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I love Summer Storm; it’s one of my all time favourite games. But it has never caught on the way I expected and that’s a shame. The maps are gorgeous. The counters are colourful. The situation is a classic. And the mechanics are interesting, fun and a good combination of old and new. But  for some reason it is perceived as not being accessible or as playable as it is. Maybe the rules are the weak point. The original version was not as comprehensive as they could have been. (What rules are?) Rick Barber has piled hour after hour in on line support ably helped by the official and unofficial web sites run by David Richtmyer and Mitchell Land. Regrettably, it has not worked. Sure, word of mouth means the game is still talked about and played years after its release, but it’s just not as popular as it should be.

Previously I tried to do my bit by working on a rewrite of the rules. They worked as far as they went but the rules have kept changing. ‘Developing’ if you prefer. Unfortunately, that’s a barrier to entry. It is also a burden for a hard core gamer like me.  I like complex games. However, I like some certainty in my life and ever changing rules is not conducive to that. 

Although complexity does not put me off, my view was that attracting significant new blood to Summer Storm was only going to be achieved by following the path set in GMT’s GBoH Series. To pump fresh life into the system they came up with Simpler GBoH. So, I decided to have a go at designing Simpler Summer Storm.

What follows are some brief notes on decisions taken.

Overall, the goal was to reduce the number of exceptions and have as many of the game systems use the same core mechanics.

These are some of the key changes:

· The game turn sequence has more distinct segments to specify exactly when and how game procedures take place. For example, there is an orders segment.

· The URAC has gone. Action and Operational Movement impulses are alternating. There is only one initiative. Each formation (apart from the stray ends and independent Heth) needs only one DAC. The DAC goes on a new Orders Card. The Orders Card records orders, numbers of impulses, whether or not they are expended and so on. 

· The DRMs for the Command Points Table have been cut. But CPs stay and are just as crucial. They degrade faster, however, to offset the loss of the DRMs.

· The different activity roll and movement calculation have been combined into one Movement Table; one roll does all. Ironically, the simplification allows greater variety. For example, an infantry unit’s movement allowance may now be 2, 4, 6, 8, 10 or 12 MP.

· The arrival roll for reinforcements has been cut but is incorporated into the Movement Table; again one roll does all.

· The earlier arrival options for variable reinforcements are ignored. They may, however, be delayed by the result from the Movement Table.

· Command range for artillery leaders has been standardised. Brigade command range has gone.

· The different ZOI/ZOC costs for artillery and others have been cut and the ranges simplified.

· The LOS requirement for artillery ZOI has been cut.

· The different movement rates and systems for retreat and withdrawal have been slimmed down.

· An action impulse now has lots of steps to make the various game procedures fit in and work together, seamlessly (!)

· There is no more record keeping for divisional morale. Instead there is a die roll check and standard modifiers. It means that the players can run the risk of repeated activations without knowing their formation will wilt. But the price for that is the division could ground to a dead halt long before the player might expect it. If you like, the chaos is reintroduced.

· As an associated measure, the Army Morale system is streamlined. It uses record keeping but no more checking individual DMF. ‘Morale Hits’ are standardised.

· Combat is largely unchanged. However, where both sides in a combat have Attack orders, each side has a +4 DRM (as opposed to +3) because that seems more logical and has the added benefit of truly replicating the bloody results you might expect.

· Other changes are mostly streamlining that either cuts down the number of exceptions or brings systems together. For example, there is no more use of inverted or rotated DAC or DAC on leaders. 
That is it. One last point of detail. Please note that in the 1 July scenario, the on board divisions of I Corps – which are out of command control – start with General orders. They do not have CCP so cannot buy March orders at least till Reynolds is able to start issuing orders. And in that regard note that in SSS an army leader has his usual command range when going out of the line of command direct to a division; however, he pays double ACP cost.

Enjoy!

Feedback, welcome.

[SSS consists of the SSS rulebook (a Word97 file) the SSS Orders Card (a Word 97 file) and the SSS charts & tables (an Excel 97 file). There is also a fully worked Example of Play (a Word 97 file). You need the Summer Storm maps, counters, scenario book, Order of Appearance, 2nd Edition Army Charts and the Game Turn Track. And some d10.]

April 2001

Changes from the January version of SSS, apart from general editing and cleanup, are as follows:

· Divisions with General orders may only have 1 impulse. Previously they were allowed 2.

· Divisional Morale checks are only called for when a division has attacked or been attacked.

· Divisional Morale modifiers have been changed.

· How Army Artillery Leaders need to be placed to effect artillery fire has been changed

· Pendleton’s effectiveness has been changed

· Artillery Depletion checks are now carried out if the firing player rolls any double

· ACP and CCP Adjustment each have their own segment right after the relevant CP are generated.

· Morale checks now have a DRM for leader loss 

· Leader casualty checks are now carried out in voluntary withdrawal

· Leader casualty checks are now independent of the combat die roll.

· The DRM for Attack orders in Divisional Morale has been removed; other DRM have been changed

· Most tables and charts have been taken out of the rules and are only in the separate tables and charts file.

· Combat procedure has been given more structure

· Leader Movement rates have been clarified

· Extended definition of cliff hexsides (all 3+ level hexsides)

· Variable reinforcements are no longer variable.

· The Orders Card has been cleaned up
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