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Warning order

Nostalgia & Gaming: Not
Always a Good Thing

To say that
nostalgia plays
a major role in =
gaming would e
be an under- o8
statement. The §
amount of re- [
vised editions,
new interpreta-
tions, updated
editions, etc., continue to
be released into the hobby
wild at a frenetic pace.
However, for every Third
World War from Compass
Games, which is a remark-
able new edition, there are
all kinds of games, rules,
and figures that should be
buried forever.

Many gamers who gave
up on so many rules and
game systems for various
reasons, then try to revisit
them years later, with lim-
ited success. Whether it is
that they now have more
expendable income, missed
out on when a game first
came out, good memories
of playing something dec-
ades ago, or just have a
passing interest in the top-
ic, nostalgia is a huge part
of the gaming hobby.

Granted, this has
more to do with gamers
who lived through the
hobby in the 70s and

started in the 90s and
early 2000s are ap-

proaching this phenome- |
non quicker than they
would think! It’s almost [X
arite of passage in the

THE THIRD
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— :....n plored paths or give up

hobby, where you will
either continue to go
down previously ex-

i on something entirely.

= quite how you would
sasigied think or like them to!

Later on in this issue I
discuss a return to fantasy
gaming where I note that I
picked up a copy of Avalon
Hill’s Elric board game
(first put out by Cha-

osium). What is there g
Armoured Warfare N
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not to like? First off,
it’s based off of the
Elric series of stories, ]
which are some of the | /s
greatest fantasy fic- |
tion of all time. Sec-

ond, it’s Avalon Hill, s
so the quality is usual-

ly pretty good, and

third, it’s fantasy combat

on a global scale in an in-
teresting setting. I clearly
remember this game and
how it competed with Di-
vine Right, with both gen-
erating good memories.

Now, more than 40
years later, it simply is not

a very good game. The
rules have so many holes
and produce so many ques-
tions that the game is al-
most unplayable. How we
got through this in the 80s
is beyond me, but most
gaming groups are not go-
ing to be tolerant of these
kinds of shortcomings in
this day and age. Elric and
Avalon Hill fans want to
like this so bad, but this is
not a good game and pretty
much the entire
system should be
scrapped and rede-

‘ Last issue |
. | talked about get-
ting the latest ver-
sion of the WRG
waws WW?2 rules. Many,
many fond memo-
ries of playing
these back in the day, so [
started to go over them to
relearn the movement, fir-
ing, and artillery systems. I
had dreams of running a
game for an upcoming
gaming night and maybe
even a short campaign.
Then I re-read the
rules...Sad to say, but yes,
our group would never
get through one game
without a lot of effort.
The wall of text, the end-
less charts and tables, run
. on sentences, etc., plus
& the effort that it would
take to teach everyone
| rapidly made me see that
' time had passed these

" rules by. (cont. on p3)
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Nostalgia & Gaming: Not Always a Good Thing (cont.)

Complete Brigadier set of
rules after a review and some
battle reports in the old Couri-
er magazine back in the early
80s. The system was quite
novel for its time and I built
up armies for the Mexican-
American period. While it
was challenging to play, the
system is probably one of the
better sets of rules that focus on com-
mand & control. It wasn’t a great game
for group play, but it always held a spe-
cial place in my heart.

(cont. from p2) I bought the &5

Recently, I saw it staring at me from
my rules shelf. I pulled it down, remem-
bering the excitement from first getting it
and those old Courier articles. I started
reading through them, then thinking
about what periods it would be good for,
then thinking about which scale of minia-
tures I could get to create some new ar-
mies for the rules. Wait. Stop. What
was I doing? This wouldn’t be popular in
the group (just finding the rules for pur-
chase would be a challenge), new armies
would be a lot of money and work, and
these rules had their day. Nostalgia gave
way to common sense.

Gaming nostalgia, however, can strike
any gamer at any time! It can cause bad
decision making, spending who knows
how much to reignite a flame, and can
quickly suck you down a rabbit hole that
distracts you from your current projects.
With most gamers being completest as
well, this can result in purchases of a
game or set of rules, plus all of the sup-
plements! Once you’ve reacquired eve-
rything from your hobby past or feel that
you missed out on something, there is
usually a nauseating feeling that maybe
these things aren’t as good as they were.

Take for example, the recent craze
with bringing back all kinds of board
wargames (which I’ve written about from
time to time in these pages). Compass
Games must have been able to get some
of the GDW rights as they have been
putting out a lot of their old-
er titles. Chaco, Burma, and &
a WW2 collection that in-
cluded the Series 120 games
1940 (Fall of France), 1941
(Operation Barbarossa), and
1942 (Japanese South Seas
Attack) have all been re-
worked and recently re-
leased. Gamers posted on
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2%l Facebook and many other forums
Ill about how excited they were, how
ll come their games haven’t arrived,
il hopeful for all kinds of changes,
etc., creating a weird level of ex-
citement.

While Compass is to be com-

mended for reprinting the games
M plus doing graphical upgrades for

the maps and counters, this is a case
of nostalgia going a bit too far. They
were average games in the 70s and
they’re still pretty average today! Yes,
just because the map boards have 10 col-
ors now instead of 3 doesn’t change the
game system or rules. There are much
better games on all of these subjects now
and my guess is that most gamers who
buy these are going to play them once,
realize that they’re the same average
games that they played back in the 70s,
and put them on a shelf never to be
played again. They’ll then tell them-
selves not to do that again, but a few days
later when one of the game companies
announces a reprint of similar games
they’ll pre-
order it, having
forgotten every-
thing that they
said they were-
n’t going to do!

One of our
club members is the owner of Trench-
worx and we often play at their produc-
tion facility. One gaming night we came
across the first batch of Spencer Smith
Franco-Prussian War figures that they
had been working on for a re-launch.
Having remembered Spencer Smith fig-
ures from the 70s and 80s, all of their ads
in various magazines, etc., a tidal wave of
nostalgia hit all of us! The figures were
crisp, clean, and while basic, looked pret-
ty good. All of a sudden I was thinking
how could I produce some brigades, what
rules would we use, and how would this
project come together as we had dis-
cussed possibly playing Franco-Prussian
War multiple times over the years.

I figured that I would need about
six 24 figure battalions a side, two
artillery pieces per side, and a cavalry
unit or two per side to get started.
Then I added up what that order
would cost. Yikes. That size of forc-
es would be around $1400 and would
barely be enough for 3-4 players, plus
the painting time alone would keep
me occupied for the next year or more

on top of everything else I was already
doing. My nostalgia balloon was rapidly
deflated by reality!

From time to time I think about get-
ting back into Starfleet Battles, which
still brings back fond memories from the
early 80s. All night
battles, campaigns,
endless tactics dis-
cussions, etc., were
all part of many of
our gaming lives
back then. Nearly
everyone in our
group loves Star
Trek, so it would be
an easy sell. How-
ever, you then go to
the ADB web site
and are quickly overwhelmed by what
that system has become, which is basical-
ly a hobby unto itself. You see all of the
SSD books, rules expansions, Captain’s
Logs, scenario books, miniatures, and
more. A nasty thought then creeps into
your mind that you will need to pretty

much sell off most of your gaming
stuff and just play this! Once again,
back to reality.

STAR FLEET BATTLES
.scsunmo BOOK #2

I think for many of us it is wanting
to get back to the basics. If you’ve
been in the hobby for more than 20
years, things used to be so much sim-

pler. There weren’t a lot of new games,
Kickstarters, miniatures for every period
and scale, plus there was a real passion
for the hobby. Nostalgia through old sets
of rules, miniatures, and board games
help us connect with that past and the
endless hope that the hobby can get back
to what we once thought it was. Great
memories, longstanding friendships, and
the excitement of being in the hobby is
sometimes hard to come by in this day
and age. Buying these older items or
wanting to try them again is part of that
nature of getting back to what used to be.

The reality, however, is that many of
these things that bring back that wave of
gaming nostalgia weren’t that great to
begin with! This is at times hard to come
to terms with. In most cases today’s fig-
ures are better, rules are illustrated, sys-
tems are streamlined, terrain is much
improved, and what was a garage factory
hobby has gone commercial. Yes, things
weren’t always better back in the day, but
that doesn’t mean that you can’t get a
warm memory or two when you see gam-
ing items from that time period today!

WARNING ORDER



BKCIV:

Battle Report

Back to the Eastern Front in 1944-45
for another Blitzkrieg Commander 4
game. Yes, we sometimes complain
about the rules now and then, but in the
end everyone knows how to play, we can
get in a game in under 4 hours, and usual-
ly (stress the usually part) everyone has a
good time. The idea for the scenario was
that during a breakthrough in this sector
of the front, a Russian infantry battalion
snuck through and has established itself
near a railway station. Their accompany-
ing armor was destroyed, but now fresh
Russian forces are racing to link up with
then and consolidate the position.

Meanwhile, the Germans were send-
ing in forces to launch a counterattack.
They had a strong position in the town at
the crossroads, with more armor and pan-
zergrenadiers coming up shortly. If they
could hold on and counterattack the Rus-
sians near the rail line, they would be
able to form a defensive line and defeat
the Russian armor that was attempting the
link up.

Page 4

Russian Link Up

The Russians had an infan-
- try battalion at the railway

" buildings near the town.

. There were (9) stands of in-

| fantry, two MGs, a mortar

) unit and a 4Smm AT gun.
The relief force was split into
two groups. The first con-
sisted of a T-34/85 tank bri-
gade with (12) T-34/85s and
a company of mech infantry
(4 infantry stands). The sec-

§ ond force was a recon battal-
ion with (2) T-34/76s, (2) BA
-45s, (1) 45mm AT gun, (2)
stands of infantry in trucks,
plus they were supported by
(3) IS-2s. Definitely a powerful force
with good mobility.

o AT

The Germans had an infantry battalion
in the town consisting of (8) infantry
stands, (2) MGs, (1) mortar unit, and (1)
75mm AT gun. The relief forces were in
three groups; #1 had a company of (3)

Panthers and one Tiger, #2 had (3) Stug
IITHs, and #3 had (3) PZIVHs and a
company of panzergrenadiers (3 infantry
stands). One reinforcement group would
arrive each turn starting on Turn 1 at
either road entrance near the German held
town. Both sides had limited artillery
support.

On Turn 1 the Russians sent the T-
34/85 brigade down the center and right
flank of their drive towards the town
while the recon battalion would go down
the left flank and try to link up with the
Russian infantry in the railway buildings.
The victory objectives were fairly simple;
i.e,, whoever controlled both the town
and the railway buildings would win.
Any other result would be a draw. The
Germans moved some of their infantry
and support weapons out of
the town and got ready to
attack the Russian infantry
nearby.

On Turn 2 the Panthers and
lone Tiger came on and im-
mediately got into a multi-
turn armor battle at maximum
- ranges. This started a long
running engagement that saw
T-34/85 and a Panther
' knocked out relatively quick-
' ly, then a series of hits and
uppressions, but neither side
efused to withdraw. On
| Turn 3 the Stugs moved up to
ST engage the IS-2s that were
threatemng the flank and trying to link
up. The artillery of both sides was scor-
ing some hits, making any movement
dangerous as the observers found the
range. Turn 4 would see a (cont. on p5)
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BKC IV: Russian Link Up (cont.)

Battle Report

(cont. from p4) lot of action as the Ger-
mans were now in position to start their
attack on the railway buildings.

First off, however, the Stugs engaged
the IS-2s, knocking out two of them as
the rest of that force fled to cover! The
Stugs were doing really well and with the
rest of the T-34/85 brigade stalled along
the road, things weren’t looking good for
the Russians. Then the Russians failed
several command rolls and things really
started looking bleak! The long range
armor engagement continued, but the
Russians were showing little, if any pro-
gress.

Turn 6 changed things greatly. First,
the German infantry who had been in a
firefight with the Russians at the far end
of the railway buildings, launched a close
assault...and lost everything! The PZI-
VHs and panzergrenadiers, which were

ISSUE 69

going to reinforce the town now turned to
flank the railway buildings instead. The
remaining IS-2 and the recon battalion’s
45mm AT gun started knocking out the
Stugs, while on the far flank the Panthers
were now on fire and the remaining Tiger
blundered and advanced into the fire of
the T-34/85s.

The panzergrenadiers put in a close
assault and they were also pushed back,
while a second German infantry assault
was thrown back as well. The Russian
recon units linked up with the railway
defenders and the Russians were now in a
pretty good position. The other T-34/85s
and mech infantry got unstuck and were
now nearing the outskirts of the town.
The Tiger was knocked out and the Rus-
sian right flank was now secure. The
Germans decided to make a last counter-
attack to fend off defeat.

However, at the worst possible time
they failed multiple command rolls. The
remaining Stugs were knocked out, the
PZIVHs were under fire, the panzergren-
adiers did not have the strength to contin-
ue the attack, and the Russians were get-
ting set up to overrun the town. After
assessing things it was decided to call the
game as a Russian victory.

On the positive side we had none of the
weirdness that sometimes accompanies
our BKC IV games! The end result was a
close run affair for both sides that showed
off the advantages of the BKC system.
We do need to make some more con-
toured terrain as we have run into some
really long range armor battles that you
might not actually see in Eastern Europe.
We’re still struggling to find the right
balance of artillery, but for this night it
turned out to be a pretty good game.
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Engagements 65: Freedom of Navigation

Situation: Blue is a native insurgency
that has recently taken over a desert king-
dom/country. They are now actively
trying to block navigation along the main
river with a fort positioned on the river
bank. Red, who has various locations
along the river now cut off, must make an
attack to knock out the fort and restore
freedom of navigation along the river.

Period: Designed primarily for the Co-
lonial period, but could be used for early
WWTI actions as well.

Table Size: 6 x 4, but a larger table
could be used with more terrain added.

Terrain Notes: The open ground is rela-
tively flat, with patches of scrub that
should limit movement in some locations.
The village is a combination of wood
and stone buildings. There is a fort at A
along with various buildings and farms,
which is in an area of vegetation with
palm trees and shrubs. The hills are low
rises that should be treated as rough
ground. The river is impassable except
for the gunboat and steamer. The river is
at flood stage, so the banks of the river
are relatively flat and do not provide con-
cealment.

Scale: The scenario is designed for any
scale, but if 28mm is used the table may
need to be expanded to a 5 x 8.

Red Forces:

Road Column

e (4) units of Imperial infantry
®  (4) units of Colonial Askaris
e (1)MG

e (1) artillery section

e (1) cavalry unit

River Force

e (1) Gunboat

e (1) Transport w/ (1) Imperial infan-
try unit

Set Up: Red’s Road Column enters on
Turn 1 on the road from the south edge of
the board and must deploy from column
formation. The River Force is at anchor,
just outside the range of Blue’s artillery
located at the fort at A.

Red Orders: Attack Blue’s positions at
C and seize the fort at A, which should
then allow the River Force to proceed up

the river. Both forces should then com-
bine and seize the village at B.

Blue’s infantry are armed with
spears or swords, with some having

Blue Forces: Blue has four groups of shields as well.

forces ; the first is located at the fort (A), .
the second in a blocking position at ©,

the third in the hills at (D), and finally,

the fourth at the village at (B).

Fort (A)

Red’s transport ship can land the
infantry unit anywhere along the
river bank. It takes one turn to dis-
embark the infantry.

e The blocking position at C consists
of rifle pits for the rifle armed infan-
try and 12 inches of zeriba (thorn
brush wall/obstacle)

e (2)artillery sections

e (1) unit of infantry

e (1) rifle armed unit of infantry e The Imperial units should be rated
. much higher than the Colonial units
Village Force (B) or any of Blue’s units.

