


     There have been 
computer aided or mod-
erated games before in 
the hobby and I recall a 
myriad of articles back 
in the 80s and 90s 
which predicted that 
was the future of war-
gaming, especially for 
miniatures.  That never 
happened for various 
reasons, but from time 
to time it still emerges, 
but never seems to gain 
traction.  However, one 
recent board game may 
hold the key to what is 
needed to bring this to the 
forefront. 

      That game would be U-
Boot:  The Board Game 
from Phalanx Games.  A 
massive package that gives 
1-4 players the chance to 
take a WW2 German U-
boat out on missions in the 
Atlantic Ocean.  While 
there have been several 
WW2 submarine games, 
there certainly has never 
been anything quite like 

this before! 

     The box contains a lot 
of components that will 
take some explanation, 
which makes it hard to 
know where to begin.  
Booklets, cards, tokens, 
miniatures, and more fill 
the box, then on top of all 
that there is an almost 3 ft. 
long cardboard model of a 
submarine!  This is the 
kind of box opening that 
can induce panic and anxi-
ety.  The strange shapes of 
the tokens, all the boards, 
the attack disk, maps, and 
more seem overwhelming 

at first.  However, when 
you start going through the 
rules and some of the 
online videos, things start 
to make some sense. 

     As with most of my 
games I start by putting all 
of the cards into plastic 
sleeves and sorting them 
into the stacks for each 
player to use.  Next up is 
printing any rulebook 
changes, player aids, etc., 
and then finally organizing 
all of the tokens once I 
know what they will be 
used for in the game.  Fi-
nally, with games such as 
this, Iôve started to paint 
the game pieces, especially 
if itôs a) going to be some-
thing that weôll play more 
than once, and b) it will 
enhance the game play. 

     For U-Boot, that mean 
assembling the submarine 
and painting the parts.  I 
couldnôt see any purpose in 
having to assemble the 
entire thing each time you 
play, so I glued everything 
into three huge pieces, plus 
the conning tower.  That 
way, all I would need to do 
is assemble those pieces 
before each game, which 
would take about 60 sec-
onds!  I used a black 
Sharpie pen and gray paint 
to edge all of the cardboard 
pieces before assembly.  
This did take some time, 
but it looks s much better 
when finished! 

     Now it (cont. on p3) 
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(cont. from p2) was on to the painting.  
There were several pieces that needed to 
be added to the conning tower, some 
large crew markers, then the 16 crew.  
While not the most challenging minia-
tures to paint, I thought it would look 
better than the colored plastic they were 
molded in.  The company also has a resin 
kit with several other pieces, but after 
seeing the cost and realizing that it didnôt 

really matter for gameplay I decided not 
to order it.  However, I did order the large 
play mat, which will help out players and 
it looks better with the sub on it. 

     At this point it was time to test out the 
game.  Playing this solo, as I was to find 
out, is just about impossible!  There is 
just too much going on and while you can 
pause the app, you will miss a lot of stuff.  
The optimum is four players, but two or 
three will work as well.  Players take the 
role of Captain, First Officer, Navigator, 
or the Chief Engineer.  The Captain, nat-
urally,, gives orders, but he does have 
some crew that need to be placed on the 
sub.  The First Officer manages the app 
(phone, iPad, or computer versions) and 
weapons, while the Navigator plots 
courses, runs tactical, and feeds the crew.  
Finally, the Chief Engineer handles depth 
and speed changes, repairs, and handles 
most of the major ship related crises that 
pop up. 

     The Captain gives orders, such as 
course changes, prepare the food, fix 
maintenance issues, etc., and moves a 
token on a track.  This 
activates the various 
crew members on each 
watch.  Each player has 
four crew members on 
each watch who can be 
activated three times per 
watch.  Once you go 
beyond that, the captain 

starts moving another token down 
the morale track, which is not 
good.  This causes the Captain to 
draw cards, which cause more 
problems! Once a watch is fin-
ished, players flip over their 
watch board and adjust activation 
markers.  If the Captain gives out 
too many orders on a watch, the moves 
the morale token as well on the track, 
forcing that player to draw more cards. 

     Now all of this is going on while the 
First Officer monitors the app.  The app 
will call out things like the need to 
draw event cards, radio messages (the 
First Officer must use the dayôs Enigma 
codes to access them), change of mis-
sions, contacts, and more.  All of these 
things can cause the Captain to need to 
issue orders that move the crew 
throughout the sub.  Each crewman has 
a different shaped base and a different 
set of skills, so finding the right crew-
man and getting them into position is 
very challenging. 

