


     For as long as 
many of us can 
remember, army 
lists have been a 
staple of miniature 
wargaming.  Hate 
them, love them, 
curse them, etc., 
they have been a 
longstanding part 
of the hobby, for 
better or worse!  They are 
the arbiter of what is fair or 
isnôt, serve as artificial 
constraints on our scenari-
os, and definitely affect 
how gamers purchase and 
paint their miniatures as 
well.  They are a force to 
be reckoned with, even if 
many do not use them at 
all! 

     When the hobby first 
got going, the primary fo-
cus was obtaining minia-
tures, painting them, writ-
ing rules (published rules 
were far and few between), 
making terrain, then trying 
to play a historical battle or 
playing a scenario that was 
close to history.  No one 
thought to limit the number 
of Old Guard regiments in 
a French Napoleonic army 
or how many Tiger tanks 
were in a German counter-
attack on the Eastern Front.  
Gamers just really never 
considered those things an 
issue. 

     When the hobby really 
started to emerge with 
commercial products in the 
70s and tournaments be-

came a thing, you 
started seeing army 
lists.  Go back to 
the hobby maga-
zines from that era 
and on ads from 
gaming companies 
you would see fig-
ures, limited ter-
rain, and lots of 
rules, but few army 

lists.  Army lists existed for 
primarily Ancients and 
Renaissance in most cases.  
Some rules might have 
them included, but for the 
heavyweights in the hobby 
such as WRG Ancients, 
they came in separate 
books.  This also started 
the rise of gamers choosing 
which army to paint by 
finding a list they liked and 
numerous articles rating the 
armies in the various lists. 

     Most gaming was still 
done by gamers in various 
groups who for example, 
would buy a copy of La-
serburn, paint up some 
15mm sci-fi figs, then run 
an attack on a spaceport.  
They would try to balance 
out the scenario, but using 
an army list at this stage 
was still a bit 
weird.  That, how-
ever, was changing 
and you started 
seeing army lists 
for Seven Years 
War, ACW, Napo-
leonics, and more.  
Many rules started 
incorporating army 
lists or some kind 

of limiting factors to pre-
vent ahistorical situations. 

     Things, however, were 
changing.  WRG for exam-
ple, didnôt just have one 
book of army lists, but 
multiple books for their 
sets of rules.  There was a 
point at the end of the 70s 
and through the 80s where 
either rules had scenarios 
in them and no lists, or they 
had lists and no scenarios.  
Clearly there was a divid-
ing line between those who 
wanted competition style 
games and others who 
fought the great battles of 
history or campaigns.  
Many of us of course had 
both, but there were a lot of 
questions about the lists. 

     Slowly, things started to 
go in the direction of army 
lists.  Probably the biggest 
influence on this was when 
Warhammer 40K really 
started to emerge as the 
front runner in sci-fi minia-
tures gaming.  Everything 
was based off of lists and it 
greatly influenced what 
faction you chose, which 
direction to go in terms of 

miniature purchas-
es, and how you 
played your fac-
tion.  Suddenly, 
army lists were the 
way to go and if 
you wanted your 
rules to succeed, 
they needed vari-
ous army lists.  
(cont. on p3) 
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(cont. from p2)  Today, 
you would be hard 
pressed to find a set of 
rules without army lists!  
Nearly every set Iôve 
bought the last few years 
(Kampfgruppe Com-
mander 3, Midgard He-
roic, Hail Caesar 2nd 
ed., etc.) have army lists 
or they are available as a 
separate book.  Boxed 
sets of figures that go along with many 
rules are configured to adhere to a specif-
ic army list and give you the basics.  Us-
ing your list while knowing the weak-
nesses of your opponentôs list is a big part 
of the hobby now. 

      The good thing about army lists is 
that they can serve as a guide for your 
collecting and painting a force for a par-
ticular set of rules.  If youôre creating an 
early Successors army for example, by 
buying/painting a few pike units, some 
elephants, heavy cavalry, etc., you will at 
least have what should look like a Suc-
cessors army on the tabletop for that peri-
od of warfare.  The rules also serve as 
artificial constraints in that your army 
canôt be all pike phalanxes and agema 
heavy cavalry.  Instead, you must make 
do like the commanders of the day and 
learn to utilize your militia, light cavalry, 
javelin armed skirmishers, and allies.  

This is the beauty 
of the army list as 
it prevents gamers 
from taking a 
force composed 
entirely of King 
Tiger tanks! 

