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The Finest 15mm Figures
in the World are
available from:

UK

Battle Honours

5 Moors Lane
Oreton,

Nr Kidderminster,
WORCS

DY14 8RH

Goulds of Dorchester
South Street
Dorchester

DORSET

Ud.S.A.

Tom DeVoe

Battle Honours America
17 Ridge Road

Budd Lake

NJ6 07828

(201) 691 2423

Waterloo Miniatures

4803 Burning Springs Drive
Arlington

TEXAS 76017

(817) 478 0721

ITALY

Testi

Via S. Lulcia 23
35100 Padova
(049) 773 111

Early French & Austrian artillery

SPAIN

El Ave Fenix
C/. Montesa: 24
Bajo D

28006

Madrid

402 79 30

PRICES: Infantry/Cavalry 12p
Horses 15p P& P
UK. and BFPO - Up to £20.00 15%
of order value (min 25p)
Over £20.00 10% of order value
Overseas Sea and Europe - 30% of
order value (min £1)
Overseas Airmail - 50% of order value
(min £2)

Designed by Anthony Barton
and cast in pewter by Tylers of Worcester S
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GOOD THINGS COME IN SMALL PACKAGES (AND LARGER ONES TOO!)

You all know by now that BATTLE HONOURS figues, such as those in the photographs opposite, are sold individually. This
means that you can make your units exactly as you want to. You also probably know that in order to make life easier we sell a
|range of units already pre-packaged with officers, NCO's and other ranks in 20:1 and 50/60:1 scales.You can combine
battalions to make regiments, combine regiments to make brigades and so on SUPERUNITS contain an information sheet
giving details of the units composition and some general history. This month we list our range of 20:1 SUPERUNITS and
50/60:1 BATTALION PACKS with the latest additions.

CONFEDERATION OF THE RHINE/LATE FRENCH

BRITISH - PENINSULA PERIOD Bavarian Line Battalion SUs55 420 BP75 1.68
£ £ FrewhlincBotalon  Sus6 420 Bpie 160
. : rench Line Battalion u ¥ .
Linglbtakon S e L German Line Battalion Su57 420 BP77 168
it Baitaion S002 420 BP19. 168 Polish Line Battalion Su61 420 BPB1 168
Fusilier Battalion SUo3 462 BP15 168 : -
Guards Battalion S04 560 BP14 224 EEVDhL(.ITIDH%RY?FREHCH )
Light Dragoon Regiment SU05 640 RP34 256 rench i!“e ]? 1- SUSg 3".38 ng ]'gs
Heavy Dragoon Regiment SU06 640 RP32 256 French Line 1797-1804 B3 278 BPTI 1.
Highiand Battalion SU09 560 BP20 196 French Light Battalion SUe0 336 BP80 168
The Rifles SU10 280 BP21 1.40 PRUSSIANS 1812 - 15
KGL Line Battalion SU11 448 (se BP13 Musketeer/Grenadier Batt SU15 448 BP46 1.68
KGL Light Battalion SU12 448 (Use BP19 Fusilier Battalion SUl6 448 BP47 1.68
Hussar Regiment SU17 640 RP22 256 Landwehr Battalion SU30 448 BP49 168
Reserve Infarlltry Batt SUBEI! g% Bgﬁj‘ 1.%
p Jaeger Battalion Sas s BP54 1.
Line Batialion | OUSa32 462 BPI6 168 Dragoon Regiment Sa24 768 RPSO 256
Fusilier Battalion SU33 462 BP59 168 Rurassier Regiment S(35 768 RPS1 236
Guards Battalion SU34 560 BP58 224 Hussar Regiment el e s
Household Cavalry SU39 640 RP60 162 Uhlan Regiment SU27 768 RPS3 256
Heavy Dragoons SU41 640 RP33 256 Landwehr Uhlan Regiment SU28 768 RP55 256
Light Dragoons SU66 640 RP35 256 RUSSIANS 1812-15
Royal Scots Greys SU45 640 RP6T 256 Musketeer Battalion SU23 504 BP36 1.12
Musketeers in Greatcoat §U29 504 BP39 1.12
PORTUGUESE Grenadiers in Greatcoat SU46 504 BP42 1.12
Line Battalion SU18 392 BP56 1.12 Dragoon Regiment SU42 800 RP63 256
Cacadores Battalion SU35 350 BP57 1.12 Hussar Battalion SU43 800 RP64 448
Dragoon Regiment SU40 640 RP62 1.92 Uhlan Battalion SU44 800 RP65 448
Cossack Pulk SU47 768 RP66 3.20
FRENCH Cuirassier Regiment SuUe5 8.00 RP85 320
Line Battalion SU07 420 BPO1 1.68 AUSTRIANS
Line 2nd/3rd Battalions SUoB 420 BP02 1.68 German Fusiliers/Helmet Su48 420 BP6B 224
Middle Guard 8413 336 BP04 1.68 German Grenadiers SU49 336 BP9 1.68
Old Guard Sdi4 560 BPO3 1.68 Hungarian Fusiliers SUs0 504 BP70 224
Chasseur a Cheval Rgt 8419 768 RPO7 320 Hungarian Grenadiers Sa51 336 BP71 168
Hussar Regiment SU20 768 RPOB 3.20 Jaeger Battalion SuUs2 336 BP72 1.68
Dragoon Regiment Su21 768 RP0O9 320 German Fusliers/Shako SUs3 420 BP73 224
Polish Lancer Regiment S22 768 RP10 3.20 Grenz Battalion SUs54 420 BP74 1.68
Cuirassier Regiment SU36 800 RP11 3.20 Dragoon 1/2 Regiment Sue8 768 RP93 256
Grenadier a Cheval Rgt. SU37 800 RP12 320 Hussar 1/2 Regiment SU69 768 RP94 256
Carabiniers Regiment SU62 800 RP82 320 Uhlan 1/2 Regiment SU70 768 RP95 256
Line Lancer Regiment SU63 768 RPB3 320 Kurassier 1/2 Regiment SU71 768 RP96 256
Guard Chasseur Regiment SUe4 768 RP84 320 Chevau-Leger 1/2 Regiment Su72 768 RP97 256

These contain officers, N.C.O’s and standard bearers where appropriate but for higher command and artillery support see our SUPERSET
range.

Our Christmas DIVISION were so popular that we have decided to make them permanent features:

£ £ £
BDO1 British Peninsula Infantry 58.00 CRC1 French Corps Reserve Cavalry 26.00 RFD1 Revolutionary French 11.50
335 infantry 24 cavalry 72 cavalry 2 guns and command Demi Brigade
3 guns and command (specify light or heavy) 72 infantry 1 gun and command
BD02 British Light Division 25.25 CLC1 French Corps Light Cavalry 24.00 RD1 Russian Infantry Division 72.00
170 infantry and command 72 cavalry and command 384 infantry 36 cavalry
4 guns and command
BCB1 British Heavy Brigade 20.00 VLO1 Vistula Legion 48.00 BD3 British Waterloo Infantry 57.00
72 cavalry and command 288 infantry 12 cavalry 360 infantry 12 cavalry
3 guns and command 2 guns and command
FDO1 French Infantry Division 57.00 CFD1 Confederation French Div. 59.00 PD1 Prussian Brigade 53.00
288 infantry 36 cavalry 336 infantry 24 cavalry 300 infantry 24 cavalry
3 guns and command 3 guns and command 2 guns and command

(specify early or late)

NEW this month the long awaited BRITISH LIMBER with 6 horses and drivers, price £2.45 (SS45) also PF27 a FRENCH GRENADIER
MARCH ATTACK. That's all this month 'cause the maestro has been working on the 'SECRET ARMY'! more details next month. Also next
menth rnore Revolutionary Austrians.

