Rommel in the Desert

The “Original” Original Game Version from 1982

Photos generously shared with Grognard.com by Tasker Ryrie
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In early 1941, Britain wos experiencing its dorkest hour. Everywhere Axis armies were
triumphant and the British Empire stood olone. Only the Suez Canal enabled a continuing
British presence in the Mediterronean ond Mid-Eost. ond it too was threatened Its loss
would have been o severe, perhops decisive blow to Englond’s war effort.

The Second World War had brought the development of new strotegic ideas of high~
speed machonized worfore The North African desert pravided ideal terrain for such o
highly mobile campaign of maneuver

Inte this arena in sarly 1941 came General Erwin Rommel, a young and brilliant panzer
officer. He wrote,”. the flot and obsiruction-fres terrain offered hitherto undreamed-of
possibilities . . Here speed is everything”

Rommel proceeded to demonstrate the value of boldness and deception under such
conditions, repeatedly exploiting the element of SURPRISE. Always outnumbered and.
undersupplied, Rommel and his Afrike Korps gained many stunning victories against odds
(and often against orders) in the 20 months of to-and-fro campaigning thot followed After
narrowly missing decisive victory, the exhausted Afrika Karps wos finally overwhelmed .

by o mossive Allied bulldup at Alamein.

re-creating the swirling action, the sweeping movement, ond the surprise element of
the most Fluid, wide-open compaign of the war, perhops of all time.

ROMMEL IN THE DESERT is an exciting ond challenging gome of strategy, accurately

NOW YOU TAKE COMMAND!
YOU ARE. ... OR ..... 'YOU MUST FACE
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Full Game Map
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Map Close-up #1
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Map Close-up #2
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Map Close-up #3
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Map Close-up #4
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Countersheet #1
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Game Credits Page
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TURN OPTIONS (M = MOVE, B = BATTLE TURN)
BASIC TURN: M, B.
OFFENSIVE TURN: M, M, B.
ASSAULT TURN: M, B+
BLITZ TURN : M, B, M, B
PASS TURN: (W/D) J

oo vw

D
D
D

TURN SEQUENCE

A. SUPPLY CHECK/DISRUPTION RECOVERY. Check for unsu
units. Disrupted friendly units not eagugea
withdrawn can recover.

o~

B. SUPPLY COMMITMENT. Turn Obtiouls'e"l'w&."‘ »

Game Rules Page
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RULES OUTLINE PR

10.0 PURSUIT FIRE

Game Rules Outline
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GAME . RECORD CHARY

1. Cvery Momthly Buildup, enter the nusber of Guildup Points received in the first column,
and enter the total in the

ASE the mmber of “BP'y Saved® from the previous Moath,

20’y Availadle™ column,
Movement), Rebuilding, and extra

2. Note the 3P you spend on Redeployments (including S0
Scoply Units in the proper colwsns. Note the location of Minefields built.

3 tota) BF expenditure s Is less than the "BP's Available®, enter the difference
' in the *BP's Saved® columa,
4. Nwder of Redepioyments, mumder of redutit, and extra Supply Unfts tY must
I be clearly made known to the opponen olumns are ‘m.tm for this information.
Wity on enemy wnits can alio de recorded, to reconci e final strengths and rebuilds.
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Game Record Sheet
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Game Designer Blurb
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Unit Counter Examples
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UNIT TYPES CHART

MOBILITY | Movement || arMoRr | I ‘
CEARS Ronge | TYPE | TYPE | TYPe | Type
Recon Units 4 Hexes 2
RECON
-+
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S 3 Hexes Gl X a | =
ARMOR MECHANIZED mosie | ser-seoPelLED
= e
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Unmotorized 3 0
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Unit Type Chart
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