     The Navigator, meanwhile, is calculat-
ing the course on the actual type of maps 
that U-boats used during the war and 
when a contact is announced, then need 
to use the attack wheel.  
This is a device that has 
several wheels on it for 
the U-boatôs current 
course, contact bearing, 
and the contactôs course.  
Once that is determined, 
the Navigator updates the 
tactical board for the cap-
tain.  On top of that, the 
app will ask each night 
what the crew was fed 
each day.  The number of 
meals and what was in 
them also adjusts the morale track, so this 
becomes a game within the game! 

     Now this is all being done in real time, 
but thankfully there is a pause button, 
which certainly helps when things get too 
crazy!  This especially helps if youôre the 
player who is the Chief Engineer.  There 
are usually a number of things that re-

quire maintenance 
on the sub, plus 
your team handles 
the diving, speed 
changes, etc., plus 
you have to repair 
all of the battle 
damage!  If there is 
a hull breach you 

have 60 sec-
onds to as-
semble the 
puzzle pieces 
of the sections 
where the 
breach is and 
if you canôt 

finish that area is flooded! 

     Combine all of this into a real time 
game and you have some real chaos!  
Things start out nice and smooth, but then 
some things break down, thereôs a change 
of orders, trying to deal with contacts, 
getting into firing position, then escaping 
the escorts is nerve wracking to say the 
least.  There are so many decisions, 
things to move, sounds, changes to the 
situation every minute or so that I can see 
where some players would get over-
whelmed. 

     The app, however, does a great job of 
keeping you going, from maintenance 
reminders to watch changes.  You can see 
the contacts, weather, etc., the torpedo 
info is loaded by the app (you just need to 
get within range and the right angle-not 
easy!), it tracks your position, handles 
radio messages, and more.  You can also 

use time com-
pression to 
move long dis-
tances or in 
between watch-
es.  In short, this 
thing works and 
really makes the 
game run.  I will 
say, however, 
that even though 
you can play 
this game soli-
taire, it is almost 

impossible, even with the pause feature, 
but it will give you an idea about how 
things work. 

     With 2-4 players, however, this is a 
gaming experience that is not to be 
missed!  There is the danger of nothing 
really happening on the mission, which 
then becomes an exercise in moving 
workers around a board.  In my experi-
ence, however, that would be the outlier 
as the missions I have taken part in have 
been nothing short of chaos!  Trying to 
move the crew around, take care of things 
breaking down, contacts, order changes, 
morale, etc., keep players on the edge of 
their seats at all times.  Highly recom-
mended. 
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     When The Last 
Hundred Yards came 
out, it took the board 
wargaming world by 
surprise.  It was re-
viewed here in this 
magazine several 
issues ago and at that 
time, while it was 
pretty good, it was a 
hard game to judge.  
Certainly the con-
cepts were radically 
different than other 
WW2 tactical games, plus the game had 
some mistakes with charts, scenarios, 
tables, etc., that caused some gamers to 
scrutinize the game a bit unfairly.  How-
ever, to the credit of the designer and 
GMT Games, these issues were fixed and 
the game was successful. 

     Once things were straightened out, 
most gamers just knew that there would 
be supplements and sure enough, the first 
one is now here.  Vol. 2:  Airborne Over 
Europe is surprisingly not just a supple-
ment to the first game, but it is a 
standalone game in its own right.  This 
means that you donôt need the first game 
to play this volume.  GMT Games has 
been doing remarkable things in terms of 
components, so weôll now explore whatôs 
in the box. 

     There are four counter sheets, one 
with the U.S. forces and another with the 
Germans, plus two sheets of markers.  
The unit counters represent the squads, 
sections, weapons, and vehicles used in 
the scenarios.  The artwork is OK, but is 
more functional than anything.  There are 
quite a few map sheets that are very thin 
(GMT is promising to replace these with 
cardstock maps), but the artwork on these 
is pretty good.  There are scenario cards, 
a turn/status display, rules, and a play-
book.  All in all, a pretty good package. 

     The first question I had was, ñWhereôs 
the British?ò  Sure enough, the scenarios 
only cover the actions of the 82nd Air-
borne and the 101st 
on D-Day and during 
Operation Market 
Garden.  Yes, this 
means at some point 
weôll probably get a 
British airborne sup-
plement as well as a 
101st at Bastogne one 
as well.  For fans of 
the series/book Band 

of Brothers, there are several scenarios 
covering actions by Easy Company of 
the 101st. 

     The rules arenôt difficult to get 
through, but if youôre new to the se-
ries, itôs going to take a few readings.  
The reason?  The game system is so 
unorthodox (or clever) and chances 
are youôve never played anything like 
this, so you need to process things by 
going over the system more thorough-
ly than your standard hex and counter 
game.  Fortunately, the playbook goes 

over every type of combat, how to move, 
and includes a few sample turns, which is 
extremely helpful. 