Prices - Infantry/cavalry 14p Horses 18p, rest as specified.
THE COMPLETE BATTLE HONOURS ILLUSTRATED CATALOGUE £2.50 inc. UK postage.

Access

A Post and packing UK and BFPO - up to £20 15% of order over £20 10% of order. . T VISA
! Overseas SEA 30% of order Owverseas AIR 50% of order. == 2l
5 Moors Lane, Oreton, Nr. Cleobury Mortimer, Kidderminster, Worcs. DY14 8RH 074 632 627

When replying to adverts please mention Wargames Illustrated.
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WE NOW GIVE YOU A CHOICE OF TWO SIZES OF READY MADE ARMIES OR OUR STARTER PACK!

Beware of cheap imitations!
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New Ringdom Egyptian Chariots
New Kingdom Egyptian Inf/Cav
Early Assyrian Chariots

Early Assyrian Inf/Cav

Late Hebrew

15mm ARMIES
USING
CHARIU[ My & Mi Greek Chariot

% MINIATURES  niycencan & Minoan Greek nt/cav

iv 15mm armies using MINIATURE FIGURINES

180 PIECE ARMIES

NAPOLEDNIC French:; British; Prussian; Austrian; Russian;

- Brunswick: Saxon; Westphalian: Spanish; Dutch-Belgian; Bavarian:
‘Wurtemburger; Polish;
SEVEN WAR — British: French; Prussian; Austro-

~ Hungarian; Russian;
AMERICAN CIVIL WAR — Union: Confederate;
ENGLISH CIVIL WAR — Royalist; Parliament; New Model Army;
Scots Royalist-Montrose; Scots Covenanter;
THIRTY YEARS WAR — Imperialist; French: Spanish; Swedish:
Bohemian;

= ITALIAN WARS — Spanish: French; Milanese; Florentine; Venetian;
RENAISSANCE — French Huguenot; French Catholic; Polish:
Samurai; Swiss; Knights of 5t John; 16th Cent English; Moorish;
~ Landsknecht Mercenaries;
ANCIENT - Early Hoplite Greek; Early Achaemenid Persian;
Thracian: Later Hoplite Greek: Later Achaemenid Persian;
~ Syracusan: Alexandrian Macedonian: Indian: Alexandrian Imperial;
Asiatic Early Successor; Lysimachid: Macedonian Early Successor;
Seleucid; Armenian; Camillan Roman: Carthaginian; Parthian;

& Spanish; Early German; Marion Roman: Ancient British; Scots-Irish:
Early lmperial Roman; Middle Imperial Roman; Late Imperial
-~ Roman: Pictish; Dacian: Gothic; Sassanid Persian: Early Frankish;
& Palmyran: Sub Roman British: Arab Conquest: Slav: Carolingian;
Thematic Byzantine; Nikephorian Byzantine; Norman:
~ Saxon; Viking;
MEDIEVAL — Anglo-Norman; Feudal English; Feudal French: Anglo-
Irish, 100 Years War English; 100 Years War French; Wars of the
Roses-Yorkist; Wars of the Roses-Lancastrian: Seljug Turk; Saracen-
Syrian; Ayyubid Egyptian; Later Crusader; Teutonic Order;
Theodoran Byzantine; Mongol: Mamluk Egyptian: llkhanid; Free

= Company; Early Burgundian:
COLONIAL — Zulu War British; Zulu; Sudan War-British; Dervish;
North West Frontier-British: Pathan; Boer War-British; Boer: French

~ Foreign Legion; Arab;
WORLD WAR ONE — British; German; French; American; Austro-
Hungarian; Russian:

15mm armies using DONNINGTON MINIATURES 2 i’

ANCIENT — Camillan Roman; Carthaginian: Marion Roman; Avar:
Gallic; Early German; Ancient British; Parthian; Scythian; Seleucid:
Hellenistic Greek; Dacian; Saxon: Norman; Viking:

LATE 17th CENT — Anglo/Dutch; French: Austrian/Imperialist; \

T 15mm | 15mm STARTER &
§  STANDARD 1Smm UMBO @4, PACKS INCLUDING | &
2 ARMIES £26.50 FIGURES - RULES - DICE | :
§ £17.50 s £10.50 §
o + £1.50 P&P g INC P&P é
‘? STANDARD N'E-W:-AR-M'1‘E-S B
& 15mm ARMIES FRANCO-PRUSSIAN WAR — : %
£17.50 + £1.50 P&P French, Prussian s
3 2 CRIMEAN WAR — British, Russian, French | WEALSO %
£ e o SUPPLY
% g:;‘;if:‘n gitﬁn1an ﬂrjré\ Muscovite, Moghul, IRREGULAR &
,, Old & Middle Kingdom Egyptian ﬁ%ﬁ%}%ﬁ iﬁi_ﬁigfk;mnch mr:!li?bﬁss =
& ot il NEW BABYLONIAN AND ALLIES &
% Nubian
¥

AMERICAN CIVIL WAR — Union; Confederate;

25mm ARMIES £49.95 INC P&P €

Armies using MINIATURE FIGURINES

NAPOLEONIC — French: British; Prussian; Russian: Austrian: ¥
SEVEN YEARS WAR — English; Prussian: French; Austrian; Russian; ENGLISH ~
CIVIL WAR — Royalist: Parliament: New Model Army: THIRTY YEARS WAR —
Swedish: Imperialist: HUNDRED YEARS WAR — French; English: WAR OF THE ¥
ROSES - Yorkist; Lancastrian: AMERICAN CIVIL WAR — Union: Confederate; -
MARLBURIAN — British: French: COLONIAL ~ British: Zulu; Dervish; Pathan: P
ANCIENT — Alexanrian Macedonian: Camillan Roman: Carthaginian: Early -f
Imperial Roman; Ancient British: Early Hoplite Greek.

1/300 MICRO TANK ARMIES &
£15.00 inc. P&P OVERSEAS ADD £2.50 i,

British Dutch lsrael USSR WWil British
American French Libyan Egypt WWilGerman =
West Germany  Belgium Syria South Africa  WWII Hu35|ar

UR Customers ordering three or more armies
Pay postage for two only

OVERSEAS CUSTOMERS POSTAGE RATES -

EACH ARMY EUROPE USA WORLD
15mm STANDARD £4.00 E5.00 E6.00
15mm JUMBO £5.00 £6.50 E830 .=
STARTER PACK E1.50 E3.00 E5.00
25mm ARMY E5.00 £7.00 £9.50

-4 AWE
45 ARE .
@ {ARE JUNCTION %
&
-:—2 MILES—» ?
CAR \ %
PARK 3

ARMIES ALSO AVAILABLE BY MAIL ORDER ¥
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PHONE YOUR ORDER
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FOR FURTHER DETAILS SEND SAE OR IRC TO:

THROUCH LSINGASCESS 38 WEST ST., DUNSTABLE, BEDS. TEL: (0582) 606041

When replying to adverts please mention Wargames Illustrated.



WARGAMES

lllustrafted
Opening Shot

Last month when we moved up to a regular 60 page format I
thought I'd at last have space to write lengthy editorials, examining
crucial topics within the hobby (- thus pleasing 1.D.G.. if no-one
else!) Alas, along came Mike Ingham, within 24 hours of printer’s
deadline. and pinched my space.

This month too, advertisers have presumed upon my charity:

Firstly, Dave Allsop of Hotspur Miniatures has teamed up with
wargames worthy and prolific pensman Jim Webster in a scheme to
start a “Society of Moderns” devoted to post-1914 warfare and
wargaming, with a (probably bi-monthly) journal. Jim did want to
narrow it down to COIN ops (which isn’t a launderette in
Cumbria), but *feet-on-the-ground’ Dave has caused a wider view
to prevail. The guys need 250 would-be members to make the
society viable at a reasonable subscription cost, and would welcome
suggestions for a name for the society and a title for the journal.
Drop a line to Dave at the address in the Hotspur ad on page 43 if
you're interested. (Count me in, Dave!)

