


     While we were 
learning how to 
play General 
dôArmee 2 on one 
of our Friday night 
gaming sessions, a 
posting about his-
torical vs. sci-fi/
fantasy gaming the 
previous day came to mind.  
Here we were, mostly guys 
in their 50s and 60s, play-
ing a Napoleonic minia-
tures game where around 
after close to 4 hours we 
were just getting to the 
halfway point!  How many 
of todayôs gamers would 
have returned for a second 
session or have packed it in 
even before the first ses-
sion finished?  My guess is 
about 90% of them.  This 
isnôt the first time the topic 
has been brought up in 
these pages and it certainly 
wonôt be the last.  Howev-
er, while the writing has 

been on 
the wall 
for a while 
now, never 
has it been 
more legi-
ble than 
today! 

     Histori-
cal minia-

tures gaming is what really 
got the miniatures gaming 
hobby started back at the 
end of the 60s and 70s, 
along with stalwarts SPI 
and Avalon Hill for board 
wargames.  As time moved 
on, science fiction and fan-

tasy, once fringe peri-
ods, started to assert 
control.  Today, histori-
cal miniatures and board 
wargames are on the 
fringes of the hobby.  
With each passing day, 
they get pushed more 
and more to the hobbyôs 

borders while its competi-
tion continues to expand by 
leaps and bounds. 

     Many historical 
gamers thought that 
they would be on the 
fringes for only a 
short time and that 
things would cycle 
back at some point.  
Some thought that the 
current crop of sci-fi 
gamers would clearly 
see the errors of their ways 
and join historical gamers 
for some Ancients, Coloni-
als, ACW, or Napoleonic 
games.  Although that does 
happen, the numbers going 
the other way dwarf those 
who are getting into histor-
ical gaming. 

     Although Flames of 
War and to an extent, War-
lord Games have pushed 
back and had some success, 
they are still in the vast 
minority compared to fan-
tasy and sci-fi gaming.  Itôs 
not only the 
Warhammer 
phenomenon 
that youôre com-
peting against, 
but several other 
things as well.  

For example, the rise of 
skirmish gaming, that 
would on the surface, seem 
to gravitate to the historical 
side of things.  Nope, there 
are all kinds of fantasy and 
sci-fi skirmish systems as 
well. 

     So now the historical 
miniatures hobby is com-
peting against the sci-fi and 
fantasy juggernaut, the 

move towards 
games with fewer 
figures, and the 
time constraint.  
This last item is 
really coming to 
the forefront the 
last few years.  
Thereôs even a 
rapidly expanding 

category in board war-
games for games that only 
take an hour!  Where back 
in the day we would do all 
day (and some nights) mi-
cro-armor or naval battles, 
if we can get a group that 
will go four hours today 
weôve really accomplished 
something! 

     Youôre also starting to 
see changes in game con-
ventions and the rise of 
tournaments as well.  The 
big historical miniatures 
conventions such as Fall In 
and Cold Wars are still 
going strong, but even at 
Gen Con and others his-
torical gaming has been 
pushed towards  much 
smaller areas than in past 
years.  (cont. on p3) 
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(cont. from p2)  The 
rise of professionally 
organized tourna-
ments is also a bit 
surprising, but ap-
pears to be quite suc-
cessful.  WH40K, 
Warhammer Old 
War, and others seem 
to be able to fill up 
event spaces fairly easily, despite how 
much tickets are or how much armies will 
cost gamers.  Bolt Action is about the 
only historical game that seems to do 
well in the tournament setting. 

     So, how can historical miniatures 
gaming compete in this new world?  It 
certainly isnôt going to be easy and some 
things may have to change, which as with 
all things could be a mix of good and bad.  
For example, you have the excellent 
GHQ miniatures and for anyone interest-
ed in WW2 battles this is a great place to 
start.  Then, however, comes the question 
about which rules to use.  There is no 
agreement and how do you choose from 
100+ sets of rules that are currently out 
there?   

     The same 
could be said 
for someone 
who watches an 
Ancients game 
and decides to 
get into it.  Ever 
wonder why 

Roman armies are usually selected and 
purchased?  For one thing they can come 
in one boxed set, have one uniform color, 
and the rules are usually designed around 
them.  If you choose Early Macedonian 
for example, youôll probably need to buy 
figures from multiple manufacturers, 
order several Ospreys for uniforms, 
shield transfers/decals, and figure out the 
basing  for all of the various types of 
units.  Historical miniatures gaming 
doesnôt do itself any favors here. 

