Eighteen months ago I would have
stared at you blankly if you had asked
me ‘What is OCS?". Perhaps more
alarmingly "Who is Dean Essig?” would
have elicited the same response.

‘What is the name of the major river
running through Lithuania?’ Nothing.
‘Where is Courland?” An embarrassed
cough at best.

Ignorance was bliss in some respects.
I never had to worry about modes or
(much) about supply. A Sea Cap was
something that might be important on a
yacht. And Trainbusting was something

to be feared only if I neglected to buy a
ticket before boarding.

In the games I was playing there was
plenty of immediacy: ASL with its hex
by hex, movement point by movement
point tension (“Stop right there, these
guys are going to shoot”); card driven
games for the back and forth struggle,
card by card.

I'had more or less given up on hex based
operational level games of the kind that
had first brought me into wargaming
thirty years before.

It is hard to say why. The main thing
I did not like was the long lines of
units butting up against each other,
usually stacked two or more high.
That felt cramped. And, in contrast to
ASL (in which the movement choices
every turn are difficult, varied and not
without risk), I felt games of that kind
were relatively lacking in their focus on
manoeuvre.

That was plainly more a case of
ignorance on my part than anything
else, but it was where [ was in my
approach to operational gaming.

What I missed most, as my play of
opcrational level games fell away, was
the connection between those games
and the many excellent operational level
histories, particularly of the Second
World War. Books about a particular
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military campaign have often kindled a
desire on my part to play a game about,
or set in, that campaign.

So, in a funny kind of way, Amazon.
com is responsible for me finding my
way back into operational gaming after
a hiatus of many years — cheap and
plentiful operational histories had me
wanting more than just the small scale,
all or nothing excitement that is ASL.

An excellent game by another publisher
set on the Eastern Front in 1914 got me
excited about the operational gaming
genre. That set me browsing — not with
any real purpose in mind, but with open
eyes for the first time in a while.

No ASL player can ever survive for too
long without compulsively returning to
the MMP website and it was there that
the seeds for this article appeared in the
form of Baltic Gap (OCS #11).

I bought Baltic Gap for two reasons,
overcoming a couple of reservations
along the way.

First, it involves a campaign in which
the Red Army is on the attack in the
second half of 1944. There are a lot of
games — by which I mean A LOT of
games — in which the forces of Germany
are depicted on the attack, sweeping
much before them in the early war.
And for that matter in the late war —
December 1944 in the Ardennes springs
to mind as a reasonably common topic
for wargames.

Here was a game which unashamedly
depicted a campaign in which
Germany’s armed forces would have
the stuffing kicked out of them by a
Soviet military that had emerged not
only intact (despite an horrific loss of
life) but dramatically improved from
the reverses of the first 16 months of the
war.

Second, I knew almost nothing about
the campaign, the historical treatment
of which has suffered in comparison

to the even larger and more successfy)
Operation Bagration which took place
to the South of the Baltic Gap map
Maybe I would learn something frop
the game — even though it is justa game,

The first reservation I had to overcome
was the counter art. I did not like the
font. It has grown on me (and it is big
and easy to read) but there it is.
The second reservation was a little more
rational. Looking at the pictures posted
on Boardgamegeek, I saw long lines of
counters, mostly stacked two or more
high, snaking from the top of the map
most of the way down.

But when I looked closely, the
significance of the word “most” became
apparent. The German line ran out short
of the board edge. There was a (Baltic)
Gap.

So I decided to take the punt and see if
I liked the game by actually playing it
rather than making judgments based
on photographs on a website. (A quick
word of thanks to the Australian dollar
is in order. Without its sharp ascent
against the greenback over the last
couple of years none of this would have
been possible).

Now I am the proud owner of Baltic
Gap, Case Blue, Guderian’s Blitzkrieg
II, DAK2, Tunisia, Burma II and Korea:
The Forgotten War, four of which are
out of print (or were when I bought
them). I think that constitutes a full
set of the Operational Combat Series,
apart from Hube’s Pocket and Sicily:
Triumph and Folly (the old Enemy at

the Gates having been rolled into Case
Blue).

So why OCS?
The familiar...

For anyone who has played wargames
for a while, a quick glance at an OCS
game in action reveals much that is
familiar.