Secondly. this issue contains an ad. from Games Workshop, who
are offering full-time employment within the hobby to “Mr. Right”.
(see p.37). Team leader Rick Priestley writes:

Perhaps you could mention something in your editorial about the
job, as it’s not every day a real career in the wargames industry
comes along. This is, hopefully. the second member of my
Warhammer Design Team - the first being Nigel Stillman,
co-author of the WRG book on Ancient near east armies and
several magazine articles on biblical armies.

Well, that's very presumptious of Rick, but since he's a pleasant
chap and an admirable Marlburian period opponent. I've com-
plied. (What makes Rick such a nice opponent is his habit of never
winning, but always fighting on long enough to keep the game
interesting. I recommend these qualities to all my opponents!)

For those who do want to examine crucial topics within the
hobby, Genghis raises the dread spectre of conventions and
commercialism on p.44. What should clubs do with the VAST
PROFITS they amass? Fire in your views!

Those with a candlelit-handloom-in-a-thatched-cottage view of
the convention scene should instead turn to p.29 where Graham
Evans offers a glimpse of a wargames Shangri-la in the English
Midlands: the “must™ on at Knuston.

Well, assuming that advertisers will all know and respect the
proverb ‘Even Buddha's smile will fade if you go to him with your
begging bowl three times in a row’, I'll now have to think of
something crucial to write about next month.

Contents

Crimean Small Actions I11:

Skirmish on the Bulganak

Rules for the use of the Prussianartillery 1870-71
The Devil's Wind

Wargames rules for the Indian Mutiny

The Piedmontese Army. 1701-1712

Strange Deeds in Deepest Northamptonshire. ..
(The "must” on at Knuston. )

The Death Ride of the Battleship Yamato (Part I1):
Mini-Campaign

36 Cavalry of Imperial China, 300BC-1500AD

38  Roger Underwood Decision Games, Part |

42 Suwaff Photographer Picture Reviews

44 Keith'Genghis’ Benson The Convention Scene

46  Tan Weekley Middle East houses at '/300th scale

47

48

50

54

57

11 Stephen Allen

14  Martin Tomezak
18 TedBrown

22 LuigiCasali

29 Graham Evans
(& Dormouse!)

22 PeterP.H. Heath

Chris Peers

‘Seamus’ Cartoons

The Inspector General Reviews & previews

Neil Hammond The Swiss Chess System
Four Summer Conventions
Classified Advertisements

NOTA BENE *!
Our front cover photo shows Indian Mutiny action with 25mm
Wargames Foundry figures from the collection of designer s Alan
and Michael Perry, painted by themselves and Colin Dixon. Alan,
Michael, and photographer Duncan Macfarlane spent 25 hours
on this shot. There's no substitute for hard work. It's because of
efforts like this that we regard our covers as an integral part of the
magazine —and accordingly include them in our pagination!!! But
the hard work doesn’t end with the front cover. Not for us a virtus
post nummos policy of deceiving the unwary with a flashy front
cover, only to disappoint them with an insipid interior. The hard
work continued right through to the last page — that’s page 60, (yes,
it’s the back cover!) where this month you'll find two more shots of
the WWII Western Desert collections of Grimsby wargamers
Colin Rumford and Andy Hamilton. In issue 8 it was the Italians;
here it’s the British (- and Indians!). The Afrika Korps will appear
in a future issue. *1 I atin for N.B.

Editor: Duncan Mcfarlane
Typeset by: Quotable Lid,

Published by: Stratagem
Publications Ltd.,

18 Lovers Lane, Newark, = ;
Notts, NG24 1HZ Printed in England.

Tel: 0636 71973 DISTRIBUTORS

Magnum Distribution Ltd., USA: The Armorv.
Cloister Court, 4145 Amos Avenue,
22-26 Farringdon Lane, Baltimore, Md. 21215
London, ECIR 3AU Tel: 301 764 8100
Tel: 01-253 3135

Canada: RAFM Company Inc_,
109 Concession Street,
Cambnidge,

Ontario, Canada, NIR 2G6

© 1988 Stratagem Publications Litd.

Australia: Gary Wells,
Essex Miniatures Ltd.,
9 Lowanna Place,
Hornsby, NSW 2077
Tel: 02 214 7427

If you are missing #1 and would like a copy, let us
know. There will probably be a limited run reprint some
time in the future.
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AIR WAR BATTLEPACKS ALL AT £6 EACH

AWBP1 Blue Max (WWI 1/600 scale)
16 asst.German aircraft & 16 asst. British aircraft 8 rules
AWBP2 Zeppelin (WWI 1/600 scale)
3 German airships (card construction) 12 British fighters & rules
AWBP3 Battle of Britain {WWI 1/700 scale)
24 asst. Lufthwaffe aircraft, 12 RAF fighters & rules
AWBP4 12 O'Clock High (WWI 1/700 scale/American Daylight Raids)
12 German fighters, 9 American bombers & rules
AWBP5 The Dambusters contains 12 Lancaster Bombers, 8 German Night
Fighters. 3 {stonecast) dam tiles measuring 4"x12" each and a set of simple
fast play rules are also included
AWBP6 Jets of Korea [Sabres vs Migs). This set contains 18 North Korean
Chinese MIG fighters vs 12 American Sabre fighters and 4 Shooting Star jets
{American + a set of rules i
AWBP7 Flying Tigers. 12 Flying Tigers vs 24 asst. Japanese aircra rules
hWéﬂPg Htgn?ng Lea@n&:ﬂk?l& asst. U.S. aircraft vs 18 asst.
Japanese aircraft & rules

NEW THIS MONTH!

6mm Battle Pack BP19 (300 pieces) ‘The Wild West’

Cantains everything needed to reproduce all those great moments in
Haoll Westerns. Includes all well-known characters of fact & fiction
(Wayne as Rooster Cogburn, Eastwood as Man with no name, Magnificant 7,
Bonanza's Cartwright, etc.) + scenery (incl. card construction town) + rules— £10

6mm Battle Pack BP20 (300 pieces) ‘Beau Geste’

Contains Foreign Legion garrison of 150 figures vs Bedouin force of 150
+ rules + card construciion fort — £10.

Make all cheques and P.O. payable to Knight Designs
Postage Rates: Inland 10% p&p. Overseas 50% p&p




HEROICS & ROS FIGURES

1/300th SCALE METAL FIGURES £1.15 Packs containing 50 infantry, 20 Cavalry or 6 Guns & Crews
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FRANCO-PAUSSIAN WAR Agrrnat or Surface Mad, mm
NCP1 Prussar infarny manchng SN Ll LD 10 TTee MOnes o USA
NCP2 Prussian infartry acvancing Australasa
MNCP4 " Uhisus
NCPE Prussian Uawus chamging
NCPg Prussian Dragoon SCEMIC MATERAL
NCFT Arsiary TREES (WETAL)
NCF1 Engnch intantry masching ::m!hurm
NCFZ Franch irdantry aftacking 17wty
NCF3 Franeh Chasssuns atacng Scois Pire [ 180 sech)
WF; Frnch Chasasurs i Cheval m.l:!-;rlﬂ
MCF! Emench Hussans
MCF8 Frarch Cragoors Custvart Binoge (250 sacn|
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NEW: Franco-Prussian War
NCPA Prussian infarmry sormesh ine & 3
E?G Frussian Curassien I..HI ﬁ" Paciing 30p 10% inCupio
M}Dl; Bavanar, irfaniny marcrng tlu.ouyzg;? £1onty
NCP . ¢ Europa
HCP13 H-mw il Surtace Mad Wordwide 20% of value of
NCP14  Bavarian Light Hoss QrCe , MErsTLIm.
NCP1S Adrral USA & Canacn 40% of orer
value
MGFS  French Guard infariry marching Asrnai Austraia & New Zsaland: 50% of
D ¢ EER A e value ML £
NCF10  French :
MCFi1  Franch Cuirsssiers