     Contrast that to WH40K where the 
basic boxed set has everything you need 
for both sides, including the rules.  You 
can paint the figs however you want and 
while the cost is definitely more than 
historical miniatures, that appears to be a 
minor factor.  Thereôs a lot of other play-
ers usually in the same area and most 
importantly, they all use the same rules!  
The support for the game is massive as 
well.  Supplements, more figures, various 
forums, YouTube channels, and tourna-

ments are just part of it.  Compare that 
to 90% of rules/systems for historical 
miniatures that have little to no support 
at all. 

     The Epic boxed sets released by 
Warlord Games are a good attempt at 
duplicating what Games Workshop is 
doing.  Tons of figures, rules, etc., all 
in one box.  So why havenôt they taken 
the hobby by storm?  For starters, due 

to the unusual scale (13mm doesnôt fit 
with many gamers existing collections) it 
doesnôt appeal to all 
gamers and when you 
get right down to it, 
thereôs a LOT of 
painting that needs to 
be done!  No doubt 
theyôve sold a fair 
share of this product, 
but you donôt see a 
lot of battles posted on various gaming 
forums. 

     What draws gamers into historical 
miniatures?  For some it is a dislike for 
sci-fi and fantasy gaming as they look to 
recreate battles throughout history.  For 
others it is the spectacle of seeing large 
armies of well painted miniatures.  There 
are also those who enjoy the research, 
painting, and gaming various historical 
periods.  Over the years, magazines like 
The Courier, Miniature Wargames, War-
games Illustrated, and many others chron-
icled big battles played at shows and 
gaming nights, which were an inspiration 
for gamers across the globe. 

     Are there still gaming groups that put 
on big games?  Yes, there are, but with 
each passing day they become the minori-
ty.  Most historical miniatures gaming 
now seems to take place in a 2-3 hour slot 
and even that is being generous.  Many 
Bolt Action games, Wings of War, Com-
mand & Colors, Saga, etc., type games 
may go two hours if things are moving 
slowly that night.  Look at the rise of the 
Osprey rules series where most of the 
games are designed to 
be completed in proba-
bly around 90 minutes, 
longer if you have more 
than four players.  
Weôve gone from trying 
to build armies to se-
lecting a set of rules 
where you have to paint 
as few figures as possi-
ble! 

      Can this trend be reversed?  It doesnôt 
look like it right now, but as with many 
other things, it can always cycle back 
where gamers want something more in 
depth, find a challenge in a big project, or 
suddenly find themselves with more 
spare time.  In the meantime, what can be 
done to improve things and make sure 
that the torch gets passed along or that 
your historical miniatures collection 
doesnôt end up in the dumpster at the end 
of your days or hobby life? 

This is where a bit of guerilla 
marketing comes in.  Historical 
miniatures gaming is no longer 
going to be able to go head to 
head with sci-fi or fantasy gam-
ing.  However, putting on a 
large historical game at a con-
vention, show, or the local 
store can do 

wonders to get new 
recruits.  If youôre 
playing something like 
Age of Eagles make 
sure that you have the 
movement/combat 
tables for everyone and 
maybe even a short 
summary.  Take the 
time to answer ques-
tions, ask others if they want to run a 
command, or be prepared to suggest what 
they could order to get started.  Historical 
miniatures scares some gamers, but when 
you break down the rules and they start 
playing, you do generate interest. 

     Offer to help new gamers with uni-
form research, hand out excess figures 
you may have so that others can try their 
hand at painting, or if you belong to the 
Old Glory Army for example, offer to go 
in with them on an order.  Mix up the 
games that you play so that itôs not the 
same thing every time.  The idea is to get 
people into this side of the hobby and 
certainly discussing the lower costs of 
historical miniatures does have some 
influence!   

     Can historical gamers hold 
back the tide?  Probably not, 
but you can make sure it 
doesnôt wash over you and 
sweep you out to sea!  There 
are potential historical gamers 
out there and we (along with 
game companies) need to do a 
better job of introducing new-
bies into this side of the hob-
by and how fun it is. 
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    We had tried 
General dôArmee 
and General dôBri-
gade several times 
in the past.  While 
we usually play 
Age of Eagles for 
the Napoleonic 
period in 15mm, 
we do have one 
member who pre-
fers General 

dôArmee and of course, if they are going 
to paint the miniatures and run the game, 
weôre only too happy to come along and 
give it a try! 

