Notes for Sinai Gamebox

This is my second Cyberboard Gamebox. I started this because I tried to use a Sinai Gamebox that was posted and found a few errors in the map where it varied from the original game map. I felt it was not proper to complain and expect someone else to fix it, so I took on myself to fix the errors I’d found. 

1) After getting started, I decided I wanted to try some things I’d learned from trying to manipulate the Designer program and as a result, I began pretty much from scratch. This proved to be easier than trying to modify someone else’s effort. I have to admit I quite possibly should have quietly ignored the impulse to fix it in the first place. But I am quite glad to have it out of my hands again having done what I could to make this gamebox.
How to use this gamebox:

2) You won’t be able to play unless you actually own a copy of the rules. Sorry, thems the breaks. It’s fair use if you own a copy of the game. 

3) You will find there are three maps in this game. Each map is specific to the scenario(s) of it’s decade. Instead of trying to produce one map with indicators for every road change and terrain feature difference I put only those features which apply on the map for each of the scenarios. Thus the road net is different. You will find the various forts are placed by scenario as well, which avoids a whole lot of clutter that you don’t need for every scenario. Nor are the Suez Ferry Points present in the 70’s map, since they are no longer applicable to the game at that point. Finally, while I moved the Syrian border for the 73/mid-70s scenario, you will notice I did not move the border for Jordan back to the Jordan River. The presence of the border provides a clear indication where the West Bank is, and is of minor help with the Israeli West Bank garrison rules for the 70s scenarios. The actual border is obviously the Jordan River.

4) Be sure to select the scenario map you need, simply enough, by the year in the title, but I’ve also identified the year for the scenarios on the boards themselves.

5) Units and entry hexes are included in the turn record track for reinforcements, this was the easiest way to provide for the mix of scenarios.

6) I’ve put the truck markers on the BACK of the counters legitimately able to use them. But there are limits per the rules how many units may be in truck mode at a time. Remember the Truck counters are markers, not units.

7) Battle markers are included for each battle. If you don’t already know how to use these; place a given number marker on every unit participating in that battle. So for every unit, friendly or otherwise in battle number one, pull a red circled “1” marker from the markers tray and place it on the unit. After the battle, you delete the marker… or after all the battles, you can select all markers and delete them all.

8) Destroyed Markers are separately created as units so you won’t delete them when you delete all markers by accident. Just place the burning conflagration on the destroyed fortification, city or Bar Lev hex and leave it in place until the end of the game. If you put one down in error on a hex not destroyed, simply move it back to the destroyed markers tray to remove it from the board.

9) Just in case you don’t like the Destroyed Markers as units, I’ve included them in the Markers box as well.

10) For the ’67 Israeli mobilization, I included markers (units) that are just the number in red of the turn the units are activated, so the units can be on the map, and be obviously not mobilized yet. This was better than flipping counters, especially since I’ve made the backs of infantry units the truck markers for them.

11) Included are markers for out of command control… these are the field telephones with the international ‘Not!’ symbol (red circle and slash) superimposed on them. Just place them on the units out of command control. The idea is just to keep in mind what units are out of command control.

Self induced map errata:
1) I’ve made Port Said just the one hex. It looks like an artistic spillover to me that the city hashmarks exist in the second (southern) hex. It should only very rarely come into play (in the 70’s scenarios) and if it bothers you, you should negotiate in advance with your opponent if it is a city hex also.

Gamebox information:
I tried to get the historical unit designations on the units, but only the ’56 and ’67 scenarios had historical designations available. I’m afraid thems the breaks, cause this was not a game I have the resources to do the research for. 

Interestingly, there are 11 (!) different nationalities involved on the Arab side if you count the Palestinian units that can set up with the Egyptians… and 2 nationalities on the Israeli side (mid-70’s inclusion of the US Marines for the Russians intervention). This meant doing a lot of work to get units in unique colors that were not visually garish, and yet still appeared to belong on the same side while still uniquely identifying every nationality involved. As SPI did originally, I kept the 4 Arab states with but a single unit in the game the same color (Morocco, Tunisia, Saudi Arabia, & Kuwait). I could not keep the original game colors for the units in the gamebox, though kept close where I could manage. 

For simplicity sake US Marines were made a variant of the blue used for the Israelis, this makes it easily obvious what side they are on, though they can only appear in the mid-70’s scenario. If this is not enough explanation of the choice for those two nations, well, get a grip, it’s just a graphic representation.

The Arabs I tried also to stick close to the original color schema, but with variations to fit the palette available and to keep a scheme that made them apparently on the same side. So you will find the Arab allies are made up of Yellow/Brown/Green for the most part, with variations on the symbol and background colors to make them stand out apart. Heck, I even decided the Palestinian units should be unique in some way. The Soviets are enough unique to stick out like a sore thumb and yet in the right general color group to identify the side they are on to make it easy to see them on the board too.

Needless to say, the color choices for units in this gamebox were by no means easy.

The included Scenario files

12) I’ve done my best to provide scenario starters to use. They are by no means perfect scenarios. All the units should be present for each of the decade choices, though you may have to do some minor adjustments (optimum Egyptian response for instance calls for you to substitute out a unit for another unit, and add four others). It would take too long to work out a .scn file for every scenario in this game, so you’ll have to work it out for yourself.

The game and history

13) It is amusing in retrospect of history to look at the mid-70’s scenario and the suggested potential involvement in the war of the two superpowers. Keeping in mind the game was being playtested when the 73 war happened, and the scenario was added at the time, making the game more interesting (and topical). So the suggested intervention seemed reasonable to everyone at SPI. But what we know now is the ’73 October war brought friction between the US and USSR to one of the closest periods during the cold war that might have started a hot war between the superpowers (the US went to Defcon 2, Defcon 1 being all out war). Kissinger and Nixon were stuck in an odd piece of Brinkmanship with the Soviets that had the entire US armed forces on escalated alert. All in all, not a strong indication either superpower could have sent ground troops without a superpower war starting up (though in keeping with real events, the Soviets did start to mobilize units to send approximately matching what is included in the intervention scenario). So keep this in mind if you do play with the superpower intervention rule; elsewhere in Europe and possibly in Asia, the superpowers are probably slugging it out and may be on the verge of first full-scale nuclear exchanges.

14) Speaking of nuclear blasts, the one thing explicitly omitted is the Israeli Nuclear force. At the time, it was estimated (by some rather hard to pin down sources) the Israeli’s had some 9-12 warheads, though no known delivery systems for them. Busy little nuclear power plant out there in the Negev, eh? 

There was a lot of fracas over the delivery of F111’s to Israel with the nuclear bomb racks intact during the war itself, there wasn’t time to uninstall them. Military commentators at the time were aghast we would complete the Israeli’s nuclear capacity in such a way during the war, since everyone was dead certain Israel would use the bombs if their existence was seriously in doubt. Some speculation was made as to whether the US had the political clout with Israel to convince them not to use said weapons. 

15) In the mid 70s scenarios, it might be interesting to postulate the use of the nuclear weapons the Israelis had, on a tactical basis, though tactical use seems out of place with the Israeli strategic planning. Think of it as Operation Gabriel (or Jerricho perhaps?), which would probably have really targeted major centers of enemy government, not ground forces. Just another improbable ‘what if’ in case you want to mess with the game a bit.