Lancers
Mlitradiauses (3 guns, crews, mams)

HEROICS & ROS FIGURES

Unit 12, Semington Tunpike, Semington, Trowbridge, Wilts BA14 6LB, England. Tel: 0380 870228
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RULES BY TABLETOP MODERN MICRO-TANK ARMIES
= |TABLETOP GAMES SR
USA . EI135(SIE14B0(R)
53 MANSFIELD ROAD, i ~ENWSIECR
DAYBROOK, FENGH . s S
NOTTINGHAM oen W, GERMANY FSESOS0 R
‘ 9 NG5 6BB 10% P i ¥
Min. 18p in UK. 60p Surface Mail. E - SR
Overseas: 15% Surface Mail. 60% for Air Mail.
Send SAE for catalogue. m%l £290
msmﬁlmm gﬁ
BY AIR & SEA ARMY LISTNo.2 . 250
NEW 15mm ANCIENTS CORPS gomm&yn?tﬁng mwummjmm __ g?g
NAVAL & AIR Pormy Wars | 2% RENAISSANCE
NEW MONGOLS Rules For Napoieonc s an  ToucwG 2%
Corps Commander AncientLists (WG 7h).. iz mmmcm?wm 83
MO1 Medium inf + spear By Bruce Rea-Taylor £2.95 mwmmsnrm lsﬁéﬂmm:w_ .......... g.gg
MO2 Korean inf + spear X . WAV List & Drganisations i a
s ! YEAR . 5., - MODERN NAVAL (MEGADODO) £350
MO3 Light inf + bow NEW! ‘200 S Tactical Commander {Skirm) ... £278 NAVAL SHIP LISTS (Skytrex) . £150
laELTaE ThiRe how 5mm Wargame rules for 1700-1300 SEA POWER (Mod.) . 250
MOASL It it it ng ha by R.P. Butler £295 TOTALWARMod) -~~~ £225
MO5 Mongol officer on foot S (Mod.). £225
SKYFIGHT (Mod. Air Combat) £1.50
MOC1 Mongol HC + Lance 1Mmrg*$m ] ALL WRG BDOKS STOCKED
MOC2 Mongol HC + Bow uian:im skirmm;
MOC3 Keshik LC now published by TTG £295. RTROOUCTORY SETE
MOC4 Mongol MC + Lance sﬁmsercwrmsg %‘j&ﬁ RULES
MOC5 Mongol MC + Bow ARl s R L o 1
MOC6E Keshik HC TERRAIN MAPS FOR WARGAGES NAPOLEONIC ARMY LISTS ¥ UNUSUAL GIFT. (PRICES INCLUDE msr;if;j
i A rehed set of Army Lists coveri 15mm
MOC7. " Korsen HG (100 maps for competiion e s st moomsel.  WAAMICHOTANK 3%
MOC8 Mongol LC + Bow mes by Andy Smith Naposeonicruls. mm“mm MICRO-TANK £1300
MOC9 Mongol LC + Sward Richard Hardy) £2.75 WRG and Sound ot the Guns rules. ... F250 mnﬁiv\'ﬁ iy %:{‘g
MOC10 Eastern Steppe LC CORPS COMMANDER WWI AR 655
MOC11 Mounted Officer SOLDIERS OF THE QUEEN 18731500 Anewconcentin Modern W, which WWIAR ..., - B335
MOC12 Mounted Khan [Wargame Rules by D. Elks s ot NEDEVALSKRMISH 15mr m
{on rearing horse) & J.G. Stanyon| £2.75 modem Wartare are covered and Corps evel L AR an
MOC13 Mongol Camel SCALES & PCES SN B R RDEIEL B e APOIETN . £1600
Drummer 30p [| TREES 0 BV B LASERBURN WITH 15mm FIGS, inc. o
MOC14 BaggageCamel  30p Deckkuous Green gg % £t NEWFIREFLY e NARIO .o 108
MOC15 Camel Holder 15p ] ot = 50p £1 A AA0ch B ool RA REAPER (15mm FANTASY] £1250
MOC16 CamelLancer 26p | A Zp S0p £1 sk MODERNNAVAL . £5.60
Rules by Bruce Rea Taylor NAPOLEONICNAVAL ... 8%
MOC17 Mougted StaEnl_lil‘gn:i-25 imdmutmm o MODERN AIR COMBAT .. £1.10
earer comprehensive set | Rules covering
e =h GRID IRON HEROES T all aspects of the Period and ALSD includes
MOC‘[S Mounted Standard Aules - 225 amy lists, suitable for club or competition TERCIO - REVISED EDITION
bearer (HC) 25p et ne i g295  Arevised edition of out populsr Renaissance
25mm AMERICAN FOOTBALL RGURES Rutes & Army Lists
SR
15m NAPOLEONIC FA10 LineFootCrew (4). .. .. 40p Infamry ﬁg; &Eﬁ': BB 60D
FIGURESBYTTG FA11 LineHorse Crew (4] ap 8100 Linelnfaniry advancing RIS i Command 81 e
Guard Foot Crew i) —:E: 8101 Linemr\rMng %1& w&:ﬁﬂ
- 8102 Linelnfantry Grestcost 1 Cossack
Nofancymetal,nofancy I3 Gomer oo™ £ 8103 LineCommend(d) o 30p  RCI08 GuardCossack Command (3! ... 80e
i 'ustgoodoldvalue Fp 8106 Scotsinfantry Avancing RCI07 Dragoon
P"mal 3p 8107 Scotsinfantry Dafending ACI08 Dragoon Command(3)..... 6lp
fmm ﬁ g:ﬁ amcq;ﬁn:xursl_ et %ﬁg Emm &
2 fiaman uirassaar Command (3]....—. ...
FRENCH —3p 8112 Rifie Officer RCIM Cossack Officer s
8113 Rifle Bugler
;]Ig? MIU B4 nghthwamw&liﬁnrg L
ﬂg t:egmlmﬁwm{ ;H; Eermunla:\ew o B115 Line Command Glcoat (3] .......— 30 ﬁ oot Crew (4). ﬂg
¢ Fusilier Charging e AA3
Fi04 Fusiier{CampaignDress) - m’"’“g“ et BCI00 Scots Grey Traoper AL g
F105 Fusilierin Greatcoat ME  GrenadierCommand (), . BCI01 Scots Grey Command (3. 60p RAS —.10p
£356: ¢ Line Commind |2) ~=300 B lina 30p BC104 Househoid Cav Trooper RAB _3p
F109 Ling Grenadier AUTI Grenzfiing i BC105 CavCommand (3)......—.60p RA? X
F110  Guard Grenadier AUTZ Jagerfiting rife BC108 Dragoon Trooper AA8 3o
F111 Guard Command (3 ... 30p AUY3 - Officer BC102  Dragoon Command (3). AR, v RAS .38
Fi14 Mid Guard Fusifier ALNA JagerBugler BC112  Light Dragoon Trooper
mg Ywmﬂgm” AUTS  Landwehr adva 8CN3 L'-ngnguanfmw-dm. -B0p
FI18 LoneCommandGiestcon3.....0p  AUTE LandwehrCommand(gl.......—. 309 BOIT? Husar Command 3. ™
3
FCI00 Hussar ; i
._60p BA1  FOOLCrew {4}y 40 i
FCI01 HussarCommand (3) ... : T
i gméurc:“ 7 B3 (oo Horas aet > Lande Command 3] 30p
T Tan: | PO -
FCI08  LneLancer helmet) %ﬂ Dragoon Command (3. —........600 m tmﬂﬁeﬁ_{ﬁm % Advencing
il et AUCTT Lancer Command (3} - 5o -1 20
FC113 - Polish Lancer Command 3} G | Com
£ AUCYS Cuirassier Command(3)......_.....500 E-g lllll g
-40p
4o R100 rMuslmwamMacking
36p RI01  MusketeariJager Grestcoat Defending
2p R102 Musketeer/Jager Command (3] ... 308 PCH
g di gg} Hussar Command (3) .mrmerne &p
Lancer 7 Hussar
Guardi.at;ertuﬂmandm...... B0 —gﬁ E:ﬁ mmrwmhm
EXIPRN LR 38D 113 Light Infantry Firin . PCI08 Command(3) ...
S Gt il e o R4 Naw?mé'mmm---ﬁh P12 Drw -
139 cmsauu'%m!mm 5o AP et 3 EE ummn:cumwm._....__aup
%E M@ﬂﬂwﬁmf;l_u_“ Blp AUP2 Divisional Commandar -—20p ACH00 Hussar E:H Lmﬂ;umm B il
a .
Prices (unless stated) Infantry 10p, Cavalry 20p 121 Uhlan Command (3]
FCHR, St e o B = Command Figures r&?'y be huught rately E‘le Landwﬁrunw‘
FPI00 Napoleon ... Infantry Command includes tandard Bearer, Drummer PC125  Landwehr Lancer Command(3)......60p
FPI0Y General........ Cavalry Command includes Oﬁ'w, Standard Bearer, Bugler
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SKYTREX