     First off, as you can see from the im-
ages, we are playing in 6mm, which is a 
huge change for us for Horse & Musket 
games.  A lot of work definitely went into 
this as the rules are battalion scale, so you 
basically need a company per stand and 4
-6 stands per battalion.  He had not quite 
finished all of the bases, plus we were 
short some skirmishers (white strips), 
commanders, and caissons, but there 
were plenty of units to play with and it 
does look good in this scale. 

     The terrain is worth discussing as 
there was a small river running across the 
battlefield.  While not a major obstacle 
and it could be crossed anywhere along 
its length, it would slow the attacking 
French down.  The Russians were waiting 
across the river on a series of hills, defi-
nitely giving them a defensive advantage.  
There was a small town in a hollow be-
tween two of the hills. Attacking this 
would be a challenge for the French as it 
was right across the river and covered by 
the forces on two of the hills.  The French 
needed to take at least two hills and the 

town to win the game, which was going 
to be a tall order. 

     General dôArmee 2 claims to be a 
streamlined version of the 1st edition and 
it did seem like that to those of us who 
remembered playing that.  Each turn you 
roll for the number of ADCs per com-
mand (in this case a division per player) 
and that number is spent on tasks such as 
assault fire for artillery, faster movement 
for an infantry brigade, a focus on skir-
mishers, etc.  Units can still move and 

fire when active, but the ADC commands 
give bonuses for those things.  Each side 
then checks for how many brigades will 
be hesitant (donôt follow orders or do 
anything that turn) or active.  Initiative is 
rolled for, then the turn begins.  It might 
sound complicated, but after a turn or two 
you get the hang of it. 

     What was hard to get the hang of was 
movement in 6mm!  It felt like you were-
nôt going anywhere quickly, but at the 

same time you did get a grand sweeping 
view of the various brigades moving to 
contact.  At this point, it would be good 
to have a discussion about what General 
dôArmee 2 is about, which is the full Na-
poleonic battle.  Basically, you are sup-
posed to use the first 10-20 turns to soften 
up the enemy position, then advance into 
firefights and close combat.  While the 
turns where there is no combat (melee) 
can go by quickly, waiting for that long 
means that you could have some very 

long games.  We decided to 
bombard for around 5-6 turns 
and press forward to see how 
musket fire and melee 
worked. 

     The other thing that is 
interesting to note is that 
bugaboo for gamers in the 
Horse & Musket as well as 
Ancient periods; skirmishers.  
With General dôArmee 2 the 
various brigades and battal-
ions can contribute to the 
skirmish line, which is repre-
sented by stands, usually 4-6 
stands per brigade.  The fire-
power that these put out, 
especially with a Skirmishers 
ADC order, was a bit surpris-

ing.  In our game each side tried killing 
off the others skirmishers, but once they 
were freed up they can do some damage 
against artillery and infantry formations.  
Some gamers may like this and some 
may not, depending upon your view of 
skirmish fire during that era. 

     The French pounded some of the Rus-
sian battalions on the hill, then pushed 
past the skirmish screens, especially on 
the French right.  The (cont. on p5)   
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(cont. from p4) French crossed the river, 
tried to get sorted out, then launched a 
series of attacks into the woods where 
several Russian battalions were posi-
tioned.  This brought on the combat 
(melee) system where one battalion 
launches the attack while others support 
the effort by offering a series or die re-
rolls.  A very interesting system that 
would take some trial and error to get 
proficient with it.  The initial French at-
tacks were thrown back, once again 
showing that to take defensive positions 
in this game you really need to bombard 
everything! 

     In the center the French tried crossing 
the river and attacking the town, but those 
attacks were thrown back as well.  Unlike  
most Horse & Musket games where indi-
vidual units attack enemy units, here you 
choose one or two battalion to go forward 
while the other support in case the dice 

go badly.  A different concept than most 
gamers are used to.  If we play this a sec-
ond time I suspect players would position 
brigades so that one or two battalions hit 
a few focused points with the other 2-4 
battalions in support. 

     Back on the French right a second 
round of attacks took place, but they were 
again repulsed.  Once you take defensive 
fire in the attack, you need some good 
rolls or things will go badly very quickly.  
By this time the French attack had stalled 
and would need to get reorganized to try 
again.  Crossing the river and moving 
through the woods had jumbled the com-
mand and the first few examples of com-
bat showed that you needed a compact, 
coordinated attack for it to succeed. 

     With the French moving up their third 
brigades for both divisions and artillery 
deploying forward, the game was called 

as were just learning how things worked.  
We had played for around 3 1/2 hours, 
got in around 17-18 turns, but there was 
still a LONG way to go, probably another 
two hours at the minimum.  If you had a 
few corps per side plus cavalry (we didnôt 
have any this night), this could be a 7-8 
hour battle. 