®  (2) units of infantry Victory Conditions: If Red seizes the
village at B it is a victory. Any other

e (1) rifle armed unit of infantry result is a defeat for Red.

Blocking Force (C) Variants: There are a large number of

variants that could be added to this sce-

e (4) units of infantry nario:

*  (2)rifle armed units of infantry e  Give Blue an addition artillery sec-

o (1) cavalry unit tion and fortification at B.

Reserve Force (D) b

If the gunboat proves to be too dev-
astating, assume the river banks are
much higher, blocking LOS.

e (6) units of infantry

e (1) rifle armed unit of infan-

try
e (2)cavalry units

Blue Orders: Use the forces at
C and A to hold off Red’s forces
for as long as possible, or weak-
en them so that when the Re-
serve Force attacks they will be
unable to complete an assault on
the village at B.

Blue Set Up: The Village Force
is located inside of the village
and surrounding area. The
Blocking Force at C must be
within 12 inches of the hills and
crossroads. The Reserve Force at
D can be located anywhere in the
hills at that location. The force
at the fort must be inside the
walls.

Game Length: 12 turns
Special Rules:

Red has the first turn in the
game.

e Unless classed as arifle
armed infantry unit, all of

ISSUE 69
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Engagements 66: Tightening the Siege

Situation: Blue has one of Red’s major
port cities under siege. The siege has
been unsuccessful as Red still controls
one half of the harbor as well as a road to
the city, enabling supplies and reinforce-
ments to continue arriving. Blue has
secretly built a pontoon bridge across the
harbor mouth and will transfer troops to
the other side to tighten the siege by cut-
ting off all road access. Red is assem-
bling a relief force off map, but it won’t
be ready for a few more days, so the pon-
toon bridge needs to be destroyed to give
the relief force more time.

Period: Designed primarily for the
Horse & Musket period, but could be
used for Ancients or Renaissance actions
as well.

Table Size: 6 x 4, but a larger table
could be used with more terrain added.

Terrain Notes: The city is a combina-
tion of wood and stone buildings with
high walls and watchtowers. The wood-
ed areas are light woods, but will limit
movement. The hills are low rises that
should be treated as rough ground. The
harbor is impassable except across the
pontoon bridge. There are several farms
in the area as well.

Scale: The scenario is designed for any
scale, but if 28mm is used the table may
need to be expanded to a 5 x 8.

Red Forces:

e (8) units of infantry

®  (2) units of light infantry
e (2) artillery batteries

e (1) unit of heavy cavalry

®  (2) units of light cavalry.

Set Up: All of Red’s units begin in the
city and may exit out through one or both
gates (where the roads meet the walls).

Red Orders: Attack Blue’s positions at
A and/or D, then move to destroy the
pontoon bridge.

Blue Forces: Blue has three groups of
forces ; the first is located at the hills (A),
the second waiting to cross at C, and the
third holding the siege lines at (D).

Hills (A)
e (1) artillery battery

e (1) unit of infantry

e (1) unit of heavy cavalry
Crossing Force (C)

e  (4) units of infantry

e  (2) units of light infantry
e (1) light cavalry unit

e (1) artillery battery
Besieging Force (D)

e (4) units of infantry

e (1) unit of light infantry
e (2) artillery batteries

e (1) light cavalry unit

Blue Orders: The forces at C need to
cross over quickly to reinforce A, then
push on to take the road exit at E while at
the same time holding on to A. Units at
D can be used to move across to B and A,
but don’t thin the force too much or it
may become a tempting target for Red to
quickly overrun the siege lines.

Blue Set Up: The Hills force is posi-
tioned in and around the hills at A. The
Crossing force at C may start with two
units in column on the pontoon bridge
marching to B with the remaining units in
columns waiting to cross. The units at D
are in any formation in and around the
siege lines.

Game Length: 12 turns

Special Rules:
e Red has the first turn in the game.

e Infantry units are generic, but could
be a mix of line, grenadiers, garri-
son, etc., according to the army lists
in your rules.

e Blue cannot attack the city, so Red
does not need to hold back any forc-
es to protect it. It is assumed that the
walls and towers are still garrisoned
by other troops.

e The pontoon bridge can hold any
number of troops in column.

Victory Conditions: If Red can get an
infantry or cavalry unit to the pontoon
bridge it can be destroyed by having that
unit remain stationary at the bridge for
one turn. Red wins if the pontoon bridge
is destroyed.

Variants: There are a large number of
variants that could be added to this sce-
nario:

e Give Blue a gunboat/frigate or two
on the other side of the pontoon
bridge for fire support.

e Allow Red to sortie a gunboat/frigate
from the city to provide support for
the attack.

e Increase Blue’s forces by a few
units, but give Red a 4-8 unit reliev-
ing force arriving at E on turn 5 or 6.

ISSUE 69
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Hail Caesar Learning Game

Battle Report

We had recently completed The
Battle of Magnesia using GMT’s
Simple GBOH system, so there was
still some interest in the period from
the other two gamers that I had
played that scenario with. I was then
asked to put on a Hail Caesar game as
I had the exact same armies in 28mm
scale that we had just used cardboard
counters for. However, one gamer
had never played a miniatures battle
before and the other had given up
most of his miniatures years ago.
How was this going to work?

Stepping back from our usual Hail
Caesar games where we throw every-
thing and the kitchen sink in, I started to
think about what was the best way to go
about this. While most of the regular
gaming group has played Hail Caesar 5
or 6 times, plus some have the rules, here
we would be starting from scratch. For
starters, everyone would need a series of
reference charts, then a list of their unit
stats. I decided to not use any cavalry or
weird units like scythed chariots, artil-
lery, or pick units with too many special
rules. That would keep things pretty
basic and the game play would be pretty
much a straight ahead battle which would
hopefully show off the strengths of the
system.

We used a 6 x 4 table with very lim-
ited terrain to force the action into the
center. The Romans would have two
Republican legions, each consisting of
two Hastati, two Principes, two Velites,
and one Triarii unit, plus each legion had
one additional skirmish unit (Spanish and
Numidian). The Seleucids would have
two divisions of four pike units each plus
two skirmish units each. One of the Se-

leucid divisions also had three elephants
and both sides totaled right around 300
points.

Now on to
the game expla-
nation. We
started with the
unit stats and
how ranged and
close combat :
worked. Then it * %
was on to the 1 §‘
command sys- ‘ b
tem, which de-
spite its simplici-
ty, can take a
few extra
minutes to ex- ‘ ¢
plain. The victo- -
ry conditions were then examined, but
basically it was a last man standing type
of scenario meant to show everyone how
to actually play the game. Time for a few
questions then it was on to the first turn
with the Romans starting out.

Before the game began, there were
several questions and comments about
how were those tiny Roman units go-
ing to stop the mass of pike in front of
,them! True, when counting up the
Roman force you got 130 figures with
commanders included. The Seleucid
pikes alone numbered 320! If Hail
Caesar got anything right, it was the
K fact that the rules give the Republican

the ability for the players to use the
checkerboard formation that served
them well during the expansion of
their empire.

S However, after the first few turns it

looked like half the battle might need to
be cancelled due to a lack of interest be-
tween the combatants! While the 2nd
Legion moved out quickly, most of the
Seleucids and the
1st Roman legion
could barely move.
¢ It wasn’t until the
3rd turn that any
ranged fire was
exchanged at all.
The Romans were
having difficulty
deciding if their
Velites should stay
as a compact unit
or go into open
order, which is a
decision that many
Republican Roman
players usually face during a game.

Two Roman skirmish units died
quickly, then one of the Roman Velites
got into trouble and things looked good
for the Seleucids, even though they were
barely moving and were (cont. on p9)
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Hail Caesar Learning Game (cont.)

(cont. from p8) getting themselves into
trouble with their inactivity. The Romans
were on the move now and clearly past
the center of the board. If things kept
going as they were, they would be able to
pick off the pike units as they moved up,
which is exactly what happened.

The two new players to Hail Caesar
quickly saw that the huge frontage of the
pike units was a disadvantage and sur-
mised that two Hastati units could take on
one of the huge units while doing some
serious damage. They quickly engaged
the leading pike units and drove them
back, then followed up on their attacks.
In no short order the Seleucids lost two
pike units for only a few hits on the four
Hastati units.

While the Seleucid skirmishers were
doing well and inflicting hits on the Ro-
man skirmishers and Velites, the main

b by =)

battle was taking place across the length
of the board. The Hastati, carrying some
hits, piled into the next Seleucid pike unit
while the Principes moved to engage any
other coming up on the flanks. Through-
out the game, the number of hits that the
Romans caused and the amount of saves
that they succeeded with was staggering!
In one combat the two Hastati units
caused 8 out of 10 casualties (the Seleu-
cids only saved 3) and then saved 5 of the
6 hits caused on them! Yes, the Seleucid
pike unit broke and fled the field.

All of a sudden, things were looking
grim for the Seleucids. The Guard simp-
ly would not move, the Romans were
rampaging through the center, and the
reserves were drying up fast. The one
Seleucid highlight was the elephants who
smartly maneuvered and ran over two
Velite units who had strayed too far for-

Battle Report

ward, but the damage was being done
elsewhere. The Principes were now en-
gaged and were having the same luck that
the Hastati had earlier. With five pike
units destroyed and the Romans with few
losses, it was the end of the game as the
Seleucids fled the battlefield. The Triarii
had not even been used at all!

A good learning game that ended well
for the new players. The Seleucids could
never quite get going and against the
Republican Romans you need to put pres-
sure on them. Letting those small units
maneuver all over the place and pick the
fights of their choosing is a death sen-
tence for an opposing army, which is
what happened here. Between set up,
rules explanation, then the game and
clean up we spent about three hours,
which is pretty good. Next time we’ll
add some cavalry.

ISSUE 69



Memoirs of a Miniatures and Board Wargamer Pt. 56

Paperwork & Wargames

Name one thing that 90%
of gamers hate with their
games and the answer is
more than likely to be about
paperwork. Whether it is
creating army lists, drawing
battlefield maps, tracking
hits on rosters, etc., it is a
level of complexity that
seems to interfere with the
premise of getting on with the game. It’s
gotten to the point that when a gamer
opens up a boxed game, pages through a
new set of rules, etc., and sees any kind
of unit roster or orders sheet, they ema-
nate a low groan!

“Back in the day”, however, unit ros-
ters, written orders, and tracking hits/
damage was all the rage! Many, many
rules over the 70s and 80s involved pa-
perwork and some required you to go
purchase some spiral bound notebooks as
you were going to be doing some writing!
Basically, wargaming paperwork comes
in three formats; army/unit rosters, writ-
ten orders/objectives, and tracking hits/
damage. You could get into designing

—————— dungeons D&D,
V-V =1 =2a )], [ i i worlds and star-
"G e ships for Traveller,
or campaign maps,
but for now we’ll
confine our discus-
sion to the first
three.

j

!

4
Unit or army
rosters are not a
new thing and most
gamers have come across them at least a
time or two. Most new sets of rules still
include blank army rosters such as War-
hammer 40K and Fantasy, Midgard Hero-
ic, Hail Caesar, and so on. You look at
the army lists, fill out the unit stats, add
up the points, then spend a lot of time
tweaking the lists! Many gamers, howev-
er, now use army list creation apps and
still others just copy the army lists and
circle what they have. Also, most of
today’s rules
make this as easy
as possible. In
the 70s and 80s
this simply was
not the case!
Most of the

rules were black
and white text

with very few illustrations for any-
thing. Army lists usually came in
"I} separate books and again were simp-
il 1y just lines and lines of texts. It was
up to you to grab a piece of paper
and write down what units along
with their stats comprised your army.
Sometimes this would require look-
ing back and forth between the rules
~ Il and the army lists, which could take
= a few hours. Just filling out several
ships for each side using Harpoon 2 for
the big Saturday game could take all
week!

The next section of paperwork dealt
with orders and objectives.
Today’s games with objective
markers, break points with
unit losses, etc., are a relative-
ly new phenomenon. Back in
the 70s, 80s, and even early
90s, both sides would usually
have to write down their ob-
jectives or mark them on the
maps that were provided to all
players. Naturally, this creat-
ed its fair share of arguments!
I can remember players in
heated discussions about what were or
should be actual objectives in a game and
if one side or the other had achieved
them.

Then there were the orders part of
many rules. Believe it or not, some sets
of rules required each player to write
down orders for their units each turn. If
you’re thinking that this caused some
arguments by itself, yes, you would be
correct! Some gamers would take quite
some time to detail them down to each
inch of movement while others left them

as vague as possible to take advantage of 3 |

any opening. It wasn’t too bad if there
were just two or three gamers, but when
you started getting into that 6-8 player
bracket there was a lot of time spent on
paperwork. For many of today’s games
units just do whatever you want them to
with few, if any strings attached.

were built upon this order writ-
ing along with others. While it
was their focus, these type of
rules never really caught on.

In fact, as we got to the end of
the 80s and into the 90s, most
gamers were about ready to
give up on the orders writing
while many simply avoided

any rules that featured it. You

could tell that miniature wargame rules
were changing and the hobby with it.
The days of writing orders and objectives
were numbered.

The one thing that still survives to this
day is tracking hits/damage. Games such
as Starfleet Battles, Ogre, Full Thrust,
and many others made their living off of
this concept and it was a necessary evil.
Damage sheets have always been a part
of sailing ship games, space combat,
WW2 surface actions, and many more
genres. It was a little more acceptable if
the company provided the ready made
damage sheets (ex., Starfleet Battles), but
if you had to create a whole series
of them then that was a different
story. Today there are all kinds of
markers or things just take a hit or
two then they’re gone. However,
for many naval and space rules,
damage sheets will soldier on.

Could games that combine unit
rosters, written orders, and damage
sheets make a comeback in today’s
hobby? Not a chance. Today’s
gamers really resent paperwork and
while they may have to fill out an army
list for a tournament, that’s about where
things end. Objective tokens, hit mark-
ers, etc., are the nature of today’s gaming
and we’re not going backwards. Even the
reworked version of Battletech just uses
damage sheets and those are even much
more concise than the old ones!

The truth was that we all had a lot
more time back in those early days of
gaming. Reading the rules, designing a
scenario, drawing the
map, then meticulously
writing the army lists
and unit stats was just a
normal week before the
big game on the week-
end. Even then, after
years and years of doing
this, all of us started
= looking for some way

s NOT to do this! Thus
N was born simpler rules,
¥ consolidated damage,
gaming tokens, and more that made our
games much easier to set up and play.
Does anyone really want to go back to
those days? Probably not. While the
times and games were memorable, the
paperwork was not. I do think, however,
that we’re at the sweet spot now and any
further refinements are going to make the
games too simple.
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Blast From The Past Pt. 55: The Lord of the Rings & Gaming

Back in the 70s, most of pymeroxs & ppacoss things in a most haphazard fashion! One

us from that era got into
gaming through Dungeons
& Dragons, or even if you
weren’t into it, you defi-
nitely knew what is was.
The correlation between
D&D and The Lord of the
Rings was very strong,
even from the start of what
would become an empire
for both franchises. Naturally, there was
an urge to do fantasy gaming, paint min-
iatures (even possibly armies), and find
books and movies that would inspire you
on to greater things in the hobby. Again,
there were only a few TV channels, the
Atari 2600 was the only gaming platform,
and there wasn’t much else to do!