     The points 
systems and mini-
mum/maximum 
that some army 
lists have are 
another constrain-
ing mechanism.  

If you and an opponent are going to play 
Flames of War, Saga, or Warmaster on a 
given day, just agree on a points total, 
then bring along the units that according 
to the lists, should give a fairly equal 
battle.  There will be eternal arguments 
about the numbers in the list, from points 
per units to number of attacks and saves, 
but that will exist with any set of rules. 

     For many manufacturers the ability to 
sell boxed sets to a fixed amount of 
points is a great marketing tool.  Get 

gamers to purchase your rules, then 
offer a boxed set with the prescribed 
units that they can just open up and 
play with.  Many gamers will go this 
route, which explains the success of 
many game systems and why things 
arenôt going to change!  A new player 
tries their first game, then buys the 
rules and chooses a boxed set.  No 
studying the army lists, figuring out 
what is what, etc.  Just open the box 
and youôre ready to go.  Itôs easy to see 
why army lists are now a standard feature 
of many rules and at this time it appears 
that there is no going back. 

     However, the question 
becomes, what are you really 
playing on the tabletop?  Bat-
tles throughout history were 
rarely equal affairs.  If you 
look at events such as Antie-
tam, Omdurman, or even a 
special forces fight in the 
hills of Afghanistan, one side 
or the other had a numerical 
superiority.  Not only that, 
the terrain wasnôt always by choice of 
one or both of the participants, nor the 
weather that the battle was fought under.  
The time of day, quality of forces, how 
much artillery was available, etc., were 
usually not ideal.  However, these battles 
did occur and no points system can re-
flect that. 

     The other issue with army lists is that 
they seem to be constantly ñevolvingò.  
Itôs not uncommon that you purchase a 
set of rules (which may have lists in it or 
in a separate module), then you build a 
force for it.  Sometime in the future a 
separate book comes out on a topic, such 
as East Front 1944 or Rome vs. Carthage, 
which you readily buy.  You look over 
the lists and you realize that you donôt 
have nowhere near the forces to play any 
of the scenarios or campaigns!  The rea-
son for that is that the original system 
went with a generic list while the mod-
ules/supplements based theirs off of actu-

al battles.  We 
wonôt even go into 
Games Workshop 
and their continual-
ly ñevolvingò army 
lists. 

     The one other 
issue that gamers 
complain about 
regarding lists is 
the time it takes to 

build your army.  Letôs say that youôre 
going to be playing BKC IV on the week-
ly gaming night and you may have 3-5 
players, so your group settles on a so 
many points per side game.  Someone 
from both sides then has to go down the 
lists for the era chosen, compare it to 
what they have or what others have, then 
keep adding and re-adding until you get 
to the desired amount that also reflects 
the minimums and maximums listed.  If 
this doesnôt put you off from playing the 
game, nothing else will!  Now you could 
make a whole series of standard lists for 

your miniature collection or use 
programs like Army Builder, but 
itôs never as easy as it first sounds. 

    What weôre left with is an entire 
generation of gamers who have 
known nothing but equal points 
battles.  Go to a WH40K, Age of 
Sigmar, Saga, Flames of War, etc., 
tournament and watch for a while.  
Whatever ñscenarioò (usually just 
a meeting engagement) they have 
set up is just a mechanism to get 

two evenly matched (at least in points) 
armies to face off in the middle of the 
board.  Yes, this is where army lists have 
led us and while many clearly love it, a 
good number of gamers hate it as well.  
We havenôt even mentioned that a lot of 
these lists get very little if any playtest-
ing, which means new versions will be 
coming out to recti-
fy problems. 

     In the end, it 
seems like army 
lists solve problems  
and at the same time 
can create prob-
lems!  Some groups 
use them for quick 
scenarios or a late 
change of plans to 
get some armies out 
on the tabletop.  Others treat them as life 
and death.  The one thing that is not 
changing is that they are here to stay.  
With the rise of the tournament scene (the 
amount of professionally run tournaments 
continues to grow), army lists are front 
and center.  Many long time gamers, 
however, still rely on scenarios such as 
rear guard actions, flank attacks, etc., that 
do not have equal point values, nor are 
they interested that things are equal.  
Playing the game is the important part as 
well as realizing that not all battles were 
equal throughout history.  Army lists, 
however, keep ñevolvingò... 
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     This scenario was based off 
of many battles on the Eastern 
Front in late 1944 where the 
German front had collapsed and 
the Russians were trying to 
eliminate various pockets of 
resistance.  In this scenario, the 
Germans were in multiple 
groups, trying to reach the last 
know safe position in the area.  
Two Russian mech forces were 
maneuvering for a pincer attack 
to close off the escape route. 