     Now the system seemed to portray 
Napoleonic warfare favorably.  Selecting 
the right ADC order combos, artillery 
bombardments, and launching coordinat-
ed attacks were all present, plus the sys-
tems seemed to work well.  The rules 
didnôt seem that hard to teach/learn, but it 
would take some plays to learn the nu-
ances.  The big issue with these rules 
would be the playing time as mentioned 
above.  Attacking without a bombard-
ment isnôt very smart, but doing 10-20 
turns of it before the main battle might 
take some extra time. 
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Situation:  Blue is falling back along the 
entire sector in the face of an ever grow-
ing winter offensive from Red.  Blueôs 
forces in this area have orders to evacuate 
all units over the river, then blow the 
bridge to delay Red.  However, the com-
bat engineers are just getting started with 
laying the charges and there are still for-
mations moving towards the bridge to 
cross to safety.  Blueôs rearguard must 
hold the crossing for as long as possible. 

Period:  Designed  for the WW2 and 
Modern periods. 

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

Terrain Notes:  The town is a combina-
tion of wood and stone buildings with a 
variety of large and small buildings.  The 
wooded areas are light woods, but will 
limit movement.  The hills should be 
treated as rough ground.  The river is 
impassable except at the bridge. There 
are several farms in the area as well. 

Scale:  The scenario is designed for any 
scale, but if 28mm figures/vehicles at a 
1:1 scale are used the table may need to 
be expanded to a 5 x 8.   

Red Forces:  

¶ (8) units of mech infantry 

¶ (2) heavy weapons units (MGs) 

¶ (2) mortar units 

¶ (6) armor units 

¶ (1) anti-tank unit (ATGMs ?) 

¶ (1) battery of off board artillery 

Set Up:  Redôs forces enter from the east 
edge of the board, within 18 inches of the 
road entrance in any formation. 

 Red Orders:  Seize the bridge before it 
is destroyed.  If that is not possible, place 
enough pressure on Blue that the bridge 
has to be destroyed earlier than planned, 
trapping Blueôs units on the wrong side 
of the river with no way to cross. 

Blue Forces:  Blue must hold off Redôs 
attack until as many units as possible can 
cross the bridge.  Once the bridge is pre-
pared for demolition, Blue can destroy it 
at any time (see special rules). 

Rearguard 

¶ (4) units of infantry 

¶ (1) unit of heavy weapons (MGs) 

¶ (1) mortar units 

¶ (1) combat engineer unit 

¶ (3) armor units 

¶ (1) anti-tank unit (ATGMs?) 

¶ (1) battery of off-board artillery. 

Retreating Force 1 
 

¶ (4) Truck units 

Retreating Force 2 

¶ (1) tank unit, (1) recon unit (armored 
cars, light armor, scouts) 

Retreating Force 3 

¶ (1) artillery unit 

Blue Orders:  Hold the bridge and sur-
rounding area for as long as possible.  
Fall back to the bridge and destroy it 
before Red can take it. 

Blue Set Up:  Blueôs forces must be de-
ployed behind the marked entrenchments, 
anywhere in the village, and on the for-
ested hills.  The combat engineer unit is 
deployed at the bridge.  The retreating 
forces will arrive randomly.  Each game 
turn roll 1D6 for each force and on a roll 
of a 6, that force arrives.  Roll a second 
1D6 and on a roll of 1-3 it enters the 
board from A and on 4-6 it arrives at B.  
If a retreating force never rolls a 6 during 

the game, it is considered to have been 
cut off and captured. 

Game Length:  12 turns 

Special Rules:   

¶ Red has the first turn in the game. 

¶ Blueôs entrenchments  consist of 
standard trenches, with positions for 
any anti-tank guns, mortars, and 
MGs. 

¶ It will take the combat engineer unit 
6 + 1D4 turns to rig the bridge for 
demolition.  Blue can destroy the 
bridge at ANY point in the game by 
rolling 1D6 and the bridge is consid-
ered destroyed on 1-5. 

¶ Units of the rearguard CANNOT 
cross the bridge until it is ready for 
demolition. 

Victory Conditions:  If Red captures the 
bridge before it is destroyed, it is an auto-
matic victory for Red.  Blue scores 1 
point for each unit that crosses the bridge 
before it is destroyed.  Units must be at 
least at 50% strength to count for the 1 
point.  Blue needs to score at least 10 
points to win the game. 