     The scenarios are small actions and 
itôs going to take some gamers time to 
adjust.  These arenôt your usual scenarios 
where you come onto the 
board, see where the enemy 
is, move things up slowly, 
pour on some suppressing 
fire, then move up for a 
final attack.  Instead, you 
know where the objective 
is, youôve moved into posi-
tion, and now itôs time for 
the final attack.  This does 
take some getting used to 
and I found myself trying 
to coordinate firepower attacks to grind 
the enemy down, which is not going to 
work in this game. 

     Each platoon of 2-4 squads is activat-
ed, which means the units can move, 
shoot, recover, or assault.  Once that pla-
toon is finished, the other side can acti-
vate a platoon, then the side with initia-
tive reacts again, and so on, until both 
sides are out of platoons and/or vehicles.  
This activate/react cycle is interesting in 
that there is no down time during the turn 
for either player.  Also, firing is not com-
pleted until after everyone has activated, 
so units will carry around markers for 
everything that shot at them.  Each weap-
on type, i.e., small arms, mortars (thereôs 
no artillery in the game), and anti-tank 

fire generates a marker 
in its distinct color that 
shows the final modifier 
to the die roll.  Itôs not 
uncommon for a unit to 
move and get several 
markers on it. 

     For example, a Ger-
man infantry unit fires at 
an American squad that 

is approaching.  You take the Germanôs 
firepower rating, modify it for range, 
cover, etc., then put a marker correspond-
ing to the final number (positive or nega-
tive) on the target unit.  Near the end of 
the turn you roll a D10 for each marker 
on a  unit.  If the roll with the modifier is 
higher than the unitôs cohesion value it 
can be disrupted or loses a step.  Itôs 
much simple than it sounds in practice 
and it will take some getting used to.  
However, after a few turns it gets much, 
much faster to resolve. 

     Anti-armor fire is similar, plus there 
are specific rules for armored vehicles 
that cover their movement as well as 
overruns.  The introduction of armored 
vehicles in these point of attack scenarios 
creates some interesting tactical decisions 
and greatly enhances many of the scenari-

os.  Armor is not 
present in every 
scenario, but it is a 
unique approach 
and I expect some 
armor heavy scenar-
ios in future supple-
ments. 

     Assaults are of 
course, the focal 
point of the game, 

so a lot of time is spent on explaining 
how they work.  There are several tables 
that go over this, particularly the steps in 
completing an assault.  Again, once you 
go through it a few times it gets much 
easier, but the first few will take some 
rules checking.  They are decisive in na-
ture and it will take practice to do them 
right if you are the attacker. 

     One of the unique elements in the 
game is the introduction of time in ac-
cordance with the victory conditions.  
Each turn take a number of minutes, 
which is rolled for at the end of the turn.  
If you take too long in the assault you 
will lose the scenario.  This is an interest-
ing part of the game and forces players to 
get into the action quickly. 

     This volume has some fascinating 
scenarios in it and is a great complement 
to the original game.  My only complaint 
is the number of markers that the game 
generates.  Large hexes or smaller mark-
ers/larger unit counters would greatly 
help this in the future.  The system works 
well and shows gamers the final parts of 
an attack or defense, but it will take some 
time to learn the system and figure out 
how things work.  Recommended. 
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     Over the last few years there 
have been several games added to 
what could be termed the ñAVLò 
or A Victory Lost series.  These 
games feature a chit pull mechan-
ic, division and brigade sized 
units, step losses, basically the 
same rules, and one map.  They 
are quick to set up, play quickly 
(well, except for the original 
AVL), and have high replay value 
due to the chit pull system.  While the 
first games were from MMP, Revolution 
Games produced Poland Defiant, Across 
the Narva, and Konigsberg.  Several of 
these originated with Three Crowns 
Games in Sweden and they have now 
produced a new game in the series. 

     There arenôt a lot of games out there 
that cover German offensives in 1945.  
Stargard-Solstice was perhaps the last 
great German offensive on the Eastern 
Front that had several goals, most of 
which were beyond the capabilities of the 
forces that were available.  The only rea-
son it made any progress was that the 
Russian forces were really stretched at 
this point in the 
Pomerania region 
after their tremen-
dously successful 
offensive.  With 
Stargard-Solstice 
both sides will get 
the opportunity to 
launch offensives, 
making it an interest-
ing campaign. 