Rales for Fastastic Medier; il
Complgas Panblewith Fuperand Paci
are Figa:

OYoAX & AmNisON

When the Lord of the Rings animated
movie came out in 1978, it proved to be
the perfect launching point for gamers to
really get into fantasy gaming. While it
only told half the story using a very
unique style, it was just throwing fuel
onto a fire that was already in most of us.
We had been getting started in D&D, re-
reading the LOTR series, and had been
watching the hobby magazines for ads
about fantasy figures.

However, there really wasn’t much to
go on in 1978! Minfigs was producing
“not LOTR” minia-
tures, McEwan Min-
iatures had a fantasy
range, Ral Partha was
just getting started,
and fantasy rules/
board games were
hard to come by. The
| level of frustration
was at an all time
high. There was a
= growing segment of

~ D&D players who
wanted to expand their horizons, but
there was literally nowhere to go. We
wanted board games, miniatures for our
D&D sessions, the ability to create ar-
mies, and more material to expand our
fantasy gaming.

All of a sudden, we got what we
wished for. In this day and age it seems
strange that you wouldn’t know a product
was out for a while, but back in the 70s it
wasn’t unusual to find/purchase a product
that came out a year or two before! You
were reliant upon local hobby shops and/
or seeing ads in hobby magazines, which
meant you usually blundered across

Saturday there’s nothing at your local
store that you hadn’t seen before and the
next there’s an entire range of Ral Partha
fantasy figures!

One day I walked into the local
store and there was the Battle of
Five Armies game, Lankhmar, and
SPI’s War of the Ring. I couldn’t
afford all of them (mowing lawns
and working at Baskin Robbins part
time), so I bought Battle of Five
Armies, the separate SPI Sauron
game, and then a friend bought
Lankhmar. We went from doing our
regular D&D session that weekend to
playing three different fantasy board
games. Times were almost too good!

This was the start of an incredible run
of fantasy gaming. We were still painting
up GHQ micro-armor for NATO vs.
Warsaw Pact games, ships for Harpoon 2,
and playing other historical board games,
but fantasy took up a lot of our hobby
time. D&D came out with the monster
guide and player’s handbook, which I
still feel to this day catapulted that game
into the hobby stratosphere. Modules
were coming out from TSR while other
companies started creating their own
RPG systems. For miniatures, Ral G
Partha was expanding their line !
with all kinds of single figures,
multi-pose packs, and specialty
figures. Grenadier was cranking
out single figures and boxed sets
as well. Superior came along and
offered some incredible single
piece fantasy figures. All of a
sudden, you went from just the Minifigs
line and a few scattered figures to com-
prehensive lines that covered anything
you could think of.

Still, however, everything was judged
by our experiences with The Lord of the
Rings. When Orcs came out from one
company or the other, there were hours
long discussions if they looked like what
Tolkien described. Were the Ral Partha
hobbits the right size? What would forest
trolls look like? Was
that armor what the

fighting Sauron?
Yes, we had time on
w1 our hands to solve
these philosophical
dilemmas of our age!
However, that was
part of the fun and

while it seems silly today, it could some-
times get deadly serious!

In previous look backs I alluded to the
fact that fantasy army level combat was
the one quest that we never really
came to grips with. One gamer in
our area had a huge fantasy army
based on the WRG Ancient rules
b that would go up against other
ancient armies. It was tolerable,
but didn’t evoke the spirit of mass
fantasy combat. A few other sys-

a= | tems came and went, but usually

we just gathered up all the single

figures we had and did huge Chainmail
battles on a 4 x 8 table. Right when we
were slowly transitioning away from
fantasy a new set of rules appeared; War-
hammer Fantasy. We all know how that
turned out!

Fantasy board games were still some-
thing that never quite took off for us.
Avalon Hill put out Elric, SPI Ares had
Albion, TSR did eventually put out Di-
vine Right (which recently made a much
needed comeback), and Yaquinto had
Beast Lord. There were also several mi-
cro-games from Metagaming, TSR, and
Task Force with fantasy themes. Nothing
seemed to match the grandeur and scope
of the SPI War of the Ring
game, despite its flaws. To
this day, that game still holds
a special place in my gaming
heart and I doubt I will ever
let it go!

By this time we were mov-
“* ing into that strange place at
the end of the 80s and into the 90s. Gam-
ers were moving on, getting married,
starting careers, and time, which we had
plenty of for so many years, starting be-
coming a precious commodity. We
turned towards shorter board games, his-
torical periods, a short stint with WH40K,
etc., and fantasy gaming got left behind.
Even when Peter Jackson’s Lord of the
Rings movies came out, there wasn’t
really a need for many of us to get back
into fantasy gaming and it seemed that
the magic (so to speak) was gone.

Now look at today. Warhammer Old
World, Conquest, Kings of War, etc., are
going strong and fantasy miniature gam-
ing is a huge segment of the hobby. Di-
vine Right is back, The Fantasy Trip re-
turned bigger than ever, and Burning
Banners was hugely successful. I guess
fantasy gaming never really left after all!

ISSUE 69
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Fantasy Board Gaming-Again? Really?

Phases

My love for fantasy board
gaming began when I found =
a copy of Battle of Five Ar-
mies at the local gaming
store back in 1978. T had
just finished reading The
Hobbit and Lord of the
Rings, so this was definitely
great timing! The idea of
huge armies fighting battles,
but with elves, dwarves,
orcs, dragons, etc., was something too
good to pass up. Unbeknownst to me,
this would be the start of an on and off
again love affair with fantasy board war-
games that would continue on to this day!

The big problem back in the 70s and
early 80s was just trying to find fantasy
board games. SPI did have their War of
the Ring, which at the time was the stand-
ard to which all fantasy wargames was
being held to. However, only SPI really
had the capability to do something to that
level as most game producers were small
operations. Add to that the fact that 90%
of fantasy gaming was D&D and other
RPGs, which made fantasy board war-
games hard to find.

However, they were out there. SPI put
out Sorcerer, which is also famous for its
multi-colored hex map. Despite the fact
that staring at the map for too long could
lead to long term mental defects, the
game wasn’t too bad. Chaosium put out
White Bear Red Moon and there were a
few other entries into the field, although

again, they were
l pretty hard to find.
When TSR and Task
Force Games got
into the micro-game
§ format, there were a
| few fantasy games in
il those series. Finally,
Dwarfstar had a few
strong entries with
Barbarian Prince and
Demonlord, plus
Yaquinto released Beastlord.

Many of us played these games solo as
it was hard to fit them into endless RPG
sessions, NATO vs Warsaw Pact, WW2
Eastern Front battles, etc. If you could
get a group of 3-4 to play one of the long-
er fantasy board games it was a good
year! Mainly they gathered dust on gam-
er’s shelves or were set up on tables
while you did a solo turn here and there.
They were often discussed with your
gaming friends, but then most of us went

N oATTLE B

* back to the other topics. Fantasy
board wargames just never seemed
.., to get the impetus to continue mov-
ing forward.

N During what I call the Great
A8 Lull in gaming at the end of the 80s

;:" and early 90s, I did not touch a

#\ fantasy board game for

¢ probably a decade, being

: involved with WH40K,
Space Hulk, micro-armor, and
Harpoon. Fantasy board gaming
was probably at its low point and
I really can’t think of any games
that came out during that time
that I played or kept through the
years. Many gamers have these
“phases” and this was definitely one of
those. You don’t just all of a sudden hate
fantasy board gaming and sell everything,
but rather it passes into the background
for some time.

Finally, during the late 90s I took
SPI’s Lord of the Rings out for a play and
started to wonder why I gave up fantasy
board games for a while. However, then
just as quickly it went back on the shelf
to be replaced by Age of Reason, Empire,
Fire & Fury, Command Decision, etc.,
along with painting all the miniatures for
those. You don’t realize how time passes
in the hobby until you start thinking
about how long it has been since you last
played something! Just a few weeks ago
we were talking about a Boilers &
Breechloaders game we did with my
15mm Nile steamers and gunboats, then
realized it was over 15 years ago!

As my children got older and my gam-
ing budget grew, I started hunting down
some old fantasy board games here and
there including some I had owned previ-
ously. I got SPI’s Sorcerer, TSR’s Saga
and Vampyr, and the remake of Dwarf-
star’s Dragon Rage. All of these spent a
few weeks on the gaming table, then
through the years I would try to play
them at least once every few years. Fan-
tasy board games had something of a
resurgence with all of the War of the
Ring movies and games, but in terms
of true wargames, they were still far
and few between.

Over the last year, two games
have come along that have rapidly
changed the paradigm. The first is
Burning Banners from Compass
Games. This game, featuring beauti-
ful map boards, breathed some fresh

life into this side of the hobby. Our gam-
ing group played it several times and are
now anxiously awaiting the sequel, which
may not be out for a few years. The
game quickly sold out and was rushed
into a second printing, showing that there
was definitely a pent up demand for this
type of game. Again, there is
something about fantasy armies
waging campaigns across an
unknown world that seems to
draw in gamers.

The other game was the re-
ssue of Divine Right, the classic

TSR game that had been very
difficult to acquire for quite

some time. The third edition as
it is known, was a huge boon for fantasy
gamers, including many who remember
long gaming sessions of this back in the
80s. The newest version uses the same
map, but with upgraded components, plus
there is the promise of a DRX package
sometime soon and the long worked on
Scarlet Empire. Then Dragons Down, the
spiritual successor to Avalon Hill’s Mag-
ic Realm appeared and there will be sup-
plements for that here shortly. All of a
sudden, fantasy board
wargaming is alive
again!

Will this usher in a
new age where there are
more and more fantasy
board wargames pro-
duced? Probably not,
although that would be
welcomed! For our
gaming group, howev-
er, this did bring back memories and eve-
ryone gladly jumped in and played when
we offered to run these games on our
regular gaming night. While they are not
as fast playing as many of today’s games,
they were still a fun experience and
should see more plays in the future.

So, is this another phase in my hobby
life? It does appear that way and who
knows how long it will last. I’m anxious-
ly awaiting the Scarlet Em-
pire, the Natives supplement
for Dragons Down, and the
next Burning Banners game,
so this might go on for a few
more years! In the mean-
time, I just found a good
copy of Avalon Hill’s Elric
to keep me on my fantasy
track until the other games
come out...
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Epic Battle of Alesia

Game Review

A game that has stood the
test of time is Avalon Hill’s
Caesar at Alesia. The unu-
sual situation with a Gallic
force trapped in the walled
city of Alesia, surrounded by
a ring of fortifications, then
a second ring to keep any
relieving force from interfer-
ing was a stroke of genius by
Caesar. It also makes for an
exciting battle. That game is now nearly
50 years old and with the current trend of
reworking old designs, you had to assume
that this was certainly on the target list.
Finally, after all of these decades,
Worthington has issued a new version
that aims to improve upon the original.

IS WV
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First off, this is a pretty thick and
heavy box! The reason for this is the
large (close to 3 x 4) mounted map board,
which definitely takes up more space than
the original. Upon closer examination,
however, you can see that this version
clearly delineates the defensive works,
inner/outer walls, and various other ter-
rain hexes. The result is a much cleaner
and clear version than the older game,
which is great news for gamers who en-
joyed this through the years.

After that you get the thick, larger
counters with rounded edges, which again
is showing the deluxe treatment. The
Romans and their various allies are in red
and marked by legions, plus the forts are
brown, which can be placed by the Ro-
man player. The Gauls are now in two
colors; a blue for the besieged force and
green for the relieving force. Again, this
is a huge improvement over the original.
You also get a screen to hide the counters
on the off-map chart (this should have
been thicker than paper), two sets of
rules, and two sets of player reference
cards. All in all, not much to complain
about and a superb package which up-
dates this game into the 21st century.

The object of the game if you’re
playing the Romans is to prevent the
Gaul leader Vercingetorix from
breaking out of the siege. If
you’re the Gauls, then you must
punch through the outer and inner
walls to get your leader to safety
(i.e., off the board). There are a lot
of challenges for both sides here.
Trying to maintain a double wall
of defenses in the face of a deter-
mined enemy is not easy. Likewise for
the Gauls in picking a place (or places)
to attack, then coordi-
nate the breakout.

Facing the Gauls
you have the defensive
works before the walls,
where if a Gaul unit
ends up there at the
end of their movement
they are destroyed on T
the roll ofa 6 (on SO0
1D6). Then there are
the Roman forts, which if manned can
engage units out to 3 hexes. Then there
are the archers and slingers, not to
mention the units of the legions man-
ning the walls. The legion units roll on
the Pila Table against any adjacent
Gaul unit, so plenty of Gaul units die
just by missile fire and depending upon
how the Roman player is rolling, there
could be a good sized stack of dead
units!

That’s Ok as there are a lot of Gaul
units! When someone uses the term
“barbarian horde”, it is definitely appli-
cable to this game! I know many gam-
ers are probably thinking that it might
look easy to attack at two points (inner
and outer) at the same time and punch
through rather quickly. However, the
besieged Gauls have to draw a chit with
a number of 1-4, which represents how
many turns from the current turn that
they can actually move out from the
town. This makes it difficult to time
the supporting attacks where you might
be close to punching through, but then
draw a 4, meaning 4 turns later the be-
sieged units can move out to attack, but
by that time the Romans might have
sealed up the hole.

Once the Gaul units are in the zone
of control of a Roman unit (or vice-
versa), melee combat is mandatory.
Now here is where you get into some
old school gaming where the combat
table is odds based with retreats and
advances. The Romans are doubled on
the walls, so they are tough to push off,
but the trick is making them counterat-
tack, which comes from two results;
Melee and Battle Rages. The Romans
will usually have to counterattack at
low odds and that usually results in

_them retreating.
4 15 Not my preferred

m w@“@ way of doing
| @ ?  things, but it works
B for the game. Also,

there is a lot of dice

oo
BEE  rolling each turn.
: !%\!‘JE

3 There are two
o _4i/ . what are called
G I8 8 “assault periods”,
each of which con-
sists of 12 turns. If at the end of the
first assault period the Gauls have not
broken through, then both sides reset,
get some of the casualties back, then
try again. Yes, the game is going to be
several hours if it goes the distance (24
turns), although the second assault peri-
od has much fewer units, so the game
turns go by much quicker.

The real challenge is the set up for
the Roman player, which may take a
few games to get it right as just placing
the forts and who should go in them is
tough. Likewise for the Gaul player,
who needs to decide where to attack
and with how much. Too many units
can create a traffic jam, while too few
units gives the Romans a chance to kill
off a lot of units with missile fire.
There are so many strategies that in-
volve placement of units, point of at-
tack, do you go for a killing strike in
the first few turns, or do you play the
long game and gradually wear down
the Romans until an opening appears?

This is a wonderful remake of an
older, but still popular game. The rules
have been cleaned up, the Roman fort
fire adds a new dynamic, and the over-
all feel of the game is much better. If

you’re thinking of upgrading one of
your Avalon Hill games, this would
be a great choice.
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Rob Coleman

WW1: Doesn’t Have to Just be Artillery

It came as a big surprise to me when
there wasn’t a big push for WW1 gaming
circa 2018. Being the 100" anniversary,
it seemed like a no brainer for someone

like Warlord Games to push out a supple- .,

ment to Bolt Action for WW1. Alas, no,
the only thing in recent memory, and it
came and went, was Flames of War.