¶ Variants:  Airstrikes and additional 
artillery for both sides could added 
for a more involved game, plus air 
defenses around the bridge.  A sec-
ond bridge and/or ford could be add-
ed as well, allowing Red to cross and 
seize the bridge from the other side. 
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Situation:  The front has stagnated for 
the last few months and this sector has 
turned into a backwater, but Red is deter-
mined to make gains here and plans an 
assault.  The big obstacle is the river and 
the ford is still heavily defended.  Red 
comes up with a plan to draw away some 
of Blueôs troops, conduct a river crossing, 
then take the town. 

Period:  Designed  for the Ancient as 
well as Horse & Musket periods 

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

Terrain Notes:  The town is a combina-
tion of wood and stone buildings with a 
variety of large and small buildings.  The 
wooded areas are light woods, but will 
limit movement.  The hills should be 
treated as rough ground.  The river is 
fairly wide and deep, so it can only be 
crossed at the ford.  There are also sever-
al farms in the area as well. 

Scale:  The scenario is designed for any 
scale, but if 28mm might need a larger 
table or if the original forces are expand-
ed. 

Red Forces:  

¶ (12) units of infantry 

¶ (2) units of light infantry 

¶ (3) units of cavalry 

¶ (3) artillery batteries 

Set Up:  Before play begins and after 
Blueôs initial set up of forces, Red may 
place a bridge anywhere along the length 
of the river.  Red then places two units on 
the north side of the river, within 6ò of 
the bridge.  All of Redôs other units may 
then be placed anywhere on the south 
side of the river. 

 Red Orders:  Cross the river as quickly 
as possible and start moving towards the 
town.  Try to launch a well coordinated 
attack on the town before Blue can ready 
a defense.  After taking the town, proceed 
to capture the road exits at A & B. 

Blue Forces:  Half of Blueôs forces in 
this sector left early in the morning to 
counter what they believe was a river 
crossing by Red further east. 

Garrison 

¶ (4) units of infantry 

¶ (1) cavalry unit 

¶ (1) unit of militia 

¶ (1) artillery battery 

Reinforcements 

¶ (5) units of infantry 

¶ (1) unit of light infantry 

¶ (2) units of cavalry 

¶ (2) artillery batteries 

Blue Orders:  Outlying pickets have 
reported Redôs crossing and the garrison 
has stood to in the town.  Messengers 
have gone out to bring back Blueôs re-
maining force that went after the decoy 
crossings.  Blue must assemble a defense 
quickly and hold back Red from taking 
the town or blocking the road entrances/
exits at A & B. 

Blue Set Up:  The Garrison may set up 
anywhere in the blue box outlined on the 
map.  The artillery battery is deployed in 
a fortified position on the hill that over-
looks the ford crossing.  Blueôs reinforce-
ments will enter at A and are rolled for on 
each turn.  For each unit, roll 1D6 and on 
the roll of a 6 that unit appears that turn.  
Add +1 for each turn after (i.e., on turn 3 
it would be a +2, so a 4-6 would see the 
unit enter), so by turn 5 all units should 
be on board no matter how badly they 
rolled.  Any unit may delay entering at A 
for one turn and on the next turn enter at 
B instead. 

Game Length:  12 turns 

Special Rules:   

¶ Blue has the first turn in the game. 

¶ The ford should be treated as rough 
ground and only one unit can cross 
at a time. 

¶ Red can cross the bridge that is 
placed on Turn 1 and can cross at the 
ford as well, paying the movement 
penalty.   

Victory Conditions:  Red must take the 
town for a tactical victory.  If Red cap-
tures the town and the two road exits at A 
& B, it is an operational victory.  Any 
other result is a Red defeat. 

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

¶ Allow Red to position more units on 
the north side of the river at the start 
and maybe one unit already at the 
ford crossing. 

¶ Give each side additional forces at 
the start.  Create a chart for Blueôs 
reinforcements to appear on a sched-
ule or in selected groups. 

¶ Allow Blue to have some fortifica-
tions near the town. 

¶ Add more objectives for Red, such 
as seizing control of the farms. 

¶ Give Blue the opportunity to move 
the Garrison before the game begins. 
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Painting Fantasy Min-
iatures 

     The first miniatures 
I ever owned and paint-
ed were for an ongoing 
D&D campaign.  Some 
of us traveled to 
McEwan Miniatures in 
SLC, Utah, which was 
about 30 minutes from 
where we lived.  At this 
time in 1978, McEwan was one of only a 
few miniature manufacturers who dab-
bled in a bit of everything.  I bought a 
few dwarves, a wizard, an elf, and a few 
guys in armor along with some sci-fi 
stuff. 