     The Germans had the follow-
ing forces: 

¶ An infantry company (3 
stands) and a Tiger platoon (1 stand) 
holding a village/road junction in the 
middle of the board. 

¶ A relief force consisting of a compa-
ny of Panthers and a company of 
panzergrenadiers with some support 
elements.  This would enter at the far 
left of the board on Turn 1. 

¶ Four escaping battlegroups; one with 
(3) Stug IIIHs, another with (3) PZ 
IVHs, one with (2) Marder IIIs and 
two panzergrenadier stands, and the 
final group with a company of pan-
zergrenadiers.  All three would enter 
from random points on the right of 
the board on Turn 1. 

¶ The Germans also had a battery of 
105mm artillery in support.  The 
German command ratings were 8s, 
except for two of the escaping battle-
groups which were 7s.   

     The Russians had two mechanized 
forces which would enter from opposite 

ends of the long side of the game board, 
within 6 inches to either side of the road: 
 

¶ The first group had (4) T-34/85s (2) 
SMG stands, and (2) mech infantry 
stands w/trucks. 

¶ The second group had (6) T-34/76s 
and (4) mech infantry stands w/
trucks. 

¶ The Russians also had (2) batteries 
of 122mm artillery on call, but their 
FAO was poorly rated. 

     The scenario had been designed for 
five players with the fifth taking a Rus-
sian force that would be chasing the flee-
ing German battlegroups.  However, due 
to a late cancellation, we were left with 
only four players, so we had to come up 
with a unique way of depicting this.  The 
solution was to have sort of a ñred wallò 
that moved 8 inches a turn starting on 
Turn 2 from the left edge of the game 

board.  If this wall ever contacted any 
German stand it was assumed to be cap-
tured by the Russian follow on forces.  
This would put pressure on the German 
forces to continuously be moving and 
every command roll would be critical. 

     For every vehicle and/or infantry stand 
the Germans got off the board (except the 
relief force) they would score 5 points, 
giving a possible total of 85 points.  The 
Germans would roll percentile dice and if 
the number was under the score, it would 
be deemed a successful operation.  May-
be not the most fair set of victory condi-
tions, but each side would be trying to 
increase/decrease the percentage. 

     The German relief force came barrel-
ing down the road towards the village, 
trying to help fortify the village while the 
fleeing battlegroups tried to make their 
best speed towards the village at the cen-
ter of the board and safety.  The Russian 
forces came on and positioned them-
selves to start engaging the German de-
fenders in the village.  The Tiger opened 
fire on the T-34/85s and this started a 
multi-turn gunnery duel which ended 
with the Tiger on fire, but not before it 
scores multiple hits on the T-34/85s. 

     Inf act, this was the theme for the Rus-
sians most of the night.  They would 
knock out German stands, but each time 
they grew weaker and weaker.  The Stugs 
got intercepted by a small group of T-
34/76s who already had their hands full 
with some of the Panthers.  The Stugs 
had to make a run for it and quickly lost 
two of their number, but did score some 
hits with their return fire.  The Panthers 
were doing their job by keeping the Rus-
sians busy, but the Germans (cont. on p5) 
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(cont. from p4) were being forced for-
ward by the red wall, while the Russians 
just sat back and waited. 

     By Turn 4 things werenôt looking 
great for the Germans.  The Stugs were 
knocked out, the Marders kept blowing 
their command rolls and got captured, 
plus the Tiger in the village was on fire.  
The T-34/85s had taken a lot of hits and 
escape route was still open, but things 
werenôt looking good.  The Russian in-
fantry on both sides deployed into the 
forest areas to block any German pan-
zergrenadiers from going around them. 

     The Germans, however, still had some 
PZ IVHs and some panzergrenadiers and 
these swung around to the left to make 
their attack.  A Panther and an SDKFZ 
251/22 knocked out the final T-34/85 on 
that side of the board.  The Germans 
rolled up and got into a nasty fight with 

the Russian mech infantry, which includ-
ed some close assaults, which the Ger-
mans repelled. 