     The components 
are where you really 
see the difference between Three Crowns 
and Revolution Games.  The map, while 
certainly functional, is not quite as good 
as those put out by Revolution.  The 
counters are the larger 9/16th variety, so 
no complaints there, but the font that is 
used is a bit unusual, as is the shadow on 
the numbers.  There also arenôt any tracks 

on the map for used activation 
chits, which was a handy feature 
on the maps by Revolution.  Also, 
the decision to not include set up 
cards still baffles me for all of the 
games in this series.  Fortunately, 
thereôs an enterprising gamer out 
there that produces them for free 
as they are a great help in setting 
up the games. 

     If youôve played other games in 
the series, then you can literally 
just set up the counters and then 
check the special rules to begin 
play.  If youôve never tried one of 
these games the rules are pretty 
basic.  IGOUGO, zones of control, 
combat with step losses/retreats, 
and then a reinforcement phase.  
You can get through the rules in 
probably 15 minutes and you only 
need to refer back to them for the 
random events and victory condi-
tions.  Once you get used to the 
chit pull system and the +2 for 
entering/leaving ZOCs, the turns can fly 
by pretty quickly. 

     During each turn the 
sides have a number of 
activations that they 
can perform according 
to the turn chart.  On 
most turns the Germans 
get 4 or 5 activations, 
but there are usually 
more than that in the 
draw cup.  When a chit 
is drawn, that formation 
is activated and every 
unit with command 

range of the HQ for that formation can 
move and fight.  This certainly generates 
a lot of chaos and often you end up pull-
ing a chit that you need at the end of the 
turn at the beginning instead! 

     In terms of game play, this one is a bit 
unusual.  The game begins with a mas-

sive German offensive 
with two heavily armored 
German formations trying 
to a) relieve two fortresses, 
and b) cut the Russian 
supply lines.  The Ger-
mans only get three turns 
to do this as on Turn 4 
chances are that the De-
fend The Reich event will 
be rolled (anything but a 1 
on a D6) and most of the 
German armor is with-

drawn.  The Germans need to hit hard 
and fast, doing whatever damage they 
possibly can.  If they relieve the fortress-
es the VP markers on those hexes is 
flipped over to show the lesser value for 
Russian capture.  There are quite a few 
VP markers spread around the map and 
itôs going to take a considerable effort by 
the Russians to even get more than half of 
them! 

     Once that event is 
played things turn around 
180 degrees!  The Germans 
are now on the defensive 
while more and more Rus-
sian armor starts to arrive.  
The Germans are continu-
ally trying to shift their 
lines around and plug gaps 
with the few mobile units 
that they have left.  They 
are helped by the terrain 
and the limited number of 
bridges, which is often all 
that stands in the way of a 

major Russian breakthrough.  While 
things often appear hopeless to the Ger-
man side, the chit activation system, ter-
rain, and time are on the German side.  
The Russians need to seize a number of 
VP markers in select cities across the 
board, which is not as easy as it looks! 

     This is a pretty interesting game, no 
matter how you look at it.  The chit pull 
system causes a lot of chaos and can real-
ly frustrate the plans of both sides.  With 
the random events and chit pull, this 
game has pretty good replay value and 
will more than likely go in different di-
rections each time that you play.  The few 
component issues that I had with the 
game aside, everything works as adver-
tised and it is a good addition to the se-
ries.  Hopefully, Three Crowns continues 
to add games to this series and that the 
maps, counters, etc., will continue to 
improve. 
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     After a trip to the early Eastern 
Front, the later Eastern Front, and 
then a battle against the Ameri-
cans, it was time for another ap-
pearance by the late war British.  
We really like the 4th edition of 
the BKC rules, so when a battle is 
proposed for a gaming night it 
usually passes with no dissenting 
votes!  The usual issue, however, 
was applied here and that is we 
donôt decide until about 24-48 
hours before the game, meaning 
thereôs not a lot of time spent on 
the scenario! 

      With that in mind, one was 
thrown together that worked out pretty 
well.  A British combined arms group has 
seized a bridge and pushed out beyond 
the bridgehead.  The bridge, however, has 
been heavily damaged by German air and 
artillery attacks, so it is impassable until 
repaired.  The British have a ferry set up, 
but it can only put one vehicle across the 
river per turn.  The British force on the 
other side of the river will need to hold its 
position until the bridge is repaired, then 
move out to seize their objectives.  To 
win the game, the British would need to 
seize two of the three objectives. 

     There were four Shermans, a Firefly, a 
recon unit, and a company of mech infan-
try already across and dug in near a 
wooded area.  Each turn the British 
would roll a D6 and once the running 
total reached 12 the bridge would be re-
paired.  There were two companies of 
mech infantry, a battalion of Cromwells, 
the remaining Shermans from the battal-
ion that had partially crossed over, and 
several Fireflys ready to cross once the 
bridge was repaired.  The British also had 

three batteries of 105mm artillery off 
board.   

