value coupon to 
be applied against the cost of postage when purchasing 
games directly from Avalon Hill. All of this for only just a 
few dollars . How can you lose? If you 're convinced, 
send your check for a two year subscr iption which will 
save you lots of money off the indiv idual copy price . SEE 
PARTS LIST FOR PRICES. 

Since its incept ion in 1964, THE GENERAL has 
stood the test of time . Increase your enjoyment of this 
and other Avalon Hill games many-fo ld w ith a 
subscription. 


