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The 1989 National Strategy & Adventure Game Convéntion and Expesition!
A STRATEGICON Quality Game Convention!

Even bigger and better than the much acclaimed L.A. Origins ‘86!

Dozens of Historical Board Wargaming Tournaments in the best Origins
Traditions! A Origins managed by real "gregnards}”

Scores of Role-Playing Game Events that will lea¥e you breathless!

Special emphasis and dedication te Miniatures§ Gaming!

A staggering array of Computer Gaming Tournaments and Demonstrations co-
sponsored by some of the largest names in the Computer Game Industry!
Traditional Family Games a spegiality! Something to play for everyone!!

See all the Major Manufacturérs in theExhibitor Area!

Shop for all of the newest “Origins” game releases!

Meet many of your favorite gaming celebrities!

Enjoy Demonstrations®@f'many néws,game releases!

Special GAMA Panel/Seminars include: Freelancing (or Even Starting Up Your
Own Game Company); “So, You Wantito Open A Game Store..."”; Editors and
Publishers Assemble; Industry'News, Trends and Gossip; How to Design and
Develop Board\Wargames; How to Design and Develop Role-Playing Games.
Attend the manyAuctions, divided into themes for your convenience!
Announ€ingthe return of the Origins Flea Market where you can attend as
buyerfor sellerthe greatest “Gamer’'s Garage Sale” ever assembled!

No Tournament or'Event Fees! You pay only the One Low Admission Price!
Open Gaming and Registration begin a day early on Wednesday, June 28th,
1988.at nocharge! Arrive early, get settled in, and play some games before the
show officially opens on Thursday, June 29th!!

Everything “under one roof” at the L.A. Airport Hilton Hotel (213) 410-4000.
Makemew friends and fond memories at Origins ‘89 that will last a lifetime!
Spend a few extra, fun filled days enjoying the sites of Southern California!
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L.A. Origins ‘89 is sponsored by GAMA, The Game Manufacturers’ Association and run by
STRATEGICON, a division of 3W, Inc. For more information, call (213) 420-3675.
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Empires in Arms (Avalon Hill Game Company)

EMPIRES
IN ARMS
Strategies in
Spain

by
Keith Martens

The following is an article
which originally appeared in/The
Canadian Wargamers’ Journal,
Issue #7. It is repro-duced with
their kind permission. For more
information on T'he Canadian
Wargamer’s Journal, please see
their ad in this.issue.

The/Napoleonic Wars were
fought on a continental seale.
Each area ofeonllict took on a
completely differentcharacter.
Russiapwith'its vast expanse and
frigid winters; Austria with a
dense population and wide river
crossings; and the home ground of
France.But Spain and Portugal,
the Péninsula, was the most
unique campaign for many
reasons.

The terrain was very rugged
with a poor road system. The
main avenues of advance were
protected by large fortresses;
especially on the Portuguese and
French borders. The countryside

was poor and sparsely populated
making foraging difficult.

The Peninsular War featured
unusual troops (besides the two
best armies of the day; the French
and British). The Spanish army
swayed wildly from courageous to
dismal. The Portuguese army
was terrible at the beginning bul
improved greatly after intensive
British training. The Spanish
guerillas brought about a
fundamental change to warfare
that Napoleon never did fully
appreciate.

In the context of wargaming,
this campaign has been difficult
to simulate and its part inthe
overall context of the Napoleonie
Wars is usually shoehorned into a
typical Central European setting.

Empires in Arms isithe best
simulation of'strategic
Napoleonic warfareavailable. Tt
allows the player all the major
decisions of a'ruler ofa country
including diplo-macy, grand
strategy, economiés, corp creation
and composition,leaders, tactics,
supply; special units, and more
than mere,lip sérvice to naval
operations. As far as the
Peninsular War goes, the game
does agood job ofintegrating this
campaign witha minimum of
“chrome” rules to give it the right
feel. One senses the difference
when attacking Spain. It is not a
Prussian campaign against units
with yellow uniforms.

What follows is some strategy
notes on fighting in the Penin-
suladuring a game of Empires
in Arms.

STRATEGY
NOTES

Obviously, the Peninsula is
just part of the whole game
(unless you are playing the
Peninsular War scenario) and, as
such, can nol be completely iso-
lated. I will assume that a major
power has designs on the area
(realistically only I'rance or
Britain could mount a real threat
to Spain) and invades it.

DIPLOMACY AND
GRAND TACTICS

SPAIN:

In most.ecampaigns, Spain is
an Uncontrolled Major Power
unless there are seven players:
This is notitoo surprising since it
has a weak army and a peor
economy, which does not make
playing Spain a gamers’ first
choice.

However, for gamers who
want a'challenge and think they
are a masterdiplomat, Spain can
be rewarding (you might even
win!). Spain needs a strong ally
as a deterrent and in the early
campaigns has one crucial thing
to offer, their fleet.

A French/Spanish alliance
matches 106 ships to Britain’s
100 in 1805. This is France’s best
chance to subdue the British
fleet. The Spanish should seek
sub-stantial concessions early in
the game from the highest bidder,
but be prepared te suffer the
wrath of the spurned.

FRANCE:

Why would France attack
Spain? Historically, Napoleon
tricked the king of Spain into a
dungeon in Bayonne and basic-
ally walked in. Unfortunately,
the Spanish did not take this like
Brussels businessmen and the
word ‘guerilla’ was coined.

I can think of three reasons
why France (or anyone, for that
matter) would attack Spain:

1. The Spanish are winning
the game.

2. You feel you can defeat the
Spanish quickly and gain a
freehold in Spain.

3. You want to lure an enemy
into helping Spain and standing
and fighting (most useful for the
French to lure the English into
battle).

Number one is a valid reason
and must be done. However,
reasons two and three are fraught
with peril as discussed in the
upcoming cam-paign notes.