     Now back in the 70s most fantasy 
figures were 25mm, not the 28mm and 
32mm that we now have.  The castings 
were a bit crude by todayôs standards, but 
at this point in the hobby there wasnôt a 
lot of choice!  On top of that, most minia-
tures painting was done with oils and 
Humbrol enamel paint.  If youôve ever 
worked with either of these painting me-
diums, you know that it was a challenge 
to do a really good paint job unless you 
were a professional artist.  It wasnôt until 
acrylics really started showing up at all of 
the craft store that you were able to paint 
figures quickly, use washes effectively, 

and paint large num-
bers of figures much 
more quickly. 

     From there it was 
on to the fantasy rang-
es put out by Minifigs.  
Again, these werenôt 
the greatest figures, but 
it was all we had back 
then!  The fact that you 
could find a pack of 
rangers, hobbits, and 
many other figures for 

your D&D games was exciting.  You 
would plan your Saturday trips to game 
and hobby stores just to look through the 
racks of figures.  Often, you would buy 
figures that you liked and not what you 
really needed! 

     Fantasy miniatures, however, 
were about to take a massive jump 
not only in quality, but selection as 
well.  With the rise of D&D and 
more gamers wanting miniatures for 
their campaigns, Ral Partha launched 
a huge range of figures.  Not only 
were these figures well sculpted, but 

trolls looked like what gamers thought 
trolls should look like.  Evil wizards 
looked...well...evil!  All of a sudden, here 
were these beautiful figures in a range 
that kept expanding.  By default, what 
Ral Partha put out for a fire giant, ranger, 
goblins, etc., became what gamers 
thought those things would actually look 
like!  This actually forced other compa-
nies to sculpt their miniatures to look a 
bit closer to Ral Parthaôs ideals than any 
other interpretation and it influenced the 
artwork used in many RPGs. 

     A close competitor at 
this time arose with Grena-
dier Models, who also start-
ed to put out a wide range 
of fantasy figures along 
with some interesting 
boxed sets.  The Grenadier 
giants were always popular 
and the ability to buy multi-
ple figures in a box was 
very appealing to gamers.  The quality 
was not as good as Ral Partha, but it was 
close and their figures painted up quite 
well.  Most D&D gamers had plenty of 
miniatures from both companies in their 
collections.  Many miniatures from both 
Grenadier and Ral Partha ended up doing 
double duty for historical armies as well! 

     There were also miniatures from com-
panies like Asgard, Heritage, and Superi-
or (probably closest to Ral Partha in 
terms of quality), that at least gave gam-
ers a wide variety of options.  Finding 
them, however, could be a challenge.  
Usually mail order and conventions were 
the only way to get many of these figures 
as few hobby stores carried anything but 
the standard packs by Ral Partha and 
Grenadier.  The other interest-
ing thing to note was that 
15mm fantasy never really 
took off during this era, de-
spite the huge appeal for all 
things fantasy gaming. 

     While all of this was going 
on in the late 70s and early 

80s, a small Eng-
lish company was 
quietly putting out 
some interesting fantasy 
miniatures.  That company 
would be Citadel Miniatures, 
who would of course be-
come Games Workshop.  
Their miniatures were quite 
good, they had some inter-
esting poses, and clearly 

they were doing their 
own thing, which was 
confirmed when the 
very first edition of 
Warhammer came out.  
Once they got going, 
figured out distribu-
tion, White Dwarf 
started being a profes-
sional publication, they 
quickly turned into the 
powerhouse that they are today. 

    Painting miniatures at this time was 
starting to get easier as well.  For a 
long, long time you usually had to go to 
arts & craft stores, artist supply stores, 
etc., to get paint and brushes.  Slowly, 
but surely, hobby stores started to ex-
pand their ranges and even carrying a 
variety of brushes.  Several companies 
had acrylics, Testors had their Model 
Master series, Tamiya came out with 
their own range, and all of a sudden you 
had all sorts of options to paint your fig-
ures.  Still nowhere near what we have 
now, but from the Dark Ages of figure 
painting in the 70s to where things were 
at the end of the 80s was nothing short of 
miraculous! 

     Games Workshop continued to domi-
nate the fantasy market well into the 
2000s, with their only real competition 
being the rise of Reaper Miniatures.  That 
quickly changed with Mantic and many 
other boxed sets/games now in produc-
tion.  Today, there are so many fantasy 
miniatures in so many scales that it simp-
ly defies description!  If you canôt find a 
magic user for your RPG character who 
has a bat on his shoulder along with an 
unusual hat, thatôs your fault, not the 

hobbyôs!  Fig-
ures in all 
scales, collec-
torôs editions, 
boxed sets, one-
offs, and much, 
much more are 
all now availa-
ble. 