Recently I wondered why that is, and
perhaps it is because in most of our popu-
lar imaginations the Great War is all
trenches and artillery. This is a shame,
and like all wars not indicative of every-
thing going on. Wings of War did a good
job, once upon a time, at depicting a sim-
plified aerial combat system, but what
about small scale actions on the ground?
It is with that in mind that I started look-
ing at Fistful of Lead and eventually
Scouts Out!

Fistful of Lead (FFoL) is something
we’ve played quite a bit of (in various
forms), but Scouts Out! was something
new. Thinking to pick up a copy and see
if there were any good ideas that I could
lift for use in a FFoL game at a later
point, I purchased a copy. As an exam-
ple, our gaming group has never played
Muskets and Tomahawks, but the sub-

plots are a great idea to port over into
other games.

So I went about building terrain and two
squads of minis to try a game out with
my son. In another article we will talk
about that and musings on scratch vs
buying purpose built items later. Suffice
to say 10 Brits + 1 Lieutenant vs 10 Ger-
mans + 1 Lieutenant was pretty easy to
get up and going (even if cutting off the
pill bases was a pain on the metal minis).

In terms of the topic at hand, it was
interesting trying to research colors for
both sides during the First World War. In
short, within certain constraints, you
don’t have to ‘get the shade right’. While

\\} ‘g

1 did use English Uniform Brown and
German Feldgrau, beyond that standardi-
zation doesn’t appear to have been as
true, particularly late war. By then both
sides were pushing whatever they could
= into production to
kit out their sol-
M diers. As an ex-
@& ample, what the
British would call
A4 puttees (or as a
medievalist
Winigas), the
German’s adopt-
ed as leather for
high boots be-
came scarce.
They adopted
these in a multitude of colors (from
brown to green to gray) as a way to sup-
port their legs. As a wargamer this gave
me license to pick a contrasting color for
visual appeal and still be .
‘historically accurate’ (even reenac-
tors, when you find their photos,
wear a variety of colors). Thus, if
you want into historical gaming but
fear rivet counters complaining
over things, WW1 can be an inter-
esting place to try out something
with a little more variety. Nothing
too crazy, but no one should com-
plain over just the wrong shade of
brown.

The second part to that, is there

4 are always loads of skirmish ideas for any

war. Indeed, for every Waterloo type
battle there are dozens of small scale unit
actions that tip things one way or the
other throughout the war. In this war,
you could represent a salient that broke
through the lines and a unit got lost and

s now has to get back to friendly troops.

Perhaps you need to recover a captured

& Mark IV/V tank from a village behind

enemy lines. Maybe you need to escort
said tank through a forest in the fog to
join an offensive a few miles down the
road. Perhaps you are a raiding party that
slipped over the wire in the middle of
night and needs to capture an enemy of-
ficer. You can easily play with trenches
or without in any of those scenarios, no
artillery and futile waves of men needed.
Think of the rather brilliant film 1917.
The two soldiers scout out a deserted
trench, and for gaming could easily stum-
ble on a ambush party. Alternatively
when the hero works his way through the
bombed out town at night. Force A
might be trying to slip back through
while Force B is gradually alerted and
tries to stop them.

It is precisely this which Scouts Out!
attempts to mimic. The rules are very
short and simple, something that I could
teach my son in a few minutes and get a
reasonable game in under 2-3 hours. We
played with three objectives (Apples,
Butter, and Charlie, using the phonetic
alphabet from the Great War): a cross-
roads, weapons/ammunition in an or-
chard, and food supplies in a barn. Con-
trol of any objective would net two victo-
ry points (VPs), and Scouts Out! has the
added bonus of if you capture an enemy
you get one vp.

My son played the British Expedition-
ary Force that was on a raiding mission,
and I had the token German resistance.
The British started behind the church,
coming up a side road (cont. on p13)
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WW1 Doesn’t Have to Just be Artillery (cont.) Rob Coleman
different without breaking things. It
would be easy to adapt some of the ideas,
such as taking prisoners to FFoL should
the forces ever get big enough to run a
Bigger Battles game. Plus, even with
only most of the terrain done it looks
great and visually appealing, a require-
ment for any good wargame.

2” from the nearest figure). This was a
travesty for the Brits who had been set-
ting up to use the Mad Minute special
rule but to no avail (BEF forces with
rifles can ignore the rapid fire penalty if
they don’t move).

‘ shots around if targets were beyond about

; It looked like it might be smooth sail-
@ ing from here, but the dice started to run

! Scouts Out:

take out the Lewis gun before failing L2 m,‘mEMHI?\j%_(\? Raids & Recon-
most of their subsequent wound rolls. In ~ | naisance 1914-
short order the Brits hit on a stroke of 1918

Scouts ()ut

Kakls il Kecannasssance i D1-BA8

= luck and began to down krauts both left
! and right. The side force managed to slip
§ into the town with only one casualty,

| while the brits in the field cut down Ger-
mans coming in across the river.

This is a rela-
tively new set of
" rules covering
small scale actions
~ during World War
' One. The scale is
1:1 and can pretty
much be used with any scale, as long as
. the figures are based singly.
1 You will also need at least a 3x3
play area and some D6s. The
main part of the rules involve
army creation, or the force that
: you will use in either attack or
4 defense. There are lists and
characteristics for all of the ma-
jor armies, even including Aus-
4 tro-Hungarian units!

i ST WARGAVASD 7 B3 THE CREAT WA
WAR DEFARTMENT 10 AMAY 11

In a dramatic turn the British sergeant
and a private charged a defending rifle-
man outside the shop and promptly took
him prlsoner !

after winning
the close com-
bat handedly. I
like this rule, as
it feels like a
thematic version
of Ronin’s cut-
ting off heads
rule. On the
next turn we
called the game
as all but three
Germans were
dead (and one
of these cap-
tured), and the
British held the
crossroads and
the Germans

(cont. from p12) while Germans started
in the trench at the edge of town
(apologies as some terrain is only partial-
ly painted at this point, but the author
wanted to give it a go and see how it
would play out). Initially the Brits split
in two sections, one coming up through
the wheat fields across from the church
and one coming up through some farm
fields to push into the heart of the village.
The krauts meanwhile made good use of
the sturmtruppen special rule (+3” move-
ment) and quickly seized both the barn
and the orchard before commandeering
the village shop.

Once your forces are ready

. then it’s on to the mission. The

" system is a bit of Fistful of Lead,
. The Sword & The Flame, and

others mixed into one. Combat

is decisive, so there will be a lot

o of casualties and a victor deter-

" mined quicker than in most skir-

| mish games. A one on one game

The Brits were caught in the field, and
some deadly fire from the Germans saw

three leading soldiers get mowed down
by the LMG (they were bunched up, and
we played that if figures were spread
apart the shooter could not spread the

held nothing (having to contmually com-

mit these meager forces in a vain attempt
to ward off the highly accurate Mad Mi-
nute fire from the British).

It was a satisfying game, and
felt appropriate for a small unit
combat. It could easily scale up
for 30-40 minis a side, include
things like flame throwers, snip-
ers, or HMGs without issue (all
of which are on my painting
table as we speak). The game is
deadly (appropriate when one
looks at the casualty rates for
armies trying to figure out new
% weapons and tactics), customi-

{ zable, and the forces have just
enough variety to keep them

will probably last an hour, but
with a lot of forces and several players
on each side, it could go on a bit longer.

There is also an expansion out for the
rules that adds in gas, night fighting, and
a lot more. The system is fairly light, so
players with some individually based
WW1 figures should be able to get into
the game quickly. This system would be
great for trench raids, prisoner rescue
missions, intelligence gathering, and a
lot more.

ISSUE 69
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Control to Catastrophe: Caesar

Rules Review

Ancients is still one of
the most popular periods
of historical wargaming,
no doubt from the large
amount of figures availa-
ble in multiple scales as
well as 100+ sets of rules.
Each gamer, however,
seems to have different
interpretations of how
ancient warfare was conducted, thus there
are many sets of rules out there to cater to
just about every interest. Into this crowd-
ed period comes a new set of rules; Con-
trol to Catastrophe: Caesar.

CTC as we’ll refer to it here, was de-
signed by Christopher Leach, who also
designed the well regarded set of Coloni-
al rules, Battles For Empire. The CTC
book is impressive (if you get the physi-
cal version), with many images of ongo-
ing games as well as diagrams to help
explain the rules. The book has a table of
contents and an index, so finding the
necessary rules during a game if fairly
simple. You also get some sample army
lists and a few scenarios (more are availa-
ble through Wargames Vault). In short,
there isn’t much to complain about in
terms of the publication’s quality.

As you page through the book, you do
notice that this set of Ancients rules is
unlike many others that you may have
played and/or seen. For one, you will be
using a gridded playing area, similar in
vein for To The Strongest. The grid reg-
ulates movement and combat, but can be
adjusted for the scale of your figures. In
terms of basing or unit sizes, you can
pretty much use any existing armies that
you have. One box on the playing sur-
face holds one unit, which makes things
pretty easy, although some way to desig-
nate the shallow, medium, or deep depth

24 MissiLE RELIANT Units
AND MELEE
Units that relied on Shooting but found themselves at
a disadvantage when engaged in Melee are defined
as Missile Reliant Units and these are noted in the
Army Lists. These include Units of missile troops armed
exclusively with

ff-sling hang lverins. These Units sometimes
lacked shields or armour and did not have the support of

robust Melee fighters like spearmen or dismounted men
at ams intermixed within their Unit

Reliant; this is noted in the Army Lists.

CONTROL TO CATASTROPHE

Note that some missile-armed Units were equipped with
a variety of weapons and were quite at home fighting at
close quarters. These Units are not classed as Missile

2.5 OrpEr DENSITY AND BasING

‘The Order Density of a Unit should (or could) inform the
way you base your miniatures on their stands. As implied
by the nomenclature, a Close Order Unit should have
‘more figures attached to its stands (and arranged in a
‘more orderly fashion) than an Open Order skirmisher Unit
whose fewer figures should be dispersed and irregularly
positioned
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of a formation would be helpful.

All units have a Combat and Con-
trol Value (CCV) ranging from 2 to 6,
with a 6 being those rare, elite units
such as Alexander’s Companions.
The CCV represents how many dice
(D6) the unit will use in combat and
the number it must roll or lower to
pass control or catastrophe tests.
Here’s where making some unit la-
bels/cards might be helpful as trying to
remember the unit values or paging back

one box move or turn. This also solves
the frontage issue that is seen in many
games as all players can clearly see
which unit is in which box. Trying to get
the right combination of units to attack
certain enemy units is the trick here and it
is a challenge that will take a few tries to
get right.

Combeat is certainly novel, with each
unit rolling a number of dice with a list of
modifiers. This will generate a number
of hits on each unit involved in the com-

bat. Once a unit reaches a

and forth through
the army lists = e

| certain number of hits it is

might be a prob- < |

shaken and this could be the

lem.

N Sar Simg

oy P
o
ot =

start of some serious trou-

The sequence of

ble. If a unit hits its Catas-
2 trophe trigger it must roll

play uses an

versus its control number or
if the difference in casual-

IGOUGO type
system, where you %
dice off for initia- G

ties exceeds its Rupture

tive at the start of

the turn, then you try to rally units. This
is followed by moving units, then the
shooting phase, and finally, the melee/
combat phase. Once you get the hang of
what is going on with the game system,
the turns can go pretty quickly, so even
large battles with plenty of units can be
resolved in a few hours, making the sys-
tem ideal for those who are interested in
campaigns.

The game system introduces a unique
command and control element. Units are
basically in brigades under a leader and
must be in contact across the grid. If the
brigade is intact, then all units can move
and fight effectively. However, once
combat starts to occur, units fall behind,
need to turn to face threats, etc., the adja-
cency can be broken. Once this happens,
the units not in contact form their own
brigades and need to test to see if they

can maneuver. This is the essence of
the game and keeping your brigades in
order is really challenging and once
casualties start piling up expect things to
fall apart. The player then needs to
make a decision about which units the
commander should focus on and stay
with them to make the deciding push,
plug holes in the line, or bring forth
reserves.

Movement and combat is of course
regulated by the grid. Units are rated
for how many boxes they can move per
turn, with light units being able to
move, turn, etc., fairly quickly while the
larger formations can usually do either a

number it must roll as well.
Failure on either results in a Broken unit
and it is removed from the game. Quick,
decisive, and things get pretty chaotic
once melee is joined.

If you followed the two playtests our
group did in previous issues, then you

LATE ACHAEMEND PERSIAN

Brigades and attached Generals: 4

Army defeated with the loss of 6 Heavy Units Broken
167 point

Average: CCV 4

12 |Medum: |Average: CCV 4 | Close Order |4
612(3] Foot

37 | Shallow: 36 | Average: COV 4 | Massed 0 Spear O
Cavalry @ Order

‘Shallow: 36 | Britle: CCV 3

‘Shallow: 36 | Britte: CCV 3 Bow 360
Missil Reliant

02 | Shallow: 36 |Brtte:CCV 3 Javelns 0
2

‘Shallow: 36 | Britte: CCV 3 Bow
Missile Reliant
tassed 0 ‘See rules Section 133 9

‘Shallow: 36 | Average: CCV 4

know that we thought these rules are cer-
tainly worth a try. The command and
control system coupled with the gridded
mat is a unique experience, plus you can
use almost any based armies that you
have. There are separate army lists that
cover pretty much any army from Egypt
all the way to the Wars of the Roses. It
will take a while to get the terminology
down and your first turns might be a bit
slow, but it is an interesting view on an-
cient miniatures battles.

WARNING ORDER



Building a Hail Caesar Syracuse Army

Workbench

It was finally time to
start looking for an op-
ponent to the Republi-
can Romans, which
came down to Carthage,
Iberia, various barbari-
ans, or as something
totally outside the box,
Syracuse. Another
member of our group had some figures
for Saga representing the various Greek
forces and had decided to enlarge those
forces for a Syracuse army. That made
the choice easy as I would have to only a)
paint up less than a dozen units or so, and
b) I could use some of the Seleucid auxil-
iaries I have.

The first thing to do was to take a look
at the Syracuse army list in one of the
various Hail Caesar books. As suspected,
most of the army was either mercenary or
unarmored hoplites. Ugghhh...more
blocks of heavily armed troops in

close formation. I remember the 320 @.ﬁ |

Seleucid pike which psychologically

give that look of a phalanx.
... | found it easier to do 8 fig-
ures at a time and having
learned my lesson from the
Seleucid pike, I went with
two bases per unit. Easy to
move and store,
but gluing and
flocking 16 fig-
ure bases was pretty chal-
lenging. When the final unit
was completed I still had
enough figs left over to do a
5th unit, but by this time
burnout had hit hard and that
was set aside for now.

For a temporary break I
painted up the skirmisher
units, which with each being
8 figures was an easy task.
I’ve found that when you’re
struggling to
T paint it’s good to
1§ do some small or
easy units. Once completed it

scarred me from ever trying that < &k Al 4\ §§ adds depth to your forces and
again! After that there seemed to be oW aw W 2 can get you ready to tackle the
some one off units for Etruscans, Y Y Y.y {| next task in your project,
Spanish, Campanians, Gauls, and €Y WP § which for me this time would

skirmishers. Their army was simply [s%

\\\i\\m

all kinds of various mercenaries
drawn from the Mediterranean areas.

