2-PLAYER CAMPAIGN PANZER GENERAL: A PRIMER PRIVATE , by Lt Stahler 


<stahler@flex.net>





So far, my most enjoyable PBEM experience has been my 2-player Campaign PG Games.  The heart of PG is the campaign game, the secret of its popularity and financial success.  However, for experienced players, the AI is no longer a suitable opponent.  The only way to get a challenge is to give the computer so much that the game becomes bastardized (fighting 3-star Matildas who use poor tactics with green PzIII's brilliantly led).





The code hack that allowed 2-Player campaigns solved all of this and has given me hundreds of hours of gaming enjoyment.  After losing at Warsaw in my first try, I have taken a '39 campaign to Washington through both west and east front routes, and defended against the same (along with numerous restarts as my opponent tried to duplicate my success; snort, chortle).








SOME BASIC RULES TO ENHANCE YOUR 2-PLAYER CAMPAIGN EXPERIENCE 





1.	Choose your opponent very carefully.  You are going to be playing this person for a year.  He has to be someone you both TRUST and LIKE, as well as a match for your skill level.  You should have played several games against a potential campaign opponent before considering embarking on such a journey.





2.	Play 2 games at once, one from each side.  Although it's plenty challenging and enjoyable to be the allies, it's more fun to have a game where you are the Germans as well.  The real content is not to "win" as the Germans but to be a better Panzer General than your opponent.  





3.	If fate intervenes to screw your opponent, be generous.  Sometimes the weather is so bad that he never has a chance.  Winning a key scenario because of your opponent's poor luck taints your victory and diminishes everyone's pleasure.  I recommend giving a second chance for free, just out of the goodness of your heart.  








GAMES MECHANICS THAT WE USED	





My opponent was a veteran of 2-player campaigns, and suggested these rules.  They certainly worked well for us, and I pass them on to you freely.





1.	POLAND:  An unbelievably tough scenario against a seasoned opponent.  We give the Germans the edge by not allowing the Polish player to move except to attack an opponent that he could see.





2.	CHOICES:  Any time you are given a choice of routes (example: North Africa or Balkans), save the game.  You may come back to that point if your are stopped and choose the other direction.





3.	DISBANDING UNITS:  If an allied unit is surrounded and out of ammo or severely depleted, you may disband him.  Otherwise, it is bad sportsmanship to disband units to prevent your opponent from gaining the experience.  After all, that is the point of the game, and he is going to need it.





4.	ENDING THE SCENARIO:  It is the German player's choice to end each scenario.  If he has delayed taking the last objective in order to overstrength his units, you can never disband your last unit to end the game.  You are allowed to attack with your last unit, however; if it he dies, too bad.








GERMAN STRATEGY





1.	To get the "big win" -- i.e., have a crack at Washington -- you have to get a decisive victory in MOSCOW '42 and SEALION '43.  You could theoretically get a decisive victory in SEALION '43 followed by MOSCOW '43, but practically it ain't gonna happen.  SEALION '43 is a very demanding scenario because of its short length, and you need every edge you can get to win.  You could easily get to SEALION '43 through EL ALAMEIN by intentionally getting a Minor in NORTH AFRICA or a Loss is MIDDLE EAST, but your army won't be strong enough to win.





  =	GOING WEST:  Major win in NORTH AFRICA (easy), Minor in MIDDLE EAST (easier), and Major in CAUCAUSES gets you a crack at MOSCOW '42.  Only problems are: (1) you only get 3 scenarios to season and grow your army, and (2) it's easy to get your core units beat up in the Caucauses, since they are attacking out of a very small perimeter over rugged terrain.





  =	GOING EAST:  You can have as many as 7 scenarios to season and grow your army without having to get a major victory anywhere except STALINGRAD, which should be a piece of cake by that point.  This route is not without its own hazards, however.  SEVASTAPOL, although rich in prestige, is a graveyard for core units, and a good Russian player can make BARBAROSSA a nail-biter.  Also, while I hate to lower my victory level on purpose, if you get a major victory in MOSCOW '41 you may not be ready for the Brits.