     Now we were getting down to the end 
game.  The Germans needed to break out 
into the open where the T-34/76s were 
waiting at long range across the board as 
they didnôt want to expose themselves too 
much to the Panthers, who had already 
knocked out a few.  Taking the village in 
the center seemed a remote possibility for 
the Russians, so the goal now was to kill 
as many German units as possible to low-
er the chance to win on the final die roll. 

      The Germans made a break for it, 
seeing their one and only opportunity 
before the door closed completely.  The 
last PZ IVH was knocked out, but the 
infantry got through.  The Russians were 
too weak by this time to pursue, so while 
the relief force covered, the five infantry 

stands and one halftrack escaped for a 
total of 30 points.  The Germans rolled 
percentile dice and came up with a 62, 
meaning that they had lost the game. 

     A very fun game with some desperate 
fighting!  No one was really sure if the 
scenario was balanced or not, but things 
worked out better than we hoped!  The 
good thing about using the ñpercentile 
dice for victoryò system is that both sides 
have a chance, regardless of how many 
players there are, if forces are unbal-
anced, or you need to make last minute 
changes to the scenario. 

     In the future we could revisit this sce-
nario and maybe add a chart that on cer-
tain die rolls both sides would get some 
extra forces, which would make things 
interesting.  Also, more support units, 
artillery, and air attacks could be added to 
balance things out a bit more. 
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     As a group, weôve played Battle-
Tech:  Alpha Strike multiple times 
now, and so when a Boxing Day game 
was suggested, one of our members 
offered to run a larger-scale game.  It 
would include mechs, tanks, infantry, 
artillery, turrets, and aircraft.   The 
original plan was for 6 or 7 players, 
but we reduced it to 5 after a few peo-
ple could not attend. 

     BattleTech, both as a game and as a 
fictional universe, has existed for 
around 40 years now.  It has evolved 
over the years, and unlike the gorilla in 
the room (Games Workshopôs 40k), it 
changes with an advancing timeline 
(from a game with stagnant technology, 
to finding the Helm Memory core, to 
Clan Invasion, to FedCom Civil War, 
Jihad, Republic, Dark Age, and now 
ilClan).  It is a tale of sweeping galactic 
conquest, with a plethora of major and 

minor factions loosely patterned on Feu-
dal Europe (the various houses act as 
feudal countries, Comstar was space 
AT&T, and the clans were a sort of Mon-
gol Horde).  The current setting is the 
ilClan era, set after the popular clix-based 
Dark Age/Republic of the Sphere.   

     The scenario for the day is drawn from 
some of the more current fiction.  When 
Alaric Ward made his push on Terra/
Earth, he stripped the Wolf Empire of 
pretty much everything, and those left 
behind are scrambling to hold it togeth-
er.  With the Hyper Pulse Grid largely 
offline, interstellar communications are 
slow, reducing the speed with which the 
FWL, House Steiner, or House Liao can 
capitalize on this moment of weakness. 

     The Wolves are thus a mixed bag of 
aged out Solahma (old/infirm warriors) 
and junior cadets who havenôt yet gradu-

ated, pressed into service to protect the 
world (in game play terms these would 
all be skill 5, as opposed to the normal 3 
or 4 for clan warriors, either green or 
otherwise unfit for normal duty by clan 
standards).  In a true hallmark of the 

changing landscape they would 
be supported by Clan Ghost 
Bear and a mercenary force 
consisting of Hansenôs Rough-
riders (the Ghost Bears com-
posed a star of mostly heavy 
and assault mechs, while the 
Rough Riders had their typical 
Assault/Heavy lance, both sup-
ported by a trinary of elemen-
tals).   

     In the ilClan setting, the 
Rasalhague Dominion (Ghost 
Bear/Rasalhague) has been riv-
en by internal dissent despite its 
professed support of the 
ilClan.  They were thus óeagerô 

to be seen supporting the Wolves and get 
in their good graces.  Further acting as a 
shock is the fact that the clans in this 
period have begun 
hiring mercenar-
ies.  This would be 
unthinkable to most 
folks familiar with 
the clans, but their 
time in the Inner 
Sphere is definitely 
rubbing off on them 
(Alaric Ward himself 
hired the Wolfôs 
Dragoons for his 
march on Terra). 

     The Free Worlds 
League (FWL or 
House Marik) were 
all regulars, compris-
ing a Heavy/Assault 

Lance, Medium/Light Lance, infantry, 
and a reinforced vehicle lance (all skill 
4), supported by a mixed company of 
21st Centauri Lancers (2 lances of 
mechs, and a reinforced vehicle lance, 
all skill 3 as befitting their storied car-
rier and fearsome reputation for excel-
lent gunnery). 