O%@

28mm nenxm SCUTARIT

be the Gauls and Spanish. |
used some Crusader Samnites
saavsvorr | for the Campanian light infan-

Fortunately, most of the figures were
readily available from several manufac-
turers, so it was time to get down to how
to get this thing going.

I figured that I would need at least
four hoplite units, so I settled on two
mercenary units, one bodyguard unit, and
one unit of unarmored hoplites to form
the core of the division I would assemble.
After looking at the various manufactur-
ers [ saw that Victrix was having a sale,
so I put together an order for a few bags
along with several sheets of LBMS trans-
fers. If you’re just going to do a few
hoplites, then painting the shields is via-
ble. If you’re going to be doing 120+
hoplites, then

decals or z \ «
transfers is ARMOURED/';;
pretty much IBERIAN ¥
the only way WARRIORS ﬁ%
to make it WARRIORS OF ANTIQUITY d
look halfway

decent!

Assembling the Victrix hoplites is
pretty easy, but time consuming. I decid-
ed to do four units of 32 figures each,
with units being 8 wide and 4 deep to

try (close enough) along with
various other manufacturers for the arch-
ers and javelin armed units.

Now it was on to those special units
that you only get one each of in the army.
This would be one 24fig unit of Spanish
medium infantry and one 32 figure unit
of Gauls. Both Victrix sets give you a lot
of variety in terms of heads, helmets,
spears/swords, and arms. While this
gives the unit a lot of character, painting
and positioning them on =z e
the unit stands is a defi- ‘\
nite challenge. The ;
LBMS transfers for
these are fantastic.
However, they will
sl take some work,
especially cutting
out the weird centers *
for some of the
shields. Then you
have to mix and
match paint/washes for 7
the edges of the shields.
Certainly a lot of work
for these special units,
but they are needed for
the army list. I would

like to do a unit of Etruscans, but at this
time there aren’t a lot of options that
don’t cost quite a lot for just one unit!

For now I’ll use some of my Seleucid
cavalry for our upcoming games, but
probably at some point I’1l add a few

units here and there, just so I don’t have
to pull out the Seleucid storage bins when
we need to do a Syracuse vs. Rome
game! Etruscans are still on the list and
probably several more units of unarmored
hoplites. That’s probably down the road
as I’ve found that painting the large units
for the Hail Caesar rules can lead to burn-
out. 32 figs per unit (hoplites, phal-
angites, barbarians, etc.) is a lot of work,
then you look at it and say to yourself
that it’s just one unit! A lot of gamers
will say that you could change the figure/
basing size, but the bigger units look right
on the tabletop, even if it is more expen-
sive and they take longer.

Now all we need is a Carthaginian
army, but that’s a topic for another day...

ISSUE 69

Page 17



Battle Report

BKC IV: Salvage Operation

%’,,

We always do a game on Me-
morial Day and this year was no
different. We decided to go back
to the late Eastern Front and do
something a bit different this time
in terms of running what could be
termed a “negative objectives”
type scenario. While both sides
are usually trying to win, here the
outcome would be determined by
the roll of a D100, with one side
trying to increase the % they need
to win, while the other is trying to
keep that % as low as possible.
This is a great way to give both

sides a chance at victory where the &

forces are uneven, inexperienced
players, or you simply aren’t sure if the
scenario is going to work out at all!

It’s late fall in 1944 and the Russians
have multiple breakthroughs all along the
front. A sole German infantry battalion is
in a pretty solid entrenched position out-
side of a city. While fighting is raging in
the city, the Russians are moving to cut
off the rest of the Germans in the city
itself. A large column of German wound-
ed and ammunition is also moving into
the area and needs to get across the bridg-
es at the end (German held) of the game
board. The Germans are going to launch
a counterattack to push the Russians back
long enough to get the trapped infantry
battalion and the wounded/ammo column
across the board and over the bridges.
The Russian players were simply told that
they need to get to the bridges at any cost

and force the Germans to blow them. In
the end this worked well as the Russians
weren't concerned about destroying the
Germans or lying in wait for the column
of vehicles.

German Forces

e Infantry battalion of (9) infantry
stands, (1) MG, (1) mortar, and (1)
75mm AT gun [ entrenched on the
hill]

e (3) Stug ITIG [behind the hill near
the city]

e  Kampfgruppe A: (4) Pz MKIVH, (2)
Tigers, (1) 88mm AT gun

e  Kampfgruppe B: (3) Panthers, (4)
Sdkfz 251s w/panzergrenadiers, (1)
75mm AT gun,(1) truck w/(2) MGs,

(1) Sdkfz 251/22, and (1) Sdkfz 251
w/mortar.

e (1) FAO w/(2) batteries of 105mm
artillery

(6) Sdkfz 251s and (5) Sdkfz 250s
w/wounded and ammunition along
with an escort of (3) Jgpnzr IVs
[enter top right corner on Turn 2]

The two German kampfgruppes

| were allowed to enter from either
bridge on Turn 1 to begin their counter-
attack.

Russian Forces

e  Recon battalion consisting of (2) T
-34/76, (1) SU-76, (1) 45Smm AT
gun, and (1) MG [at the crossroads]

e (3)JS-2s [at the crossroads]

e T-34/85 Brigade consisting of (12) T
-34/85s and (4) trucks w/infantry
[enter from lower right corner on
Turn 1]

e Sherman Brigade (remnants) consist-
ing of (6) Sherman 76mm and (2)
trucks w/infantry

e Russian infantry battalion, consisting
of (6) infantry stands, (2) MGs, (1)
mortar, and (1) 45mm AT gun [see
Special Rules]

(1) FAO w/(2) 122mm artillery bat-
teries. (cont. on p19)

This is the scenario status around
Turn 6, where the Russians are desper-
ately trying to break through to the bridg-
es while the Germans contemplate how to
extricate their front line troops. The
Jgdpnz IVs have broken out from the for-
est, still escorting all of the halftracks
with wounded and ammo (white triangles)
and are now engaging the Russian recon
unit and the Shermans at the crossroads.
The German armored kampfgruppe con-
sisting of PZ IVHs and Tigers is now
breaking out into the open after failing
multiple command rolls. Meanwhile, the
Panthers are determinedly holding on,
taking on the full strength of the Russian
T-34/85 tank brigade along with some JS-
2s. The Russians kept throwing them-
selves at the defenders and finally broke
through to one of the bridges, forcing the
Germans to blow it and making it vital
that they still hold the other bridge.
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(cont. from p18) Special Rules

e Units could try to cut across the city,
but each turn in the city area they
roll 1D6 and on a 4, 5, or 6 they get
sucked into the city fighting and are
considered to be eliminated for game
purposes.

e The Russian infantry battalion will
always attack the Germans en-
trenched on the hill. When one
stand/unit is destroyed it returns at
the edge of the board the following
turn. At some point (and maybe
after some casualties) the German
players will recognize that they need
to withdraw from the hill and move
towards the bridges! Also, the Rus-
sians get (1) 120mm mortar attack
on the hill per turn as well.

ISSUE 69

BKC IV: Salvage Op

eration (cont.)

e Ifa Russian stand/unit reaches either
bridge the Germans can blow it on a
D6 roll of 1-5. On a 6 the bridge
doesn’t blow up and if a Russian
stand/unit crosses the bridge the
Russians automatically win.

Victory Conditions

At some point either the Russians will
run out of troops, or can’t stop the Ger-
mans. The other way the game ends is if
both bridges are blown. At that point the
Germans score percentage points for the
following units that did cross the bridge
or would be able to when the game was
called:

(3) points for each Stug I1IG or
Jgdpz IV (possible 18 points)

e (1) point for each stand of the infan-

Battle Report

try battalion (possible 12 points)

e (5) points for each Sdkfz 250 or 251
with the wounded and ammo that
cross. (possible 55 points)

There’s a possible 85 points for the Ger-
mans if everything crosses successfully.
The Germans then roll D100 and if the
number is less or equal to how many
points they got across it is a successful
operation and they win the game. The
Germans have a powerful armored force
and should punch through to rescue at
least some forces (or at least that’s how
the scenario was designed!

The Battle

In what was a shocking blow to all of
us, everyone had really good command
rolls the first few turns! (cont. on p20)
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Battle Report

BKC IV: Salvage Op

o

(cont. from p19) The Russian recon bat-
talion moved quickly to a farm compound
in the face of the German Stugs and this
started a battle that would go on for mul-
tiple turns. The JS-2s took up position on
a slight rise to provide cover while the T-
34/85 brigade raced down the road. The
Germans moved up quickly as well, with
the Panthers heading towards a gap. The
Russian infantry battalion attacked to-
wards the hill, but was met with a hail of
fire.

On Turn 2 the T-34/85 brigade got a
miraculous three orders in a row and
piled down the main road and were met
by opportunity fire from the Panthers.
This started a 4-5 turn armored melee
between the T-34/85s, the JS-2s, and the
Panthers along with their supporting
75mm AT gun and Sdkfz 251/22. All of
the mechanized infantry on both sides
fled to cover! Meanwhile on the other
side of the board the Germans on the hill
were gleefully cutting down the advanc-
ing Russian infantry until they realized
that more and more kept coming onto the
board. They finally got the hint that they

ation (cont.)

couldn’t stay there for the
. whole game!

The Shermans had been
moving up slowly and failed
several command rolls, but
& they finally got into position
just as the Jgdpnzr IVs came
- into view with all of the
d halftracks piled in behind
N them. At this time the Rus-
& sian players had no idea
about the scenario and
thought it was more German
mech infantry coming to
reinforce the hill. The Stugs
were still fighting, despite the
amount of shots coming at
them. Both sides were now engaged all
over the board.

The second German column had prob-
lems moving up as they were going to
come to the aid of the Stugs and __

the defenders on the hill. = ﬁf;{/

Around Turn 5 they finally start-
ed to move into the open area
and engaged some of the T-
34/85s posted to stop just that
sort of thing. The Panthers were
giving better than they got and
were actually holding off all of
the Russian armor, thanks to
some incredible saving throws.
The Russians (who did a good
job all game of pressing the
attack on the bridges) took a
gamble and raced the mech in-
fantry company around the flank =
through a curtain of fire to get to %
the bridge. They actually suc-
ceeded and the Germans were forced to
blow the bridge. One down for the Rus-
sians and one to go.

Unfortunately for the
Russians, they were be-
ginning to run out of
strength. The Stugs final-
¥ ly were knocked out, but
“® not before having account-
ed for multiple Russian
vehicles and they were the
4 real stars for the Germans
P~ this day along with the

' Panthers. The Shermans
never quite got going,
2 although in the end they
- took out the Jgdpzr I Vs,
but took such horrendous
losses themselves that
they were essentially
* knocked out of the game.

Their mech infantry secured the cross-
roads and that was as far as they could

go.

The JS-2s were all on fire as well as
most of the T-34/85s. Once the German
armor got rolling in the open areas they
pretty much defeated anything that came
up against them, which again, was how
the scenario was supposed to work.
There was only one remaining Panther
and some mech infantry who survived the
insane armor melee along the main road.
With most of their armor burning and no
chance to either get to the second bridge
or to stop the German column from
reaching safety the game was called.
After adding up the points, the Germans
found that they had scored a total of 69.
A German player rolled D100 and the
result was a 69! The Germans had
squeaked out the narrowest victory!

T,

The game did not go as everyone
thought it would! The Panthers and T-
34/85s getting into a several turn melee
so early surprised everyone, as was the
ferocity of the battle. No one tried going
into the city and the artillery really did
nothing the entire game, which was also
unusual. Both sides had their moments
with good and bad die rolls, but things
seemed pretty even. BKC IV does have a
few flaws here and there, with one being
units keep going probably far longer than
they should.

If you have never tried one of these
types of scenarios you should give it a go
sometime. Both sides usually have a
chance, no matter how good or badly they
do, so to some extent it offset some of the
luck factor. After the success of this sce-
nario we’ll probably see something simi-
lar down the road.
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Purple Haze by Phalanx Games

Game Review

Vietnam games exist
in a strange spot in the
wargame hobby. While
there are some good
games such as Down-
town, Fire in the Lake,
etc., the topic doesn’t
seem to translate well
onto the tabletop,
whether that is board or
miniatures gaming.
While gamers have an interest in the top-
ic, they are usually quickly distracted by
more Operation Barbarossa or Battle of
the Bulge games! Taking an entirely new
path, Phalanx Games has come out with
Purple Haze, which is a combination of
wargame, Euro game, and a bit of RPG
all in one.

The first thing you notice is the size of
the box and it is large. The reason is that
there are a lot of dice, tokens, boards,
reference charts, cards, and booklets.

Just sorting through the box you can see
that most everything is pretty high quality
and there is a lot of it! We’ll start with
the two sided map, which shows you the
area that your squad will be operating,
plus there is a separate, smaller city map.
Both maps are gridded with terrain sym-
bols and they will be used to mark the
location of your squad during an opera-
tion.

From there you have a lot of cards that
feature individual Marines, weapons,
skills, encounters, wounds, and more.
Many of the cards have a lot of icons, so
it’s going to take some trial and error to
figure things out during game play. Then
there are several colors of dice and all
kinds of different sized tokens. The to-
kens are used to mark cover on the com-
bat board, enemy fighters, enemy tactics,
weapon ammo, equipment, and much
more. Fortunately, everything makes
sense as you move through the rules.

Speaking of rules, there is the main set
and then a Marine’s guide, which is sort
of a quick start approach to the game.

The rules, as with
many Phalanx prod-
ucts, have all kinds of
graphics and examples
of play, which definite-
ly makes the game
easier to learn. There
are also several large
reference cards that go
over combat, the turn
sequence, and most

5 PURPLi ;

importantly of all, the icons that
are used on the map, cards, tokens,
etc. Finally, there are the nine
mission booklets and a log. Every-
thing here is great quality and you

components.

So, how does one play Purple
Haze? While you can play the
game solo (it would take some time
and work), you can also have up to four
players. My guess is that the 3rd and 4th
players won’t have much to do and the
sweet spot seems to be two players. The
first thing you do is start with
the first mission and the player
who is the squad leader choos-
es one of three motivations.
This will determine how their
performance is scored over the
campaign. There is no win-
ning or losing, merely how
well your squad does over the
nine missions.

You start by randomly dealing three
Marine cards, then assigning a specialty
to one of them. Specialties are squad
leader, infantryman, radio operator,
corpsman, engineer, and scout. This
gives your squad six men, all with unique
stats. As you can guess, the replay value
here is pretty high as each time you
would start a campaign you would proba-
bly get six new Marines. From there you
hand out equipment. Each Marine has a
load capacity, so they can only carry so
much. There’s M-16s, Sniper
rifles, M79s, M60s, plus am-
mo, flak vests, rations, gre-
nades, and more. Trying to
equip the squad will definitely
create some discussion as to
who gets what!

You then open the mission
booklet and position the tokens on the
map followed by creating the five card
encounter deck. There is usually one
objective, but more may be added as you
go along. The turns consist of the squad
leader setting the
point man, then
moving on the
map or bivouack-
ing to rest/eat/
heal. Each thing
you do takes
time, measured
in 15 minute
increments and
stamina. Now

get your money’s worth in terms of

M60 anhine (e]1]}

here’s the challenge; can you navigate to
the objective in time and with any stami-
na remaining? What seems so simple
soon turns into a nightmare. Encounters,
secondary objectives, events, etc., all
push down your stamina and take up val-
uable time, meaning you may have to
spend some time in the jungle over night,
where the threat levels go up significant-
ly. All the while, the mission book
guides you along to decision after deci-
sion that need to be made.

