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EDITORTIAL

A somewhat belated introduction to new members by the magazine,
but a warm hello to both new and continuing members.

This edition sees a variety of topics covering reviews of
boardgames (Diplomacy, Wake Island), together with detailed
discussions on Duckgod, and Han Dynasty. Allan, club President,
has submitted a new 1ist covering club equipment not listed in
previous editions. There is a standing invitation to all members
to either contribute any material fhey may wish or to participate
in games at the invitation of other members. Any old games
magazines you don't want? Don‘t throw them out - the club may

be able to use them!

In addition I'd 1ike to extend a personal invitation to all
members to submit articles for this magazine. It's your
magazine, so please feel free to send in any articles or

~ suggestions about the magazihe'é presentation.

Also a brief reminder from Jack Ford, Treasurer, in this edition
about membership and budget allocation.



Q.U.G.S. MEETING DATES FOR 1983

Saturday 7th May

Saturday 4th June

Saturddy 6th August -
Saturday 3rd September
Saturday 1st October
Saturday 29th October

(The first Saturday in November
~1s at the end of Study Week!')

A1l meetings are held in the E.G. Whitlam Room which {s open at 11.00am.
Meetings commence at 1.00 pm and run for approximately an hour. The
Whitlam Room is then left open for the rest of the afternoon. The
above dates are official and any changes to these times will be notified
to you through the mail. :

Membership fee is now overdue!

There are still a number of last year's members who have not renewed
their membership to Q.U.G.S. The cost -of membership is $3.00 and is
payable to: : :

The Treasurer

University of Queensland Union
ST. LUCIA 4067 .

Also it has come to the attention of the Executive that there are a
number of student Wargamers who are not members of Q.U.G.S. If you
know of any U.Q. student who 1is interested in, or already is involved
in, any form of simulation gaming, you should encourage him or her to
Join Q.U.G.S. The benefits of being a member of this Society are
listed elsewhere in this magazine. Show this magazine to non-members
and ask them to come along to the next meeting. ’

REMEMBER - IF YOU ARE A STUDENT AND A WARGAMER, Q.U.G.S. WANTS YOU .
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A REVIEW OF WAKE ISLAND

by Jack Ford

Wake Island is produced by Mayfair Games, and is the simulation of the
Japanese assaults on the United States base of Wake Island from
December 8th 1941 to December 23rd 1941. Historically the Japanese
finally overcame the defenders of Wake Island though this game is
balanced enough so as to enable the U.S. player to hold out until the.

v 1ast turn (2400 hours or December 24th) .

This boxed game contains one 17x22 map, a ten page book of rules, a
record chart, dice, and two sheets of counters. These counters are
colour-coded and represent U.S. Marine and Marine Air Force Units,
Americal Civilian Workers, individual Japanese ships, Japanese aircraft,
and marine units. The Japanese ship counters represent individual
destroyers, cruisers, transports and destroyer transports. The Japanese
aircraft counters represent land based bombers and carrier based dive-
bombers. The Japanese land force counters represent marines of the
Special Naval Landing Force, and the Imperial Japanese Naval Battalion,
and (for desperation) Japanese destroyer crews. .

The game is played in 17 game turns which move from 8th December to the
24th December 1941. Each indiyidual date turn is divided into 8 time
turns, each of 3 hours duration, with three special night phases for
0300 hours, 2100 hours and 2400 hours. There is no air combat during
the night phases. The Victory Conditions ire simple. The U.S. player
must hold out for as many date turns as possible, while destroying as
many Japanese units as possible. The Japanese players must take Wake
Island as quickly as possible with the minimum of loss so as to reduce

_ the Tevel of U.S. Victory Points.

Having played Wake Island, I find it a highly enjoyable game, balanced,
and with a simple rules system. The Japanese player has to destroy the
American coastal guns and air support before he can attempt a successful
landing. Thus the Japanese player concentrates his overwhelming airpower
against these objectives and usually finds it difficult to attempt an
invasion before December 13th. Once ashore, the Japanese player whittles
the U.S. forces down until there are no undisrupted U.S. units left.
Combat results are not very bloody and reflect the general wearing down
and disintergration of units under combat. Thus the danger for both
players is that they could destroy their units through continuous attacks.
Of course this is a bigger headache for the U.S. Player who has fewer
reserves to draw upon. Most combats end in disruption which involves

the flipping over of a counter which reduces its movement and destroys
its attack factor. Two disruptions to a unit and it is automatically
eliminated. :

. Perhaps the most important counter for the U.S. playdr is the Headquarters

Unit which improves his chance of undisrupting the units it 1s stacked
with. The best strategy for the U.S. player is to defend as much of

Wake Island as possible, abandoning positions only when forced to do so. -
Counter-attacks should be made only if there is an excellent chance of
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success. For the U.S. player, holding out to the last turn is the most
important objectiye. My only complaint about the game is with the
allocation of extra bombardment points on December 21st (8 per turn).
Usually bombardment is given from ship counters which are subject to
counter-fire from American Coast Defence Artillery. But after -
December 21st, the Japanese player receives bombardment factors off

the mapboard which are therefore unable to be engaged by the U.S.
Coastal Defence Batteries. These factors presumably belong to Japanese
battleships. If the U.S. player's forces are so weakened (which they
usually are by this time) then it is possible for the Japanese player

to use his bombardment factors to destroy the remaining U.S. units.
Historically this is inaccurate because due to the ineffectiveness of
naval bombardment (as proven later in the Island Campaigns) the
Japanese would still need to use their land forces to capture the island.

ADDENDUM TO CLUB EQUIPMENT AND LIBRARY INVENTORY

In a previous issue of this magazine we listed the equipment possessed by the
club. Since then, further material has been obtained, and is listed below:-

BOOKS:
Charles GRANT: WARGAME TACTICS

David LONGFORD: "WAR IN 2080
OSPREY MEN AT ARMS SERIES: THE ARMY OF NORTH VIRGINIA, ARMY OF THE POTOMAC

MAGAZINES:
SABRETACHE (AUSTRALIAN MILITARY HISTORICAL SOCIETY): Issues 3 & 4
BREAKOUT Vol. 2 No's 2, 3 & 4 |

WHITE DWARF Issues 36, 37 & 38

ALLAN
PRESIDENT










