      Both sides had a single air support 
unit, while the clan side had turrets, 
while the inner sphere side sported a 
single artillery piece off board.  Aero-
space and artillery could both only be 
used on alternating turns (loading/
firing for well off board, or the aero-
space assets needing to set up for an-
other attack run). 

     The table was a 10 by 4 setup with a 
bay/ocean on one end and a river running 
up most of the table.  The seaport city 
held a genetic repository for the clan 
(seeking to rapidly grow numbers post 
invasion of terra), the main space port (in 
the middle), and the local power genera-
tion facility at the end opposite the 
city.  The Wolves and their allies would 
need to hold the space port and power 
station while preventing the destruction 
of the genetic repository.  The faction in 
control of the power station could turn it 
on or off, which would enable or disable 
the turrets, and also drop the gates of the 
city and space port. 

    Opening the match, the FWL moved 
forward tentatively while the 21st Cen-
tauri made a much more aggressive push 
up under cover on the opposite 
flank.  The Wolves in the city elected to 
move out with both stars (over a couple 
turns) vs a defensive fight under the cov-
er of the walls.  Meanwhile, (cont, on p7)
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(cont. from p6) in the center, the Rough-
riders played a much more conservative 
wait-and-see.  Initial fire saw an out-of-
position Ghost Bear Hellhound/Conjuror 
go up in flames to the combined weight 
of fire from a sizable portion of the 21st 
Centauri force, despite jumping and being 
in cover on the hill.  This was to prove a 
bad omen for the normally redoubtable 
Ghost Bears, who would struggle to land 
hits all game.  A problem further exacer-
bated by a couple of good turns with aer-
ospace chewing them up from behind. 

     Meanwhile, on the other side, the 
Wolves drew first blood against the 
FWL, downing a Carronade thanks to a 
whole star moving up through the waters 
of the bay.  The Wolf strafing run chewed 
up some infantry and a mech, but was 
otherwise only mildly eventful. 

     After about the 3rd or 4th turn, dam-
age really started to accrue.  The Ghost 
Bears were withering under continuous 
punishment from the 21st Centauri, 
helped not a little by the 21stôs lightning-
fast hover vehicles (including 4 Savannah 
Masters, which on paper donôt look like 
much with 1 armor, 1 structure, and 1 
damage, but they are dirt cheap with a 
26ò move and TMM of 4.  Truly beastly 
for getting into rear arcs and redirecting 
the flow of battle).  These would spend 
much of the game forcing the Roughrid-
ers and Bears to waste effort dealing with 

them in the backfield, punching well 
above their weight class.  None of them 
were game-breaking, but the speed, 4 
TMM, and ability to get into rear arcs 
made for rough going for the defenders.   

     Things almost looked like they might 
switch up at one point as the Roughriders, 
not to be outdone, scored a critical hit on 
the first shot at a 21st Centauri Banshee 
and promptly scored a 12 on the critical 

table, causing it to explode spectacularly 
in the middle of the field.  It would make 
the 21st quickly reposition multiple units 
that were otherwise pummeling the Ghost 
Bears.  The Roughriders would continue 
it by downing a Thunderbolt, a Savanah 
Master, a couple FWL units through judi-
cious air strikes, and pummeling a couple 
of other 21st Centauri units. 

     Meanwhile, the FWL and Wolves 
were in a fight to the death.  Each side 
pounded the other, chewing through 
mech after mech.  In this, the lowly battle 
armor of the FWL would earn their 
weight in gold, chipping away at the 
Wolf mechs piece by piece.  All the 
while, the vehicle lance made up the dif-
ference.  The Wolvers, for their part, gave 
almost as good as they got.  They chewed 
through multiple mechs, and almost man-
aged to fold the FWL at a couple of 
points. 

     Eventually, the 21st crushed all of the 
Ghost Bears, except a plucky little ele-
mental, and managed to shut off the tur-
rets and drop the gates.  It should be not-
ed that the Bear Mammoth and Kodiak 
both finally get in the game, showing just 
how brutally impressive their firepower is 
by completely stripping the armor off a 
Sagitaire and taking down a Stalker (with 
the help of an elemental).  Sadly, it was 
too little too late; the 21st had otherwise 
wiped the walls with them (perhaps there 
was still indecision on (cont. on p12) 
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