     Not only all 
of that, but 

many of todayôs fantasy miniatures are 
works of art.  When I painted the figures 
in the Rising Sun board game, I kept re-
minding myself that these arenôt even the 
best miniatures out there right now, but 
they were exceedingly hard to paint.  
Who knows what the future holds for 
fantasy miniatures? 
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     Several issues ago there 
was a feature on the Zocchi 
catalog and its contributions 
to the hobby.  Now, with the 
recent passing of the legend-
ary Lou Zocchi, it may be 
time to revisit his role in the 
hobby.  This isnôt meant to be 
a biography of his life, so 
weôll limit the discussion to 
his company and how his 
dice, rules, and accessories 
really changed our games. 

      Lou Zocchi really got his start in the 
hobby by designing games.  Probably few 
people would know that he designed Av-
alon Hillôs Luftwaffe back in 1971, 
which soldiers on today, some 55 years 
later!  He also designed The Battle of 
Britain board game as well as the Star 
Fleet Battle Manual.  This was not the 
Star Fleet Battles that became popular in 
the 80s (and still goes on today), but be-
fore that, using the few miniatures that 
were out at that time.  Luftwaffe was 
popular back in the day for two reasons; 
the first being that it was a boxed game 
by Avalon Hill, so there was an audience 
already waiting.  Second, there were so 
few air wargames out there, especially 
those dealing with operational cam-
paigns. 

     Dice, howev-
er, is where Lou 
Zocchi and his 
company 
Gamescience 
would really 
shine.  The 
names Zocchi 
and Gamescience 
would become 
synonymous with 
dice and RPGs 
for quite some 

time.  Recognizing the need for different 
kinds of dice and higher quality than 
those in most games, Zocchi dove head-
first into the problem, creating what 
would become a dice empire.  No gamer 
in the late 70s or 80s would go forth 
without having a few Gamescience dice!  
As more and more colors, 
sizes, etc., started to appear, 
gamers soon found them-
selves buying multiple sets 
and collecting dice actually 
became a hobby inside the 
hobby. 

     Lou Zocchi, however, was 

far more than just someone who 
created and sold dice.  Besides 
designing Luftwaffe, he also did 
Battle of Britain, Flying Tigers, 
the Star Fleet Battle Manual, and 
Alien Space.  He also produced 
games and play tested several of 
the now classic Avalon Hill 
games.  For a long time if you 
wanted to game out Star Trek, his 
Battle Manual and ship minia-
tures were the only game in town.  

Gamers would even buy the larger ERTL 
plastic models and fight Federation vs. 
Klingon actions in garages and parks! 

     When Task Force Games 
produced their Starfleet Bat-
tles game, they really had not 
counted on so many gamers 
wanting to use ship minia-
tures.  The limited supply they 
had when the initially came 
out was quickly sold out.  
Where did gamers turn to?  
That would be Zocchi of 
course.  He had the same ships 
(in different packaging) and soon local 
hobby shops and gamers were trying to 
buy all that they could to fill the gap! 

      In the early days of miniature gaming 
you would see advertisements for rules 
and miniatures in various magazines such 
as Wargamerôs Digest, Military Model-
ling, and many others.  Ordering things 
from overseas was difficult at best and 
took a while to arrive.  Where did one go 
for the unusual?  Again, that 
would be Zocchi or his compa-
ny Zocchi Distribution.  The 
newsletters and catalogs that 
they had are still a source of joy 
today.  All kinds of unusual 
rules for every period, maga-
zines, board games, and acces-
sories filled the pages.  You 
could literally go through it for a month,, 
thinking about future purchases or new 
things that you would like to try.  Also, 
many of the things that you would see in 
the overseas magazines were available 
for order through his company here in the 
U.S. 

     Of course, when the Dungeons 
& Dragons boom began at the end 
of the 70s and into the early 80s, 
Zocchi was there as well.  All 
kinds of supplements, player aids, 
and of course dice were available.  
He had a special relationship with 
The Judges Guild, so his company 

was certainly one of the big sellers of 
RPG products.  Gamers who had finished 
all of the TSR modules (at the start they 
came out pretty slowly for a few years ) 
would go to Zocchi and find all kinds of 
new adventures, 
accessories, and 
more to keep them 
busy for years to 
come.  Looking 
back, it was an 
invaluable service 
to many gamers 
who thought they 
had run out of ideas and it helped to con-

tinually fuel the RPG industry. 