Mail Order Address:
28 BROOK STREET
WYMESWOLD
LOUGHBOROUGH
LEICESTERSHIRE

Barclaycard & Access Orders Welcome
Telephone Loughborough 213789

24-HOUR ANSAFONE SERVICE FOR
CREDIT CARD ORDERS AND INQUIRIES
OUT OF NORMAL WORKING HOURS

LIMITED Telephone: 0509 213789

NEW MODELS THIS MONTH K SANAENT
For Davco & F.F.20
20/73 Bren Carrier with flamethrower "Wasp” £2.95 5'2%'7?';::92“;;;25'
20/74 Hotchkiss 25mm Antitank gun £1.95 "
[a_:s used by British Expeditionary Forces H'NCH LIFFE Zomm W WZ FIClBanr;aste;
20/75 EarlyBren Carrier + crew £2.50 orida 33575
as useﬂlby BEF and in Desert War QUALITY 20mm 1/76th SCALE METAL MODELS Tel: (813) 443 3822
20776 A.E.C. MKkl Armoured Car £3.95
Thie tarte vokidhs ot & poweril YOUR ARMIES DESERVE THE BEST EQUIPMENT
support to British Recce units AUSTRALIAN AGENT
20/77 U.S.M20 Utility Scout Car £3.95 BATTLEFIELD
20/78 U.S.MBArmoured Car E3.95 50 Cli d P
£ ; issold Parade,
These vehicles were the mainstay of Campsie, N.S.W. Australia
U.S. Recce in WW2 and later years. 20082 RussianWWII 122mm M1938 HOWILZEF .....occovvecvvins £2.95 ¢
20143 Hussfan WWII Gun limber (horsefvehicle drawn)...... £1.60
2022 German WWII 10 Scm L Field Howizer 2. €295 bt ST bl et st POSTAGE & PACKING
Sy W",__,E';"‘T I‘*:"" werter... e Eg 20046 Russian WWII Mortar limber (horse/vehicie drawn) £1.60 U.K. 10% order value
S G""“““ i ?‘5:"" P;; MEVIEY SR : 20047 American WWI1I 105mm Howitzer...... reeipeesies E2.885 (min. 20p)
G”ma"w| ; mp Kdnu:ui....l... «~£2.95 20/48 American WWII 155mm Howitzer.. ... £3.50 over £9 post free,
%g Sl !l ?E”-"C"’ A dsmw - gg 20/49A British WWIi 2pdr Anti-tank gun firing .. .£185 BFPO (Europe) as above
20/28 e Wil deranh ta?r;l?lun.... . £ : 20/488 British WWII 2pdr Anti-tank gun limbered .£1.85 BFPO (O id E
e Lo L i --é’g‘g 2050 German WWIl Pak 38 50mm Anti-tank gun 295 {Outside Europe)
Ak OWILERF i +Ee. 2051 RussianWWil 100mm Anti-tankgun ..... ..£2.95 30% order
%? g”“‘“"m'l";;':m'“f“"“' f2 8 20552 GermanWWII 120mm Mé2Mortar....... . £1.80 Europe 20% order
s il b SFHTBL““"" Cal - 20053 Russian WWII76.2mm Inf Howitzer M1927 ..............£1.95 USA.
b e iy s £295  aqm4 US75mm Pack Howitzer MIAL.. ..£1.95 Canada
2033 German towing limber for 20;‘3? E1.00 20055 LIS 75mm Field Howitzer MIA .F1.85 N. Zealand 50% order
20/34 Germarlhursedrawnheawar[!llervllmher.. £1.50 2066 US 57mm Anti-tankgun.... E285 - £Ealan
20/35 German motorcycle daa-pnllch .nl:ler............ £0.50 20057 Russiandx4 GAZtank... 380 Australia
. ﬁg’;‘; g::::: h“‘;’;‘;:’;:::‘;:‘;‘;?;:;;:" crew.. ' 20058 Russiandx6GAZ1ank....... ..F395 WE ACCEPT BARCLAYCARD,
e 2059 Russian GAZ truck with quad AA and crew ..£4,95 ACCESS, BANKAMERICARD,
sgg gmn?a::arsa:aamuhurses,Ir:dde 20060 Russianquad AAmg & crew..... Fis0 EUROCARD, VISA CHARGEX
D Hﬁnatna;r?;hi?nmam 20061 German 37mm Flak 36 AA gu ..£285 & MASTERCHARGE JUST
£ 20/62  British 3.7° AA gUN...coueee T R
20141 German Fak_43 AT 9"'“'.Th's madel may be 20/63 Russian GAZE78 jeep.... - £1.85 SEND YOUR CARD NUMBER
constructed in the travelling oremplaced position ... £3.50 20/64 Russian57mm M1943 Anti-tankgun. 295 AND EXPIRY DATE.
GC1  British 4 mMamn QU CIBW ....ceecreieincrcrerssscserssssseesssnsensscs £1.00 20065 Ru“ian BAB 6 wheel Armoured car ... - £3.95
20066 Russian BA10OM 6wheel Armoured car. - £3.95
gg g:;::::: Lysigidiosiy E100 20067 British CMP No.13cab 15 cwitruck ... . £3.50 HINCHLIFFE
Gra US&mangun:ew 20068 British CMP No.13 cab 30 cwt truck ..E3.85 1988 Catalogue
2069 British CMP No.13cab 3 ton truck .. ..£3.95 £1.50 post free
Fully illustrated 20mm WW2 & Modern 2070 Russian BAB4B Armoured Car....... E2.95
vehicle catalogue - 50p 20771  British Bren Universal Carrier + crew .E1.95
MOBE NEW MODELS NEXT MONTH 20/72 British 6pdr Anti TAAK GUM. e eeivnenerinas SKY}'?E;DEC'#TF;LEOEGUE