2.	To get major victories in MOSCOW '42 and SEALION '43, you need different things.  Of course, a striking fist of experienced armor, enough engineers to cross rivers and take out dug-in positions, a balance of halftrack-towed 150mm arty (for ammo) and SP guns (for mobility), and a dominating air force help everywhere.  





  =	MOSCOW:  Requires several experienced, overstrength Stukas -- ones that can go head-to-head with a 76mm AA gun and win -- to blow through the intermediate objectives.  Also, if your armor is all Tigers, a few days of frozen ground will halt your army from lack of fuel.  Good PzIV's are often better, particularly if you save enough points to build some 2-star Tigers close to Moscow.





  =	SEALION:  Lots of fighters, including a few overstrength 4-stars.  You're going to have to fly into flak traps and take out fighters with one shot.  Also, experienced Tigers who can take an artillery defensive fire and still knock a position out, as well as survive the inevitable rugged defense, are essential -- you can seldom afford to wait for the arty to catch up.





3.	Some Other Tricks of the Trade





	a.	Get a Major win in WARSAW to get to NORWAY.  This is harder than it looks against a good opponent.  Also, Norway can be a graveyard for core units, particular if you let the British navy shoot up at your infantry.  But you don't have to win -- a loss still gets you to LOW COUNTRIES.  Meanwhile, you spend your prestige building tanks and planes at 1-star.





	b.	Build a level bomber or two early and experience them up. They sure help against enemy capital ships, as well as suppressing dug-in units.  [A real dirty trick: don't take an enemy city behind your front lines.  Park a unit beside it so he can't build, then shuttle 2 level bombers every turn to reduce his prestige while gaining experience].





	c.	As every experienced player knows, PzJag I's are the key to victory.  If you don't use them often and wisely, you won't win.  





	d.	Paratroopers are great fun until your opponent catches on.  After that, you will probably lose more prestige than you gain from having them.





	e.	DON'T FORGET to patrol your rear areas.  You can't afford to let the Allies gain the initiative with a sneak commando raid far from your good units.  Armored cars are good buys for this.  





	f.	Unlike the regular campaign game, here you get to start new units at the same experience level as in the regular scenario.  Find out what that is, and use the information.  Example: if you have a 2-factor 1-star PzIV, and next scenario you will be building at 2 stars, you would be better off economically dismantling it than rebuilding it with elite replacements.  Needless to say, don't rebuild any unit you intend to keep with green replacements.








ALLIED STRATEGY





You can't win many of the battles, but you can win the war.  You can consider your campaign a major success if you deny him a major victory in MOSCOW '42 or SEALION '43 -- particularly if you get one in your German game.





Choose the scenarios where you have a possibility of winning or delaying a Major into a Minor.  Those you fight like a normal scenario, except that the victory turn matters.





In many scenarios, however, you have no possibility of preventing a Major German Victory.  Here, your strategy is to make your opponent pay.  Some tactics:  





  =	Kill off that experienced Stuka using a suicide attack to soak off the defending interceptor.  Wounded fighters do this as well as full strength ones, so keep them around if you have them.  Also, a ground attack next to that interceptor will soak off the defense equally well.





  =	Build flak traps to defend your air force away from objectives -- if he wants the points and the experience, make him split up and come for you.  There are scenarios where killing 1 3-star FW-190 makes it a moral victory.





  =	Build up massive mobile corps for the sole purpose of counterattacking to kill core units.  Once again, doing this away from major objectives will force him to split his army, using part to keep pushing forward and part to stop your counterattack.





  =	Abandon objectives that you can't hold or make him pay to take -- if he's going to get them anyway, why give him the prestige and sacrifice the units?








THE ULTIMATE: A MAJOR VICTORY IN WASHINGTON





You get 30,000 points between scenarios, which is one night of pure ecstasy in and of itself.  You can turn all your tanks into Panthers or King Tigers (I like Panthers myself), all your TD's into JPz V's, and all your fighters into jets, and STILL not use all the points (it goes away at the end of turn 1, by the way).  





However, the best I've done is to get there 1 turn too late for a Major, so I can't give you any advice proven to work.  But I'm still trying.