When combat does occur, you move
to the unique combat board. Hard and
soft cover is placed under
enemy and members of
your squad. Each Marine
can then activate twice per
combat and can do two
things during each activa-
tion. Whatever you do
costs initiative points, so
when the marker crosses
over to the enemy side, a tactics token is
uncovered, followed by a randomly
drawn combat chit, which details how the
enemy will shoot at you. A very clever
system that will take some getting used
to, but the danger for the squad is real and
just surviving the firefight will take some
thought as well as luck.

Once the mission is completed (or not)
you roll on tables for what happens in
between, which are usually encounters
during R&R! Then you get replacements
if anyone was seriously wounded or KIA,

you re-equip, then its back

AAALYY out into the jungle. You
ELEEOCIN  keep doing this through
nine missions where at the
end of things your perfor-
mance is judged. This is
definitely not a game that
you will finish in a night!
If you figure 90 minutes-2
hours a mission, then this will take multi-
ple gaming sessions. If you complete this
campaign Phalanx already has four more
campaign boxes ready to go for you!

This is an interesting and unique expe-
rience. There are elements of RPG and
Euro games here, set against a backdrop
of a Vietnam era wargame. The booklets
are full of 1960s terminology, descrip-
tions of fighting in the jungle, and the
game really does make you seem like
you’re on patrol in 1967-68. The heavy
handed use of icons will take some work,
but this is one of those games that every
gamer should try at least once.

ISSUE 69

Page 21



Reaching The End of Your Hobby Life

I was contacted by Jim Lancia, a gam-
er who had been in the hobby since the
early 70s. Now at the age of 88, it was
time to part with his miniatures and
games, so after reading this magazine
and visiting our club’s web site, he gra-
ciously decided to donate these things to
our gaming group. His hope was that his
gaming items would live on in the collec-
tions of other gamers and still serve some
useful purpose rather than seeing them
end up in the trash! So, on a late spring
day another gamer in my group and I
drove out to meet Jim and his wife, who
were passing through the area, then
transfer the gaming items to my car. It
was definitely one of those sad and joy-
ous occasions, where Jim was sad to have
to give up on the hobby, but happy that
they would prove to be useful to our
group. While sorting through all of the
books, figures, magazines, etc., I thought
it might be a good idea to get Jim’s story
about his experiences in the hobby to
share with others.

1. How did you get into gaming? As
long as I can remember I have been inter-
ested in miniatures. I remember at the end
of WW II, on a walk down town with my
aunt, passing a store window and seeing a
whole row of small metal armor models. I
was so excited, my aunt bought one for
me which I kept
for years. Later,
as a teenager, [
purchased some
small metal
WW II aircraft
and a 1200mm Japanese Mogami cruiser.
So, in the early 70s, when a re-

cent acquaintance showed me some
28mm Napoleonic figures he was using
in games, I was hooked and purchased
some Prussian cavalry figures from Jack
Scruby, a copy of Column, Line, and
Square rules, and I was on my way.

2. What was your favorite period and
why? My first gaming period was Napo-
leonic simply because my gaming friends
played them. At the time, the only rules
we knew about were Column, Line, and
Square. My favorite period was our
American Civil War. I suppose it began
when [ was about 5, when visiting my
great-grandmother, my mother told me
when she was a little girl, Lincoln was
president. Our public library's children's
collection contained a Civil War histo-

ry book complete with engraved pictures
which I remember checking out

and reading many times. When a set of

CW rules came around, |
began painting Union and
Rebel armies which eventu-
ally grew to about 1,000
figures. My favorite

rules were John Hill’s
Johnny Reb. When I had
quit war-gaming, I sold
them at a local convention.
My next favorite was the
Seven Years War. [ was building armies
for that period when old-age caught up to
my painting skills.

3. How often did you game and did you
game and did you belong to any clubs
along the way? I never joined a club. |
had a several friends in the hobby and

we played whenever we could.

4. What are your best memories of the
hobby? My best memories are of games
I set up and hosted at conventions: Civil
War and WWII 1943 North African Tuni-
sia periods.

5. What are some of the changes that
you’ve noticed in the hobby through
the years? Rule books began to prolifer-
ate. So many gamers began to chase

each new set of rules, so that games could
never get played smoothly. It definitely
began to interfere with gaming and I be-
gan to lose interest. (This is certainly a
cautionary tale that many gamers have
noticed in recent years.)

6. Why did you decide to get out of the
hobby? I got out of gaming for many
reasons. I moved to Reno 20 years ago
and couldn't find any historical war-
gamers. [ still painted and played at
conventions. I got older and my hands,
eyes, and memory began to lessen, and I
just stopped. I had all this "stuff" that
nobody seemed to care about. I discov-
ered your magazine, was impressed, and
the rest you know.

7. What will you miss most about being
involved in the hobby? I miss playing,
painting and collecting. I guess I miss it
all.

We were fortunate that Jim thought of
our group when he decided to get out of
the hobby! There was an incredible col-
lection of well over 1,000 painted 25mm
Napoleonic figures on top of several
painted formations for the Seven Years
War and some DBM armies, all of which
will be put to good use. On top of that,
there were books, rules, bases, unpainted
figures for multiple eras, Strategy & Tac-
tics magazines (with the un-punched
games!), and more. Jim’s hobby items
will live on to fight another day!

JORERRIY

What To Do With Your Stuff?

I’m sure that all of us at one time or
another have wondered what happens to
your rules, figures, games, terrain, etc.,
when you decide to either move on

4l from the hobby or reach the end of your

days. The obvious answer is to of
course sell and/or give them away to fel-
low gamers in your club or area. If
you’re making out a will it would be a
good idea to detail who gets what or your
wishes for your hobby stuff. If not,
chances are whoever is cleaning out your
stuff will put everything in the trash
(we’ve hears of this happening several
times!). You can also sell things to other
gamers via these options:

eb - Ebay has been
y around a long time
and there are many,
many gamers who look through the list-
ings each day. Finding the right catego-
ry, paying the fees, keeping multiple list-
ings straight, and finally, shipping every-
thing off is a challenge. You will make
some money, but there’s a lot of work to

be done.

Facebook Marketplace

Facebook Market-
place can be a great
place to sell your
hobby items, especially as there are no
fees involved! Finding the right group on
Facebook can be a challenge and your
posting can move down the page pretty
quickly, then get lost in a mass of list-
ings. Still, if you have some sought after
items, they will usually go pretty fast.

TTOBLE  Noble Knight wili
 purchase entire
HJ.GHT collections, rules,
GAIMES books, and more.
You’re going to lose probably 50% of the
value of those items, but it will be a sin-

gle, fairly smooth transaction and then
that’s it.

I’m sure that there are other places,
forums, etc., where your hobby stuff
could find a new home. Hopefully, gam-
ers reading this will share their ideas.

Page 22

WARNING ORDER



Stalin’s Lost Chance by Three Crowns Games

Game Review

One of the more
interesting game series
out there right now is
the WW?2 operational
series from Three
Crowns Games out of
Sweden. All of the
games owe their line-
age to A Victory Lost
which features a chit
pull mechanic and a +2
MP penalty to enter or
leave ZOCs. After
that, however, each game has enough
chrome and unique situations that any
similarity ends pretty quickly. The first
few games in the series were produced in
the U.S. under Revolution Games, then
back to Sweden, which has resulted in
different graphical approaches.

This installment in the series addresses
a long neglected front for WW2 gamers,
which is the Russian-Finnish war of 1939
-1940. Ican only think of some ASL
scenarios and one or two other games on
the subject (GMT’s Red Winter and AP’s
Blood on the Snow) that I’ve seen over
the last 10-15 years. This is good news
for WW2 gamers as it’s always interest-
ing to explore new battles and/or cam-
paigns, especially with a playable system.

The game, as all of the others, comes
in a large zip-loc bag. There is a 22 x 34
map, two sheets of counters, a rules
booklet, then two cards for terrain and
combat tables. The counters are larger
and thicker than their Revolution Games
counterparts, plus they are pretty colorful,
with stripes denoting the commands that
they belong to. The font for the numbers
might not be everyone’s cup of tea, but
they are readable and work for game
play. There are no set up cards, so you
have to hope that some gamer produces
some (there are several for the games in
this series), but the set up overall isn’t
that bad.

The map shows the Finland-Russia
border on the eve of the campaign.
There are of course a lot of forest hexes,
but the heavy forest is only slightly
darker than regular forest, so sometimes
you need to move the counters to see
what they’re in! I’ve mentioned before
that I’'m not a fan of the font they use for
the hexes and town names, but that’s a
small complaint. There are a lot of
lakes, rivers, etc., plus roads and tracks
that gamers need to become familiar
with. Finally, there is a turn record

tracks and boxes for the air units. Over-
all, the map is functional, but the grayish
tone of everything may not be to every-
one’s liking.

At it’s heart, these are classic hex and
counter games. There is an air segment

&, . where the various air units are returned
¢ to play, of if used on their strongest side,

move up one step towards returning.
Then you have a random events phase,
where actual events are sort of forced on
you, but not necessarily on the historical
date. Luckily, there is a track on the map
and counters for the events as this game
has more than most others in the series.
Then you get to the engine behind the
game system, which is the chit pull.

Each side has a number of chits that it
can pull during a turn. A chit is pulled,
then you check if all of the orsmmms
colored striped units be-
longing to that headquarters
are in range. If they are,
they are then activated to
move and fight. Combat is
odds based and aircraft can
be thrown in to shift the
odds. Modify the odds by
the terrain, then roll a D6 to
determine the result. Usu-
ally there are step losses
and retreats, although the
attackers do take losses, particularly in
low odds attacks. Most counters are
double-sided, so you simply flip over the
strongest unit to its weaker side. Again,
this is pretty simple and it can play faster
than it looks. For example, if you have a
division holding a section of the map and
its chit is drawn first in the turn, the units
might not need to move or attack, so then
its on to the next chit.

However, this is where things can get
a bit frustrating at times. During the first
few turns if a side has four chits in the

cup and is allowed to draw 4 chits that
turn, everything gets a chance to move.
Later on the in game, however, when you
have 8 chits in the cup and can only pull
5, you sometimes see critical sectors una-
ble to move, plus coordinating attacks
can be a challenge.

This is probably the longest game in
the series and it at least in my memory,
probably has the most chrome attached to
it. First off, the supply rules are brutal,
due to the nature of the conflict and the
terrain. If you’re not on a track or road,
you’re out of supply! This forces you
channel everything down certain avenues
and the Russians have a hard time using
their huge forces. The next thing are all
of the events such as snow, first freezes,
and much, much more. Even though
there are markers
to track things
you have to keep
referring to the
rules. These
events can then
 trigger new
phases in the
sequence of play

- terized units can
move at the end
of the turn and
other units out of
supply, isolated, etc., have to check for
frostbite which can result in a step loss.

At some point a lot of the Russian
divisional chits vanish, to be replaced by
corps chits that give the Russians a bit
more flexibility. Keeping track of these
things, plus the special events, supply
rules, etc., made this game much more
challenging to play than other games in
the series. On top of that, there are some
30+ counters that have the wrong rein-
forcement number on them, so you need
to play close attention to the reinforce-
ments listing in the rules. Also, the med-

= als on the victory point location markers

hould use national flags instead of that
ountry’s medals.

In summary, this is a good addition to

' the game series and a very unusual con-
- flict that few gamers are probably aware

of. It is going to be a longer game and

<= there will be a lot of flipping back and

- forth through the rules to understand all
of the events, terrain, command, etc.

| These games are great for solo play as the
- chit pull mechanic does a great job of
simulating a second player.
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By Swords & Bayonets

Game Review

‘GREAT BATTLES of the AMERICAN CIVIL WAR

The Great Battles of the
American Civil War
(GBACW) series by GMT
Games continues to be one New
of their most popular se- B
ries. While there are many
different sizes of battles,
ranging from the full three
days at Gettysburg to some
of the smaller ones in
Death Valley, there aren’t a
lot of “learning” scenarios
or a chance to finish a battle in under a
few hours. By Swords & Bayonets aims
to solve that problem.

* ok x

Even though the game only covers
four of the smaller battles during the
ACW, there are still a lot of components.
First off, there are two back-printed maps
with the familiar GBACW graphics that
feature some unusual terrain. Then you
have two sheets of counters that contain
all of the markers and combat units.
GMT surprisingly supplied a counter tray
and depending upon how you use it, you
can just about get all of the counters into
that one tray. If you have an additional
tray you can easily separate out both the
Confederate and Union divisions. A
stack of combat tables, scenario displays,
then the rules, exclusive rules, and an
example of play booklet complete things.

Another in a long line of well done
games is the summary here with very
little to complain about. The rules, how-
ever, while not approaching the level of
War & Peace, are starting to get thicker
and thicker with each iteration. Most of
this is of course due to closing up loop-
holes, clarifications, more examples, etc.,
but the rules will take a few reading ses-
sions to grasp. The exclusive rules cover
all sorts of peculiarities about the battles
as well as problematic terrain types. Fi-
nally, the play book goes over each as-

‘The Battles of Big Bethel, Mill Springs,
2n ation

=
=
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pect of the rules and if this is your
first time with a game in the series
(or if you’ve only played a few sce-
narios of other games in the series)
this is invaluable.

il The four battles covered are Big
Bethel, New Bern, Mill Springs, and
#) 2nd Rappahannock Station. All of
these battles were chosen for multi-
ple reasons, i.e., they can fit on one
map, have a limited number of turns,
and the command structure is fairly sim-
ple. This makes learning the series much
easier, although after playing some of
these one does wonder if it would be
better to jump in and try some of the larg-
er games just so you can know the rules

better. The commands are all color coded

and the set up is fairly quick for these
smaller battles. Simply find the right
color in your tray or bags, then set them
up according to the scenario. Usually
there’s only a few units so it goes fast.
While the battles are fairly small, the
scenarios offer optional units and extra
turns to show the approach to battle, al-
ternate strategies, or some “what ifs”,
which certainly gives the game some
replay value.

For those unfamiliar with the
GBACW system, each strength point
represents 100 men or 1 gun with each
turn being an hour. Units can be in
one of three modes; advance (the most
common), attack, or march. All three
have specific rules about what you can
or can’t do each turn. The heart of the
game is the command structure, where
each corps determines its efficiency,
or how many activation chits the vari-
ous commands get (usually 2-4) for
the turn. Each time an activation chit
is drawn, all units from that color can
move and/or fire. While it is simple in
theory, when playing the game it be-
comes a challenge trying to
keep everyone in command
range.

Name-
Rank
Small arms and artillery fire is
handled with a D10 along with a
host of possible modifiers. There
is a chart with the various types of
weapons as this game is a bit more
tactical than one might think.
Disorder is a common result and
when you take a second disorder
result that’s where the fun really
begins as units can start having
some serious problems. Melee is
again done with all kinds of modi-

fiers that cover strength, disorder, flanks,
quality, etc. Once you get the hang of the
system you can move through the activa-
tions pretty quickly each turn.