SKYTREX 1/200th

NEW 1/200th THIS MONTH
ww2

NEW FROM TRITON
The Armada 1588

GS20 Panther Dwith camouflage £0.80

6521 Sdkfz 253 Command vehicle £0.50

Yetanother exiting new range from e cansumae s

Triton. Again in eooth large scale these are AACH S amhyNemion Ao

very attractive models. Refight the A357 Grille 150mm SPG £0.60

S A104 Matilda Mk 1 £0.60

é;r::icsiﬁ il:\,r‘laatti:wes and the skirmishes of the I3 Gl n e it

Can you emulate Drake, Frobisher and N e S

Hawkins and singe the Spanish beard. S SANGlmssim Yatade S

Perhaps you can defeatthe English ABG? M352stontruck £0.60

1 1 i H A1054 MB0A3 jblazer armour £0.80

captains. Quite possible given a chance Aepe ek ey Ao

by poor English tactics. A1066 Israeli M3 12 track £0.70

A1070 Soltam L33SPG £1.00

ENGLISH FLEET A1071 Soltam 160mm SP mortar £1.00
SA1 Elizabeth Jonas900ton : NEW 1/200th AIRCRAFT

Galleon £5.95 TRITON Naval Warfare inthe Ancient World | Gass2 Miighelicoptar £2.50

SA2 Revenge500ton Galleon £4.95 recreated with metal models. ] GAB31 UH-1iroquois £2.00

SA3 Goldewggrgggl:;zip e 1/600th Scale Greeks, Persians, Romans and [| GABS4 CH-47Chinook £3.95

Ancient Galleys

Carthaginians battling to control
the seaways.
Ideal for tabletop games.

SA4  Achates 150 ton Armed
Merchantship “crumster” £2.20

LATEST EDITION 1/200th catalogua containing
over 400 models send a stamped seif addressed

SPANISH FLEET envelope for the latest listings.
.(SEAG'U San Martin 1000ton e 28; Et:eaw?gmigp TrireE'nez} g gg
elleon 4 oanician gireme | X ;

SA41 San Christobel 700 ton AG3 Pentaconter £1.00 GREEK NAVAL STARTER PACK
Armed Carrack £4.95 AG4 Roman Quinguireme £1.50 includes 4 Triremes, rules playing

SA42 San Lorenzo 600 ton AG5 Carthaginian Quinquireme £1.25 sheets & Damage record sheets

Galleass £4.95 AG7 Carthaginian Quadrireme  1.25 £7.50

SA43 SanSalvador 900 ton Trireme Rules £1.95

Galleon £5.95 Playing sheets each £0.40

Age of Sail Rules £2.50 Darnage record cards each £0.40

Decals for Sail Motifs £0.50

When replying to adverts please mention Wargames Illustrated.




FU LLCATALOG UE

£3.50U.K

£4.00 Seamail

£6 Airmail
Postage Paid

1/5 Graham Road Telephone (Factory)
Southampton SO2 0AX (0703) 220855
Registered in England No 937844 V.AT. 1880298 31
POSTAGE & PACKING
15mm & 25mm Minimum 35p
HISTORICAL MODELS FOR 15% up to £20.00
THE DISCERNING WARGAMER 10% over £20.00

15mm CRIMEAN WAR 1854-56

BRITISH CRIMEAN INFANTRY
1K Line Infantrymen
2K Line Infantrymen (Forage Cap)
3K LightInfantrymen
4K Guards Infantrymen (Bearskin)
5K Highland Infantrymen
BK Line Command
7K Light Command
BK Guards Command
8K Highland Command
10K Staff and A.D.C. on Foot

BRITISHCRIMEAN CAVALRY
1KC Heavy Dragoons
2KC Light Dragoons
3KC Hussars
4KC Lancers
BKC Scots Greys
6KC Heavy Dragoons Command
7KC Light Dragoons Command
8KC Hussars Command
9KC Lancers Command
10KC Scots Greys Command
11KC Staff and A.D.C. Mounted

FRENCH CRIMEAN INFANTRY

20K Line Infantrymen

21K Guard Grenadiers
22K Chasseurs

23K Zouaves

24K Algerian Infantrymen
25K Line Command

26K Guard Command
27K Chasseurs Command
28K Zouaves Command
29K Algerian Command

FRENCH CRIMEAN CAVALRY

23KC Chasseurs

24KC Spahis

25KC Chasseurs Command
26KC Spahis Command
27KC Staff A.D.C. Mounted

ARTILLERYMEN

1KA British Line Artillerymen
2KA British Horse Artillerymen
3KA Russian Artillerymen
AKA French Artillerymen

5KA Turkish Artillarymen

RUSSIAN CRIMEAN INFANTRY

12K Line Infantrymen (Cap)
13K Heavy Infantrymen (Helmet)
14K Line Infantry (Cap)
Skirmish Order
16K Caucasian Light Infantrymen
16K Line Command
17K Heavy Command
18K Caucasian Command
19K Staff and A.D.C. on Foot

RUSSIAN CRIMEAN CAVALRY

12KC Heavy Dragoons

13KCLine Dragoons

14KC Hussars

15KC Caucasian Lancers

16KC Cossacks

17KC Heavy Dragoons Command

18KC Line Dragoons Command

19KC Hussars Command

20KC Caucasian Lancers
Command

21KC Cossacks Command

22KC Staff and A.D.C. Mounted

TURKISH CRIMEAN INFANTRY
30K Line Infantrymen

31K Line Command

TURKISH CRIMEAN CAVALRY
29KC Cavalrymen

30KC Cavalry Command

SARDINIAN CRIMEAN
INFANTRY

32K Infantrymen
33K Infantry Command

SARDINIAN CRIMEAN
CAVALRY

31KC Light Cavalrymen

32KC Heavy Cavalrymen

33KC Light Cavalry Command
34KC Heavy Cavalry Command

ARTILLERY PIECES

BKA British Light Cannon
7KA British Heavy Cannon
BKA British Howitzer
9ICA British Limber
10KA Russian Light Cannon
11KA Russian Heavy Cannon
12KA Russian Limber

15mm EAST EUROPEAN and FAR EAST

INFANTRY

61X Polish Halberdiers

62X Polish Arquebusiers
63X Muscovite Retainers (Bows)
B4X Streltsi Musketeers

65X Streltsi with Axes

66X Cossack Arquebusiers
67X Crossbowmen

72X Moghul Levy Spearman
73X Moghul Levy Bowmen
74X Moghul Musketeers

TRADE ENQUIRIES WELCOMED FOR PRODUCTS BY MINIFIGS, RAL PARTHA & GHQ MICRO ARMOUR.

CAVALRY

61XCPolish Dragoons

62XC Polish Winged Hussars
63XC Pancerni Cavalrymen
64XC Lithuanian Hussars
B5XCWallachian Cavalrymen
B6XC Cossacks

67XC Moscovite Boyars
68XC Tartars

72XC Moghul Noblemen
73XC Moghul Light Cavalrymen

MINIATURE FIGURINES LIMITED

¥ MINFIGS ==

15mm FRANCO- PFIUSSIAN WAR
1870-1871

FRENCH INFANTRY

1M French Line Infantrymen
2M French Line Chasseurs
3M French Guard Grenadiers
4M French Zouaves

5M French Naval Battalion
B6M French Garde Mobile

FRENCH INF. COMMANDS
7M French Line Infantry Command
8M French Guard Grenadiers Com
9M Zouaves Command

10M Naval Battalion Command

11M Garde Mobile Command

FRENCH ARTILLERYMEN

12MA French Line Field Gun Crew
13MA French Mitrailleuse Crews

FRENCH CAVALRY

1MC French Cuirassiers

2MC French Dragoons

3MC French Hussars

4MC French Chasseurs a Cheval
SMC French Chasseurs d'Afrique

FRENCH CAV. COMMANDS
BMC Cuirassiers Command
TMC Dragoons Command
8MC Hussars Command
9MC Chasseurs Command

10MC Chasseurs d'Afrique Com

1IMC Mounted Staff Officers

15mm OTTOMAN TURKS 16th CENTURY

INFANTRY

68X Janissary Arquebusiers
69X Janissary Archers
70X Janissary Spearmen
71X Janissary Halberdiers
150X Naval Janissary
151X Acemi Oglans
152X Azab Bow/Swords
153X Azab Swords & Shields
153X Azab Spears/Shields
154X Azab Halberd/Swords
156X Azab Swards & Shields
156X Azab Arquebusiers
157X Arnauts Arquebusiers
158X Artillery Guard

ARTILLERY
158 XA Turkish Artillerymen
(Topdijis)

PHONE or WRITE NEVILLE DICKINSON FOR DETAILS.