     Meanwhile, the Germans were spread 
pretty thin across the defensive line.  A 
company of Jgpz IVs and an under-
strength infantry battalion with one com-
mand unit was all that was on the board.  
A company of Panthers, a company of 
PZIVHs, a company of Stug IIIHs, and a 
slightly understrength battalion of pan-
zergrenadiers were racing to the area 
along with some off board artillery.  The 
Germans would need to roll to see if they 
appeared that turn and where they would 
show up at.  This generated a lot of un-
predictability and chaos for both sides, 
but in the end it worked out well for the 
game as both sides had to quickly adapt 
to an ever changing situation.   

     Both sides didnôt do so great the first 
few turns!  Some great artillery rolling by 
the Germans suppressed the British com-
mand on the other side of the river and 
the recon got knocked out as well.  The 
Germans for their part lost some of the 

defenses to British gunnery as well.  The 
British started crossing the light tank 
company while German reinforcements 
started arriving, but at locations across 
the board.  While both sides desperately 
tried to come up with a plan, more forces 
for both sides continued to arrive. 

     While the battle continued to rage on 
in the center, with each sideôs artillery 
doing major damage to the other, the 
Germans started taking up more defen-
sive positions and even thinking about a 
counterattack in some areas.  The British 
were solely focused on getting the bridge 
repaired so that the armored forces could 
be unleashed.  By the end of Turn 4 the 
Germans felt pretty good about most 
things while the British side was getting 
anxious as the bridge still wasnôt fixed. 

      Finally on Turn 5 the bridge was re-
paired and it was off to the races for the 
British armor.  A company of Shermans 
moved off to the left flank to support the 
light armor company who was taking fire 
from the Stugs that had recently arrived 
as well as the panzergrenadiers that had 
taken over the defense of the village on 
that side of the board.  The remaining 
Shermans and Cromwells went over the 
bridge and to the right, where German 
armor was moving up into blocking posi-
tions. 

     This started a several turn armor en-
gagement that saw both sides throw their 
available reserves into the fray.  The 
Shermans and Cromwells tried moving 
through various gaps, but were met by 
fire from Panthers and Mk IVHs in a 
fairly close range engagement.  Just when 
one side had the upper hand the other 
would score a ton of hits or (cont. on p7) 
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(cont. from p6) roll some great saving 
throws.  After three turns most of the 
armor on that side of the battlefield was 
burning, but the British envelopment 
attack had been halted. 

     On the British left the light armor 
company, backed by Shermans, tried to 
move through the open areas and get to 
the objectives in that area. Critical com-
mand failures led to the commands sitting 
still for a few turns, which allowed the 
Germans to move armor and infantry up 
into defensive positions.  There was still a 
chance at a British breakthrough, howev-
er, and the first exchange of fire was pret-
ty favorable to the British. 

     Then the roof caved in!  German fire 
from the panzergrenadiers 75mm AT gun 
and the Stugs forced the British to spread 
out and engage threats from multiple 
directions.  The return fire caused some 

damage, but not enough.  The German 
fire continued and the British had to re-
spond by diverting more units to that side 
of the battle.  These ran into a hail of fire 
as well and after a few turns there was 
not much left on that side of the battle-
field for the British that wasnôt burning. 

     This left the final attacks in the center, 
with the mech infantry backed by artillery 
and the remaining Shermans.  There were 
several exchanges of fire and despite 
heavy casualties, the Germans were just 
able to hang on.  The British players 
looked around for more reserves to move 
into the center, but there was nothing left.  
At this point everyone acknowledged that 
the British would need to pull back and 
defend the bridgehead with whatever 
assets they still have left. 

     Despite the quick set up and designing 
the scenario right when we got to our 

gaming place, things turned out pretty 
good!  Due to COVID-19 we werenôt 
really sure how many would be coming 
or if we would be playing at all, which 
makes planning a game almost impossi-
ble. Fortunately, itôs hard to have a bad 
game of BKC-IV and with the die rolls 
for command, strange things can happen 
to even out the battle. 

     We are going to have to let everyone 
at some point start designing their own 
forces, which would allow players to take 
more artillery or even some airstrikes 
every now and then.  Usually in the inter-
est of time and keeping things simple, we 
usually go with a standard allotment of 
forces.  Weôre also looking at some better 
ways to define hills and undulations bet-
ter, which would avoid what appears to 
be flat battlefields in the images.  More 
BKC-IV games are sure to follow. 
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