There are of course rules for extended
formations, refusing flanks, all kinds of
terrain penalties, and much more. The
good thing about these smaller battles is
that there are usually less than 20 units on
each side, which lets a gamer try things

Army Commander

— Initiative Rating
D

A5~ Command Range
Command

Corps Commander

Command

Division Leader

2 90

Comman

Brigade or Regiment Leader

Name —[w _ Action Profile
600 — Command Range

Canalry &

ML 25— Activation Rating

out and become familiar with the system
before moving onto the larger games in
the series. The command system, which
plays a prominent role in most of the
larger games, only plays a small part
here, which again is great for learning
how things work.

This entry into the series is ideal for
solo play as well, since the chit pull
mechanism functions well as a replace-
ment for a second player. For those who
already play GBACW, then this game is
great for teaching another gamer who
may be interested. I can actually see
further games of this size as there are
quite a few ACW battles that would fit
this format, plus many gamers simply
don’t have the table space or time to do
Getttysburg, Shiloh, and others on a regu-
lar basis.

The only disappointing
thing about the game was
that even before gamers had
it in their hands there were a
few pages of errata and cor-
rections. While the play
book is a great idea, releas-
ing it with errors doesn’t
exactly help things! Over-
all, this game is worth the
money if you have an inter-
¢ est in the ACW and would
like to get started in the
world of GBACW.

Efficiency Rating

Command Range

Brigade Coordination
). Command Range

Orders Rating
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Desert Duel by Three Crowns Games

Game Review

In this issue we have
not one, but two of the
WW?2 Operational games |
from Three Crowns Games
to review. Desert Duel is
the 10th game in the series ¢
and unlike the other games
in the series, this package
contains two games. The
first game, A Most Bitter
Blow, covers Operation
Battleaxe in June of 1941
where the British snatched
defeat from the jaws of victory. The sec-
ond game, Fighting Hard, is set in June of
1942 and covers the Battle of Matruh.

If you’ve played Dance of War, which
was a previous game in this series cover-
ing another battle in North Africa, then
you pretty much know what to expect in
terms of components, especially since
some of the same units are in both games!
Unlike that game, however, this one con-
tains two games. Three Crowns definite-
ly tried to make each game a self con-
tained unit and in most places succeeded.

For starters, there are two 17 x 22
maps, two sheets of counters, two sets of
rules, and three play aid cards. There are
some shared counters that are used to
mark out of supply units, pinned, etc., but
A IE AL X6 Ak e B the counters for
L B B B W % | each game have
their own unique

F% g5 symbol, which

<ot greatly aids in
E?EEELE organization and
. setup. Thisisa
great idea that
g more companies
¢ should use, espe-
o cially when there
are multiple games
in a box or pack-
age. The separate
rules are also a great idea, although they
could have had a common set of series
rules, then just the exclusive rules sepa-
rately. The good thing about doing it this
way, however, is that you can see the
exclusions, new rules, etc., as you pro-
gress through the main rules of the game
system.

PaEAp,

|

The maps are very similar to the previ-
ous Dance of War game. It’s hard to find
beauty in any North Africa game and
these are no exceptions. Plenty of yel-
low, tan, and brown to go around! The
roads are clearly marked as are the other
terrain features such as fortifications. If

you’ve played other games in the
series you will need to go over things
like villages as their effects have
changed for this game. The maps are
functional, but aren’t going to win
" any awards. The only real complaint
@ are the victory point markers, where
the medals on each side need to be
replaced with British and German
insignia, which would be a welcome
~= sight. Overall, you get a lot in this
package and everything is perfectly
functional.

Everything listed in the Stalin’s Lost
Chance review in this issue pretty
much applies here. The driving
engine of this game series is the
chit pull mechanic. The turn starts &
off with aircraft returning to oper- |
ational duty, then random events,
which depending upon the roll can
be minor or give one side an ad-
vantage for a turn or so. Then you
get to the chit pull phase where
you pull a command chit, then all
of the units that belong to that
formation can move and attack. You then
follow this up with the supply and rein-
forcement phases. For each turn there is
a number on the turn track that shows the
amount of activations each side gets. If
you only have four chits and the turn
number lists four activations, all of your
commands will get to move/fight that
turn. However, there may be some turns
where you have 6-7 chits and can only
use three or four of them.

For these games, much like Dance of
War, the British had a large number of
brigades with small units in them. For
this game you can draw a chit where you
can pick one
of the two or
three colors
listed. This is
good and bad
in that you
can choose
which bri-
gade/
formation to
activate, but it
means that in
many turns not all of them will be used.
While this does give the game plenty of
chaos and unpredictability, trying to coor-
dinate attacks or retreats is difficult at
best.

Both battles are fairy straightforward
contests, with lots of little British units

facing off against weak Italian forces, but
backed by some powerful German ar-
mored units. Move, attack, shore up the
lines, decide where to use the limited air
support, etc., are all features of this game
and with fewer units than other games in
the series, it plays pretty fast. One game
only has 6 turns, so it is ideal for learning
the system.

The one down side to these games as
the series has progressed is the amount of
chrome added to each game. While the
first few in the series had some turn relat-
ed events or special units, it seems like as

= the series moves

D forward there
& are more and
»= more special
rules. Some of
this could be due
to the fact that
you need to find
| battles that will
~ fit the game
series format
and those battles
had some unusual things that occurred.
Regardless, you will need to keep the
rules handy and you do find yourself
forgetting many of them.

In fact, there should be on one of the
reference cards a checklist of special or
turn related rules, just so the gamer
doesn’t pass them by. With the random
events, fortifications, minefields, critical
battle markers, attack brigades, etc., you
will find yourself missing things during
the first play as you discover things in the
rules when looking for other things!
There’s nothing overly complex about the
system and it is fairly easy to learn, but as

you move through the games in the

' series you can clearly see more and

8

\ more chrome is being added.

, At the end of the day, what you
\ have is probably the best way to
= get introduced to the game series.
Two battles, one of which is only
six turns long, plus low counter
density, means that you can take
& your time and figure things out
_ before trying something large such
as Across The Narva or Stargard
Solstice. The components aren’t going to
win any awards, but then again it is North
Africa and terrain art can only take you
so far! Also, these games are great for
solo play as the chit pull mechanic is easy
to implement and keeps things interest-
ing, no matter what the battle is.
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Battle Report

The Seleucid Plan Worked...Kind Of...

We usually do a Warmaster Ancients
game several times a year. There’s
several reasons for this, with the usual
ones being that we know the rules pret-
ty well, it plays fast, and everyone usu-
ally has a good time. Out of all of the
armies that we have for this period, we §
do usually report on our Seleucids vs.
Roman battles the most as games in-
volving those armies can hold 5-6 play.
ers. We also have Crusaders, Saracens, §
Normans, Assyrians, Hittites, Egyp-
tians, a German Renaissance army, and |
finally a large Samurai force. We just |
need to expand those armies for larger
games! Also, probably the last time we
use the Sicily Country mat for WMA as
the colors along with the small scale fig-
ures looked a bit wonky!

The Roman army of 2,000 points fea-
tured the usual legions in the front line
backed by auxiliaries. Several units of
archers, skirmishers, and then a force of
cavalry rounded out the force. The Ro-
man cavalry is usually in small numbers

as the idea is for them to buy time so that
the legions can do their dirty work and
win the game before the flanks are lost.
The self supporting legion rule makes this
version of the Romans particularly tough
customers in melee, with them often tak-
ing more hits, but winning the battle, then
destroying their opponents in the follow
up rounds.

As noted in past battle reports, the
Seleucids have a bewildering amount of
options available to them if you’ve paint-
ed the miniatures. We have about four
different 2,000 point Seleucid army lists
to choose from and this one would fea-
ture only one unit of elephants along with
two heavy cavalry and one cataphract
unit. The mainstay of this army list
would be the six pike units, two units of
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imitation legionnaires, two units of tho-
rakites, four units of archers, and skir-
mishers. Definitely an infantry based list
where the cavalry would threaten the
flanks and hold things up while the phal-
anxes did their dirty work in the center.

However, the Seleucid side came up
with a complex battle plan that would
rely on a bit of deception. Using the de-
ployment system to the best of
their advantage, the Seleucids
% put both cavalry heavy divisions
in their center and on their right
flank. This left the phalanxes
and elephants somewhat in the
center, but heavily on the left
flank. The idea would be to pin
the Roman center and left while
the phalanxes moved in and
finished off the Roman right.
This would require a lot of coor-
dination and most of all, good
8 command rolls. Naturally as
what usually happens in WMA,
. things did not quite go as
~ planned!

The Romans came right out and just
about hit all of their command rolls dur-
ing the first few turns. As
always, we started joking
that we might have to start
the game over again as the
Romans were going to win
before things ever got start-
ed! Again, however, the
Romans ran into their own
command and control prob-
lems, which gave the Seleu-
cids the chance to catch back -
up, which they kind of did.
The Seleucid cavalry began
to move towards the center
of the board to threaten the
Roman center and left, while

¥4 the phalanxes and elephants began

@ moving forward as well. The Romans
started the festivities with archery and
artillery fire, so they drew first blood
with a couple of Seleucid stands lost as
a result.

The main action began on the Se-
leucid right and right-center, where the
Seleucid heavy cavalry and Roman
cavalry started to mix it up. Despite
the Seleucid cavalry being pretty good,
they were being held up by the Roman
skirmishers, archers, light cavalry, and
other assorted units. Both sides started
to lose stands and while the Romans
had to pull back to shorten their lines,
the Seleucids bad cavalry command rolls
meant that any advantage they had was
instantly washed away. This pattern re-
peated itself over several turns and clear-
ly, the battle was not going to be won on
the Seleucid right or center-right.

The Romans figured out what was
going on with the Seleucid battle plan
(actually, it had fallen apart) and started
moving the majority of the legions to-
wards the side of the board where the
Seleucid phalanxes and elephants were
located. While they maneuvered towards
each other, the action continued on the
other half of the board where both sides
now had their archers, skirmishers, le-
gions, medium infantry, and cavalry units
all engaged along the front. Both sides
were losing a lot of stands, but there were
no real breakthroughs as most units were
now down to at least two stands. This
action kept going for several turns and
each time one side or the other had a
chance to blow the doors wide open they
failed their first command roll of the turn!
Things were definitely turning into a war
of attrition! (cont. on p27)

P
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Battle Report

(cont. from p26) Now the Seleucids on
the left flank began moving towards the
inevitable clash in the center. The weird
thing was that only about half of the units
on that side moved up! At least two units
of phalanx, a skirmisher unit, one archer,
and one light infantry unit barely moved
the entire game! The other units, howev-
er, crashed into the legions, starting a
multiple turn battle that see-sawed back
and forth. By this time both sides were
well over halfway to their break point,
but the Seleucids were doing better than
it seemed.

The legions did have their moments,
however, and definitely took a toll on the
Seleucid infantry. Meanwhile, the rest of
the Seleucid army was engaged in their
war of attrition, with both sides losing
stands here and there. By turn 8 the Ro-
mans were in trouble, although things

ISSUE 69

The Seleucid Plan Worked...Kind Of... (cont.)

7/

could reverse themselves at a moment’s
notice as we’ve found out before in
WMA! There were very few fresh units
and this of course made command even
harder (in WMA each stand loss to a unit
causes a —1 penalty to the command roll).

The Seleucid pike and elephants were
taking their toll on the Roman legions.
While the legions are tough customers,
especially in the first round, their die rolls
in the succeeding rounds weren’t even
doing 50% hits or saves. Slowly, they
were pushed back and saw casualties
mount. The final few fresh cavalry units
were thrown into the fray, but the battles
just caused more stand losses to both
sides. On the surface, it seemed for most
of the game the Romans were winning,
but when you started counting up stand
losses they were behind! Going to Turn
10 the Romans decided to go all out.

The Romans sent everything forward
that would move, despite stand losses,
and tried a death or glory charge to turn
the game around. Again, however, a
series of bad command rolls prevented
any kind of breakthrough or follow up to
finish off some units. The Seleucids saw
their chance and started picking off dam-
aged units, which resulted in the Romans
reaching their break point and the Seleu-
cids emerged victorious.

The Seleucid player who came up
with the battle plan claimed that it
worked as the Seleucids did win! The
battle had some crazy swings of fortune
and a good chunk of the Seleucid left
never even got engaged! Again, it was a
lot of fun, but the command system can
be frustrating at times. We’re going to
try a hidden deployment at some point
and see how that works.
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Hail Caesar: Syracuse Army First Time Out Battle Report

‘ One of the more perplexing elements

i # of this battle were the Syracuse com-
mander on the right flank with the biggest
and best division, then the Roman com-
mander with one of the legions and the
Italian allied division. That entire flank
was an enigma shrouded in a mystery for
most of the game! The Syracuse com-
mander failed his first command roll of
the turn for 8 consecutive turns! We
thought that it was probably some kind of
4 gaming record in futility and we’ve been
- gaming for almost 50 years! The only
thing that saved the Syracuse right flank
was that the Roman commander on that

With enough units for a pretty sizeable
Syracuse force (around 500 points), it
was time to initiate them on the wargam-
ing table. While we had used the Repub-
lican Roman army several times, no one
really knew what to expect from a hoplite
based army. We usually do big Hail Cae-
sar games on holidays or over the Christ-
mas break, but for the regular Friday
gaming night it was decided to keep the
terrain simple and just get down to the
battle!

The Syracuse army was arrayed with
the following commands:

1st Division: (1) unit of bodyguard/ The Romans were broken down into side failed his first command roll of the
hoplites, (2) mercenary hoplites, (1) hop- the following commands” turn on 6 out of the first 8 turns! Basical-
lite levy (Syracuse citizens and militia), Ist Legion ly, that entire S}de of the bo'ard'sat around
(1) unit of Spanish scutarii, (1) unit of & exchanging artillery and skirmish fire for
mercenary Gauls, (2) units of skirmish- 2nd Legion 8 turns.
ers, and (1) battery of artillery. 3rd Division: (3) units of Oscans, (1) In the center the hoplites a_ldvanced.on
unit of Campanian hoplites, and (1) unit one of the Roman legions with the skir-
of skirmishers. mishers getting out in front and doing
o ) their usual dirty work. The problem for
= 4th Division: (2) Roman cavalry units the Syracuse hoplites was that every time
§ and (1) unit of Numidian cavalry. they charged, the next unit to charge in a

synchronized assault would fail its com-
mand roll! This let the Romans do their
usual “ganging up” with their small units,
which would drive back then finish off

& Fach legion was broken up into 7 units
| (hastate, principes, and triarii) along with
one additional allied skirmisher unit.

Both sides had the makings of a sim- the hoplite units one by one. The Roman
ple battle plan, i.e., go straight at the ene- small units, while a bit brittle (Stamina of
my! Without ever having played with a 4) pack a punch and when you combine
Syracuse army it was hard to say what two of them on one enemy unit you get
was going to happen, plus the cavalry of 10 dice in a charge, which can be devas-

: both sides was pretty mediocre. Howev- tating.
2nd Division: (2) mercenary hoplite er, that is how the battle started out, with .
units, (3) levy lgo%)htes, Q) Ii}i]ghtli)nfantry the cavalry of both sides going after one By Turn d8 the C?tV}f‘er of bOthhSId.CS
units, (2 units of skirmishers. another! This was to set off a series of were worn down with everyone having
charges and counterattacks that was to go taken 3 or 4 stamina hits. The center was
3rd Division: (1) medium Greek cavalry on for pretty much the entire game with not looking good' for Syracuse, but they
unit and (2) light cavalry units. 1o clear winner on that flank. still had more units to pile into the fray,

and on the far right it was (cont. on p29)

SIS
DXE>ED

1sT DIVISION 2ND DIVISION

ITALIAN ALLIES 1ST LEGION 2ND LEGION
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(cont. from p28) a virtual standstill.
There was still plenty of time for each
side to get going, plus there were a lot of
fresh units on both sides that could tip the
balance one way or the other.