30% overseas—sea

PRUSSIAN INFANTRY

20M Prussian Line Infantrymen
21M Saxon Line Infantrymen

22M Bavarian Line Infantrymen
23M Wurtemberg Line Infantrymen
24M Silesian Riflemen

PRUSSIAN INF. COMMAND

25M Prussian Line Command
26M Saxon Line Command

27M Bavarian Command

28M Wurtemberg Line Command
29M Silesian Rifles Command

PRUSSIAN ARTILLERYMEN
30MA Prussian Field Gun Crew

PRUSSIAN CAVALRY

20MC Prussian Cuirassiers
21MC Prussian Dragoons
22MC Prussian Hussars
23MC Bavarian Lancers

PRUSSIAN CAV. COMMAND
24MC Cuirassiers Command
25MC Dragoons Command
26MC Hussars Command

27MC Bavarian Lancer Command

ARTILLERY GUNS

1MGA Prussian Field Gun
2MGA Prussian Siege Gun
3MGA French Field Gun
4MGA French 'Mitrailleuse’

CAVALRY

63X C Heavy Feudal Spahi

70XC Light Feudal Spahi

71XC Turkish Delli
150XC Spahis of the Porte
151XC Muteferrika Guard
152XC Arab Light Cavalrymen
153XC Akinjis with Spear and Bow
154XC Akinjis shooting bow

CAVALRY COMMAND

155X C Feudal Spahi Command
156XC Suleiman, Turk Commander,
and Standard

CANNON

11XA Heavy Bombard
12XA Light Bombard
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Stephen Allen looks at

CRIMEAN SMALL ACTIONS - 3:

Opening shots — the skirmish on the Bulganak

The invasion of Tsar Nicholas I's Crimean province by the
combined forces of Britain. France and Turkey began on the 14th
September 1854 at the aptly-named Calamita Bay some thirty miles
north of their objective, the Russian naval base of Sebastopol. Six
days after the Allies landed the first of the four major ficld actions
of the Crimean War was fought at the Alma. It was not. however,
the first engagement of the campaign. This distinction belongs to a
small, almost insignificant skirmish which took place near the
Bulganak stream a few miles north of the Alma on the 19th
September.

Because of delays. mainly due to the confusion among the
British. the Allies” march on Sebastopol did not begin until the
morning of the 19th. In the words of William Howard Russell. the
first of that new species. the war correspondent. it was “an
unforgettable spectacle”. Ina giant square four miles wide and four
deep, the armies advanced with colours flying and bands playing.
On the right, having claimed the post of honour. marched the
French. nearly 28,000 strong, followed by the Turkish contingent of
8.000 men. On the left, the British. numbering about 25,000 and
covered by the 1,000 or so men of the Light Brigade, the only
mounted troops available to the Commander-in-Chief. Lord
Raglan.

This deficiency in cavalry worried Raglan. The terrain they were
now crossing was ideal for horse soldiers: a rolling, treeless
downland. From the day of the landing, Cossack scouts and patrols
had observed the Allied forces and now dogged their line of march.
always just out of range. For their part. the invaders were marching
virtually into the unknown. Raglan was aware that the Russians
were waiting, possibly on the line of the Alma. but the ever-present
Cossacks prevented effective reconnaissance. His own light cavalry
was too weak to counter them and he dare not hazard them against
a more numerous enemy for fear of leaving the flanks and rear of
the rest of the army completely exposed.

There was also a further problem: that of the commanders. In
overall command of the British Cavalry Division was George
Bingham, Lord Lucan. a martinet by whose efforts the 17th
Lancers had become known as ‘Bingham’s Dandies’. A fair
assessment of him was that he was conscientious. brave. pre-
judiced, narrow-minded, vindictive and violently unpopular! He
did at least have some first hand experience of campaigning. having
served with the Russian Army during the Russo-Turkish War of
1828. It was more than could be said for most of Raglan's other
senior officers including the commander of the Light Cavalry
Brigade. James Brudenell, Lord Cardigan. was Lucan’s brother-in-
law. Just as much of a military maniac. his own regiment. the 11th
Hussars, were known as "the Cherrypickers’ after the colour of their
pantaloons. He was described as being petty. prejudiced. narrow-
minded, vindictive and arrogant. He simply knew he was right.
whatever the circumstances.

The two of them cordially loathed each other. a loathing which
had increased in recent weeks since the army had arrived in the
East. Lucan had been consistantly left behind in the army’s
movements first to Scutari and then to Varna. and was furious with
both Cardigan for issuing orders to the cavalry without consulting
him and with Raglan for allowing it to happen. Cardigan. on the
other hand., was convinced that Raglan had given him an
independent command. The Commander-in-Chief had done
nothing to try to resolve the situation. hoping it would just go away.
Unfortunately it did not and was to have tragic consequences five
weeks later at Balaklava.

Despite their magnificent appearance. upon closer inspection the
Allied forces gave cause for some alarm. Tell-tale signs of cholera
and fever could be seen in the pale taces of many of the troops. The
field day atmosphere of the march soon wore off. More and more
men fell out of the ranks as the temperature rose. not only because

of sickness but also due to heat exhaustion and dehydration.
Frequent halts had to be called to allow stragglers to cateh up. but
not a drop of water was to be had until, after ten miles. the
Bulganak was reached in the early afternoon.

Beyond the Bulganak the nature of the ground changed shghtly.
rising and falling in a series of ridges and hollows. Just over the
brow of the first of these ridges to the south of the stream, barely
half a mile away, a group of Cossacks were seen to be retiring. With
a great many men breaking ranks to reach the water, it was essential
to scout the further bank before any crossing could be attempted.
Four squadrons from the Light Brigade, two each from the 11th
Hussars and the I3th Light Dragoons, were sent forward from the
left flank with Cardigan at their head. Upon seeing this, Lucan
galloped after them, determined to assert his authority over his
subordinate. As they cantered over the crest, instead of a few
isolated Cossacks, they found themselves up against over two
thousand enemy cavalry advancing slowly down the opposite slope.

The Russian horse now bearing down on Cardigan’s men.
outnumbering them by almost 9 to 1, were part of a detachment
sent forward at midday by the Russian Commander-in-Chief.
Prince Menshikov. from the main position on the heights above the
Alma. Under the command of General Kiriakov, it consisted of
nine ‘sotni’ of Don Cossacks. two regiments of Hussars and a
brigade of Kiriakov's own infantry division together with a battery
of guns. Kiriakov had deployed them in battle order with the
Borodinsky Regiment on the right and the Tarutinsky Regiment on
the left, both in battalion columns. Between them weré the
artillerv, with the Hussars and Cossacks on the right and left flanks
respectively.

The Russian infantry halted on the hill overlooking the Bulganak
while the Cossacks and Hussars rode down the slope to come face to
face with the British. On seeing them, the Russians halted. It was
the moment Cardigan had been waiting for: he ordered the 13th
Light Dragoons to deploy skirmishers and the other squadrons to
form line. The Russians too threw out skirmishers and both sides
opened fire at long range. This desultory fire-fight lasted
approximately twenty minutes and resulted in the wounding of four
British cavalrymen and the death of four of their mounts.