     Even with all of that, Zocchi and 
Gamescience would forever be tied 
to dice.  Over the years they would 
come out with all kinds of clear, 
colored, pastels, etc., dice of every 
shape and size.  During the 80s 
there was no self respecting hobby 
store that did not carry a selection 
of Gamescience dice.  You could 
buy them in sets or many stores 

sold individual dice by breaking up the 
sets.  Gamers could simply not ever have 
enough dice and even today, many of us 
have bags and bags of dice with many 
dating back to the 80s! 

     I only met Lou Zocchi once in my life 
when he was coming back from a con-
vention on the West Coast.  He stopped at 
the local hobby store and was selling his 
products, of which I picked up Mig Kill-

ers, a couple rules 
booklets, and of course 
some dice.  Although 
he seemed tired from 
the drive, he was 
friendly, knowledgea-
ble, and seemed like 
the kind of person you 
would want in your 

gaming group! 

     Today, everything you need for gam-
ing is at your fingertips.  No need to page 
through catalogs or magazine ads, just 
use your phone or laptop.  The sense of 
wonder and excitement has greatly been 
diminished and it would be hard to de-
scribe to todayôs gamers.  For those of us 
who were gaming in the 70s and 80s, 
who didnôt know about Zocchiôs compa-
ny?  With the passing of these giants of 
the hobby, gaming seems a little bit di-
minished, but it will go on.  For myself, I 
will keep using my Gamescience dice for 
gaming as long as I possibly can. 
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     This was a fictional battle where the 
forces of Lancaster had split to go look 
for the Kingôs army.  Unbeknownst to 
them, the King had double-backed and 
now had a chance to face only part of the 
Lancastrian army.  The main problem, 
however, was that the Kingôs forces 
would need to cross the wide stream to 
deliver the attack. 

     The terrain was pretty basic as we had 
a bit of a late start due to our dinner going 
long!  The main feature was the stream, 
which could be crossed, but with some 
conditions.  First, when you got to the 
stream a unit would need to stop, then 
take one move to cross, then roll for Dis-
order once across.  This would give the 
Lancastrians an advantage in defending 
that side of the board. 

     We long ago decided to ignore the 
Wars of the Roses book when it came out 
and continue to use the units/points that 
were in the Hail Caesar second edition 
rules.  We did, however, this time decide 
to use the Arrow Storm rule where units 

with archers had three ammo 
tokens.  This would certainly 
change things, but we were 
surprised with what was 
changed for our game!  The 
Lancastrians were allowed to 
set up anywhere along the 
main road while the Yorkist 
units could set up 12 inches 
from the edge of the board. 

     Both sides had similar forc-
es, with one light cavalry unit 
each and two guns.  Where the 
difference was is that the King 
was rated as a 9 for command, 
plus the Yorkist 

had four more units and cer-
tainly had more archers than 
the Lancastrians.  When de-
signing the scenario the 
thinking was that the extra 
archers would drive the Lan-
castrians back from the 
streamôs edge, thus allowing 
the Yorkist forces to cross 
unmolested then continue the 
attack.  In the end things 
didnôt really work out that 
well, but that was the idea. 

     Both sides broke their 
forces into three commands 
as we did have six players 
for this battle.  For the York-
ists they had the Kingôs forces in the cen-
ter and the strategy was for everyone to 
drive on the stream, force the Lancastri-
ans back with archery, then cross and 
finish off two of the three enemy divi-
sions, thus winning the game.  The Lan-
castrians were content with waiting along 
the road, then launching counterattacks at 
any Yorkist crossing. 

    The Yorkists did not exactly get the 
start that they were hoping for.  While the 
Kingôs units moved forward, the right 
and left flanks went nowhere, which was 
to be a consistent theme throughout the 
night.   Some units on the Yorkist left did 
get up to the stream, but got disordered 
upon crossing.  They were met with artil-
lery and archery fire, then one of Ox-
fordôs units in the center charged into 
them.  After a few turns the Yorkists 
were forced back over the stream where 
more artillery and archery fire finished 
that unit off. 

     The King in the center was the next 

division to come into action.  Many 
Yorkist units were able to roll three 
moves and get up to the river, cross it, 
then continue on the other side.  This was 
a curse and a blessing as while they got 
across, they were sometimes isolated and 
defeated in detail.  The Kingôs forces, 
however, were an exception to this and 
made a ferocious attack.  (cont. on p11) 
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