Finally, the Syracuse right started to
move, then they attacked across the front
lines. Through a series of incredibly
good die rolls the hoplites crashed into
the awaiting Oscans and pretty much
obliterated the front lines. All of a sud-
den the Syracuse right flank was surging
ahead in steamroller fashion. Another
unit of Oscans and the Campanian hop-
lites moved up, producing a hoplite vs.
hoplite battle that was the trademark of
Classical Greece history. The Syracuse
hoplites were victorious and after a few
rounds of follow up combat the Italian
allied division was thoroughly defeated
and Syracuse was in control there.

s
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Now the crisis point came for the Ro-
man side. The cavalry battle was still
ongoing as both sides used their exhaust-
ed units for one more push that never
quite seemed to finish off the other side.
Both sides would rally, then charge again
with almost the same results. In the cen-
ter the Syracuse hoplites were taking a
beating and their light forces had been
defeated, but the Roman legion there had
taken some serious damage and was hesi-
tant to push their advantage.

With the Italian allies defeated, the
Syracuse forces turned their hoplites to-
wards the center and the second Roman
legion. Faced with hoplites to their flank,
Gauls and Spanish to their front, plus
skirmishers, the end was in sight. After
carefully considering their options, the
Roman commanders decided that they
would need to withdraw, leaving the forc-

Hail Caesar: Syracuse Army First Time Out (cont.) Battle Report

L)

es of Syracuse in control of the battle-
field.

A very weird, but fun game of Hail
Caesar! While the cavalry battle and
infantry fights in the center were ongo-
ing, the really good units of both sides
were sitting still. When they both got
going it was the command rolls and a few
great combat sequences that saved the
Syracuse side. We had kept the terrain to
a minimum as no one really knew what to
expect, so we may go with a defensive
battle next time.

While it was a lot of work (and mon-
ey!) to get a new army to the table, I
think that it helps breathe some new life
into a set of rules or period that the group
likes to play. You can only play Romans
vs. Seleucids so many times! If only we
had a Carthaginian army...
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Battle Report

In the dying days of the American
Civil War, Sherman’s army was
marching through North Carolina on
its way to join Grant and the Army of
the Potomac. With about one month
to go before the war actually ended,
Confederate commander General Jo-
seph Johnston decided to strike Sher-
man at a place of his choosing. Sher-

man had long been operating with two £ z

“wings”, the right wing being com-
manded by General Howard and the

left commanded by General Slocum. Wrr
Johnston decided to deliver a devastat- ¢ lf;

ing blow to Slocum’s wing and thus
the Battle of Bentonville occurred.

Due to time and space considerations,
we selected a scenario that covered the
initial Union attack, then the massive
Confederate attack that followed it. His-
torically, the Union attack failed, then a
good part of Slocum’s command was
rendered combat ineffective until How-
ard’s forces came up to rectify the situa-
tion. With this scenario’s limited scope,
we felt it would work best for what we
had available.

We had enough forces to have three
Confederate commanders and two Union
for the game. Then we came to the big-
gest problem with many ACW and
French & Indian War battles; how to
simulate large areas of forest! We decid-
ed to use the woods that we had to outline
the handful of open areas that were on the
actual battlefield. We then placed a few
more trees in other areas to give the ap-
pearance of a heavily forested landscape.
The trick as always was to leave room for

the troops to deploy, make it look as good
as possible, and alleviate having to re-
move model trees all night long.

The Union commander who was over
Carlin’s and Morgan’s divisions was true
to form, trying to replicate the attack by
Carlin’s units on a lightly fortified Con-
federate line. Just looking at the setup
everyone could see that any kind of Un-
ion attack had a very low chance of suc-
ceeding, but that’s never stopped gamers
before! The attack went in and was re-
pulsed fairly easily. Those units fell back
while the Confederate forces came out
from behind their breastworks and pur-
sued.

This was the first sign to the Union
players that they were in trouble! Mor-
gan’s units came up in an attempt to get
into good positions in the middle of the
board, but more and more Confederate
forces kept arriving. With the firing
range on most of the board being around
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March 197 1865.

: 4 inches due to the forest, trying to get to
~ the open areas was a challenge. The
.. Union forces of Carlin and Morgan were

now clearly being swept up into a larger
battle with one huge problem; there was-

d n’t much behind them! The Union re-

serve division wasn’t due until turn 4

® and things were looking grim already.

We took stock of the situation, which
brought up one of the huge problems of
playing a historical scenario and that is
being able to see everything in front of
you. In the actual battle the attack on the

" Union left didn’t really start until around

3pm, but here it was 1:30 or so and the
Union flank was going to get crumpled
up and the game would be over in one
more turn. The Confederate commander
on that side, knowing that there was noth-
ing in front of him pushed forward far
quicker than his historical counterparts.
We discussed the situation and in the
interest of fair play and wanting to have
an enjoyable game, it was decided to
have the Confederate forces on that side
of the battlefield halt to “reorganize”.
That gave the Union forces a one turn
shot to sort themselves out and put up a
defense.

The Confederate attack was really
developing now as they pushed the lead-
ing Union forces into an L shape. On the
Union right the Confederate kept attack-
ing, but couldn’t make any headway at
first. However, with each exchange of
fire or attack the Union forces got a bit
weaker. A strong Union counterattack on
turn 5 stabilized things on that flank, but
trouble was brewing. (cont. on p31)
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Fire and Fury: Bentonville (cont.)

Battle Report

(cont. from p30) The Union reserve
moved up into position right when the
Confederates emerged from the forest
and tried to cave in the Union left. The
first attacks were stopped, but the long
term prognosis wasn’t very good. In the
center there were some sharp exchanges
of fire that were damaging to both sides,
but the Union was still hanging in there,
trying desperately to form a good defen-
sive position to at least give themselves a
chance.

On the Union left the Confederate
Iuck vanished for a turn as two strong
attacks were stopped cold. Both sides on
that flank were now no longer fresh and
casualties were mounting for the Union
side. After looking at the casualty count
from destroyed stands the Union was
already past 25% losses by turn 6 while
the Confederates were probably closer to

ISSUE 69

10%. Things were not trending well if
you were a Union player this night!

The crisis first materialized in the cen-
ter where the Union got hit by a few flank
attacks that didn’t do much than push
those units further back down the main
road. The Union was losing a lot of
stands on turn 7 and 8, plus the situation
was going from bad to worse. The Union
reserve was now engaged and being
pushed back. If this broke the entire po-
sition would collapse and Slocum’s com-
mand would be in serious trouble. On the
Union right the forces there were still
somehow holding on as both sides had
taken a beating.

The last part of turn 8 and turn 9 con-
firmed what everyone thought in that the
game was as good as over! On the Union
flank the units there were spent and down
to their final few stands. One more good
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push might be it for the Union on that
side. In the center the units there were
fighting to their front and flank, so the
end was not far away. Finally, on the
Union left they were being pushed back
and losing stands each turn. After taking
a look at the frightful Union losses
(probably 40%) the game was called as a
Confederate victory.

While it was a lot of fun, the Union
should have scrapped any historical ideas
and just went defensive from the start.
This does bring up a problem with the
historical scenarios in that the players
know and can see too much, not to men-
tion trying to get the terrain right! What
was needed was some hidden movement,
rules limiting Confederate coordination,
etc., but that is a lot of work as well. In
the future, we’ll examine these kinds of
scenarios a bit closer before we start!
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Battle Report

Hail Caesar: King Edward Attacks the C

We decided to run a six play-
er Wars of the Roses game al-
most at the last moment, where
we would be using a 6 x 4 table
That meant cutting out a lot of
the forces that we regularly use
but we would still need to have
enough for several players and
so that the game wouldn’t be
over in an hour or two! Also,
with set up time, take down,
dinner, getting to where we had
to play, etc., that meant a sce-
nario that would be about as
simple as they come.

In the end, the scenario was
pretty straightforward. It started out as
needing to take two of the three objec-
tives (farm, middle of the road, and the
ridge on the Lancastrian right/Y orkist
left) by the end of turn 10. Halfway
through the game, however, we saw that
due to some bad command rolls, several
of the divisions were just getting moving!
We quickly changed to where you needed
to break two of the three opposing divi-
sions and this ended up working well.
Although many gamers don’t like to
change scenario parameters midway
through a game, the idea is to keep things
competitive and have fun, so this changed
worked out well.

Each side had three divisions, with
most divisions having three infantry units
consisting of 2-3 household units (mix of
bow and bill), 1-2 heavy infantry units,
two units of skirmishers/arquebus, and a
unit of dismounted men at arms/knights.
Each side also had one light cavalry unit
and a battery of two medium guns. Each
division basically had five units, so if any
of them lost three units it would break, so
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this would make things a bit easier to
keep track of during the game.

Both sides didn’t really have an
original battle plan outside of going
straight at whoever was in front of
you! Clearly on the far side of the
board where the ridge was, that
was an objective that needed to be
seized quickly. For one, you got a
+1 for defending the ridge (since it
would be uphill for an attacker) and
two, it blocked line of sight. It also
had the unfortunate side effect of
whoever was on top of the ridge
was going to catch a lot of arrows
coming their way!

Warwick got one unit to go
three moves on the first turn, but then no
one else moved! This left one unit to get
shot at by two different units plus the
artillery! In the center and near the ridge
both sides cautiously moved out. By turn
3, however, both sides threw caution to
the wind and the battle was on. The Lan-
castrians crested the ridge and started a
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massive archery duel while Somerset’s
light cavalry looked for an opening to
exploit. Fauconberg, however, who was
having a hard time getting his troops to
move gladly stood there and shot at the
Lancastrians on the ridge. In the center
Percy and Edward squared off, maneu-
vering their forces to get into contact with
as much support as possible.

Now there was combat across the en-
tire board. Oxford’s front line troops
were doing well, but half of them didn’t
move for much of the game! The artil-
lery was pounding anything that came
close, but at long range they couldn’t hit
anything. In the center Edward and Percy
were really going at it. Charges and
counterattacks raged across the center,

leaving many units damaged and things
didn’t look good for either after a few
turns. Near the ridge there was a furious
exchange of archery and both sides were
getting disordered, fell back, then re-
engaged. While Somerset held the ridge
he couldn’t make any progress to do
down it at all. (cont. on p33)
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Hail Caesar: King Edward Attacks the Center
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(cont. from p32) Warwick kept pressing
Oxford and at one time both joined their
front line units for some massive melees
that swung back and forth. Oxford, sens-
ing an opening, moved up more troops to
overlap Warwick, who failed some com-
mand rolls at the worst times. Edward
and Percy were now down two units
each, so whoever lost the next one would
break. Finally, on the ridge, Somerset’s
forces launched an attack, but were beat-
en back. They had lost two units and
weren’t in good shape either. By this
time every division had lost one, if not
two units. We were getting to the deci-
sive part of the battle and units were scat-
tered all over, making command difficult.

The game could have gone on a bit
longer except for one thing, the number
of failed rally attempts! Both sides, par-
ticularly the Lancastrians, failed roll after
roll, so many units remained shaken

ISSUE 69

when they were shot at or attacked again.
First, Percy collapsed in the center, losing
his third unit due to a bad break roll.
Warwick then broke as Oxford kept
pressing and was the only command in
reasonably good shape. Near the ridge,
Somerset moved back up to the ridge, but
failed a few break tests and his division
broke as well.

With two of their three divisions now
broken, the Lancastrians were forced to
concede. It went right down to the wire
as both sides had a lost several units and
most commands were on the verge of
breaking the last few turns. The lone
exception to this was Oxford’s command,
which was still in good shape and could
have held out a bit longer. The battle had
seen some desperate fighting, particularly
in the center where neither Edward or
Percy would concede anything!

Battle Report

The battle did show that we really
need to start using the Arrow Storm rule
from the Wars of the Roses supplement.
This give each bow armed unit only three
volleys per game, which would have pre-
vented a lot of the shooting that went on
for 10 turns! With this rule once you’re
out of arrows it’s time to go to hand to
hand, which would have greatly changed
things during the battle. Still not sure
how our forces, which are based for the
WOTR rules in the 2nd edition rules,
would work with this rules as the supple-
ment changes a lot of the units.

We do like the period as its colorful
and there’s a lot of melee. In the future
we’ll probably start using some of the
rules from the supplement, especially the
ones for artillery, the various personali-
ties, weather, and more. Of course, doing
a campaign someday would also be an
awesome goal.

Page 33



WASATCH FRONT HISTORICAL
GAMING SOCIETY

Meets every other Friday night in the
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of Reason, Age of Discovery, Age of
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A COMPLETE FICTIONAL COLONIAL
CAMPAIGN FOR HISTORICAL
MINIATURE GAMING

One of the more interesting developments in the hob-

!
by has to be the rise of the “epic” series being put out by %;

Warlord Games. At this time there are sets for 1815,
Hannibal vs. Rome, Pike & Shotte, ACW, and Revolu-

tionary War. Of course, these games use variations on

their own Black Powder and Hail Caesar rules, with the
rules cleverly being included with the larger boxed sets. The starter sets alone have
enough figures to keep one busy painting for quite some time, but if that’s not enough
there are all kinds of cavalry, artillery, infantry brigade, and officer sets that you can
add on to expand your forces. Also, they are in a non-standard 13mm scale, meaning
that not much in the 10 or 15mm ranges of miniatures will fit with them, pretty much

forcing you to come back to Warlord Games for additional miniatures.

Whether or not that is shrewd marketing or forcing gamers to play their games with
their miniatures is a debate for another day. What is definitely occurring is that they are
continuing to expand the range into other periods, so you have to think that it’s only a
matter of time before Seven Years War, Zulu War, the Su-
dan, etc., are represented in this scale. Not all of the vari-
ous periods will probably sell in the numbers that the first
ones are, but you have to figure that more periods will be
offered. For those just getting into the hobby or looking for
i a set of rules that can be used for multiple periods, this
nicely sets itself up as a one stop shopping service for the
hobby. If you 're interested in the ACW, buy a boxed set,
add on some additional units, and there’s no need for you to look elsewhere for terrain,
rules, painting guides, etc., as everything is self contained. Regardless of your view of
Warlord Games, this is a pretty smart way to get gamers to support your company for

Yyears to come.

Where this begins to get interesting, however, is what is going to happen to all of the
gamers that already play these periods? Many are not going to give up playing Age of
Eagles in 15mm, General de Brigade in 28mm, Age of Reason in 15mm, and so on.
However, when they retire from the hobby, extreme old age, etc., who will pick up and
carry that flag of playing non-Warlord Games historical miniatures? That’s a good
question because many gamers coming into the historical side of the miniatures hobby
are only going to know Flames of War, Black Powder, Bolt Action (how long before an
epic WW2 set is released?), and Hail Caesar. The days of Johnny Reb, The Sword and
the Flame, Age of Eagles, Battles for Empire, and so on seem to be numbered. There
will always be gaming with other rules, but it looks at this time
that they will definitely be on the fiinge of the hobby as we go A
forward. While many of us back in the 70s and 80s thought it |
would be good to someday have some universal sets of rules,

none of us thought this is the way it would happen!