Meanwhile. Raglan had arrived on the ridge which the British
advance guard had crossed a short time before. Down in the
shallow valley he could see the skirmish in progress. Beyond, on the
top of the hill opposite, was a more alarming sight: the eight grey
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masses of the Russian battalions. invisible to Cardigan and Lucan
because of the lie of the land. It was clear to Raglan that he must
withdraw his advance guard from this unexpected and unwanted
confrontation which risked bringing on a general engagement. or
else see a substantial portion of his mounted troops destroyed.
Fortunately. for the moment at least. the Russians appeared to be
overawed by the show of confidence and precision in manocuvre
displayed by the British light cavalry., and had made no move to
advance any further. It was the first example of the strange and
inexplicable phenomenon encountered by the Allies in the Crimea
in which the Russians seemed to “freeze’, often in the midst of
battle. apparently fascinated by the actions of their opponents.
Whatever the reasons for this. it was to serve the Allies well. as it
did on this occasion.

Raglan summoned his two leading divisions. the 2nd and the
Light. to the brow of the ridge whilst the four squadron of the 8th
Hussars and 17th Lancers. together with Bradling's troop of Roval
Horse Artillery. were called forward from their position guarding
the left flank of the Army to take post to the left rear of Cardigan’s
men. These. he now recalled. Under such circumstances, a concise.
clearlv-worded order was essential. That sent by the Commander-
in-Chief was neither. however. Raglan’s order. if it can in fact be
called such. was polite and imprecise. Polite because politeness was
fashionable. especially so in an army where so many of its
commanders were of noble family. and imprecise because Raglan
saw his role not so much as a leader as an adviser who was always
prepared to defer to “the man on the spot” . as well as giving
many of his officers credit for more good sense and intelligence than
they deserved! He was. according to his great admirer Kinglake.,
“unwilling to embarrass Lord Lucan by an order too precise and
imperative”.

His instructions were delivered by General Airey. the Quarter-
master-General. who found Lucan and Cardigan arguing. The
former. trving to exercise his command. was insisting on some
minor alterations to the dispositions of the troops still under fire.
and the latter urging a charge to disperse the enemy. Airey, whose
brusque manner contrasted sharply with that of his commander. cut
them both short and ordered them to retire ~in Lord Raglan’s
name”.

The Light Brigade was withdrawn by alternate squadrons to the
sound of the jeering Russians who followed up slowly. From their
left a squadron of Hussars rode out ahead of the line and opened
their ranks to reveal a battery of horse guns which began firing on
the British cavalry. Bradling’s troop returned the fire but. like the
Russian battery. was only armed with 6 pounders. the effect of
which was negligible at this range. Seeing this. Raglan ordered
forward Maude’s troop of horse artillery. attached to the Light
Division. which was armed with Y pounders. They were accompa-
nied by men of the Rifle Brigade. riding on the limbers. Their
greater range and hitting power forced the Russian gunners to pull
back up the hill towards their infantry. to be followed shortly after
by the Cossacks and Hussars. Burning with humiliation and
frustration. the British advance guard returned to the Bulganak.
Still not aware of the unseen threat. thev blamed Lucan for what
they saw as his interference with Cardigan. preventing him from
leading them in a glorious charge. A wag in the ranks dubbed him
‘Lord Look-on’. The mfantry. however. was delighted at their
discomforture which helped to offset the resentment they felt
against the cavalry on the march.

So ended the first engagement between British and Russian
troops in the Crimea. Casualties had been slight: four men
wounded on the British side and, as was subsequently learned.
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Allied order of march — 19th September 1854.

twenty-five men killed or wounded on the Russian. The whole
affair was characterised by a distinet lack of identification and
control. The French. more than a mile to the right of the British.
were too far away to be able to play any part in the action. Raglan
had been concerned about the distance between the Allied forces
and had sent Colonel de Lagondie. a French liison officer on his
staff. to request the French commander. Marshal St. Arnaud.
move nearer to the British right flank. On the way back. de
Lagondie mistook a group of Russian Hussars tor Raglan’s escort
because of his short-sightedness and was promptly taken prisoner.
The Russians too were not without their own problems. Two
squadrons of the Kievsky Hussar Regiment had been deployed in
advance of Kiriakov's force earlier that morning. Because of the
hot weather they were dressed in white tunics rather than the blue
dolmans worn by the rest of the regiment. As the Russian cavalry
fell back on its supporting infantry these two squadrons came in
last. Unbelievably. Kiriakov himself took them to be French
Cuirassiers and ordered his artillery to open fire. Several Hussars
were killed or wounded before the error was realised. and the
Kievsky's commander had to be forcibly restrained from sabering
the artillerv officer!

Raglan called a halt to the advance for that day and the Allies
bivouacked on the south bank of the Bulganak in battle order. in
the expectation of a dawn attack. The Russians, however. did not
oblige. In accordance with his orders. Kiriukov retired back to the
Alma. to the position Menshikov boasted he could hold “for
weeks™,

British Order of Battle:

Light Infantry Division, comprising the following regiments: 7th.
33rd. 23rd and 19th. 88th. 77th:

Borodinsky Infantrv Reg. Hussar Brigade




2nd Infantry Division, comprising the following regiments: 1st,
50th, 38th and 28th. 44th, 4th:

i.e. 12 battalions, a total of approximately 8.000 men.

Light Cavalry Brigade, comprising the following regiments: 8th
and 11th Hussars, 13th Light Dragoons, 17th Lancers:

i.e. 8 squadrons, a total of approximately 600 men.

C troop (Maude’s) and I troop (Bradling’s) RHA. a total of 12

guns.

Russian Order of Battle:
2nd Brigade, 17th Infantry Division, comprising the Borodinsky
and Tarutinsky regiments, each of which had four battalions, an
approximate total of 6.400 men:
2nd (Hussar) Brigade, 6th Light Cavalry Division. comprising the
11th (Kievsky) and 12th (Ingermanlandsky) regiments, each of
which had eight squadrons, a possible maximum total of 2,400 men.

In fact this figure is probably too high. Because of their pampered
lives on the parade ground. Russian line cavalry horses died like
flies on campaign with the result that squadrons were often grossly
under-strength. If we assume anaverage of 120 sabres per squadron
then we are not far off the figure of 2,000 usually quoted for the
Russian cavalry in British accounts of the action.

0 sotni of Don Cossacks from the 57th and 60th regiments, each
numbering about 90 men.

1 battery of Horse Artillery (8 guns), probably Number 12.
attached to the Hussar Brigade,

Wargaming the Bulganak

It might be said. since the skirmish at the Bulganak river represents
a battle that never was, it is ideal material for a wargame which
could possibly give us an idea of the outcome had a full scale
engagement taken place. It certainly does provide for an interesting
game and was well-received a couple of years ago when members of
the Crimean War Research Society laid it on at Northern Militaire.

To try to simulate something of the confusion which reigned over
the whole affair. a game could be devised for five players, three
Allied: Raglan. Lucan and Cardigan. and two Russian: Kiriakov
and the Hussar Commander, Khaletsky, Two umpires, one per
side, should be employed to direct matters and settle (or provoke)
arguments as necessary.

Using 15mm figures (of which there is now a very wide and
pleasing choice). the playing area of about 6ft x 4ft might be set out
as suggested below:

The game should be played along the length of the table in order
to provide sufficient depth for deployment of reserves etc. With a
ground scale of Imm to Im. there will still be plenty of room on the
flanks.

The umpires should set up the game without the players being
present. The only on-table forces at the start will be Raglan's
advance guard (4 squadrons) and the Russian Cossacks and
Hussars. The three players in charge of the cavalry are then briefed
individually by the umpires. Each is given an oral description of the
situation and, for the noble lords, an idea of their personal feud. A
degree of role play will greatly enhance the game here and both
‘Lucan’ and *Cardigan’ should be encouraged to enter into the spirit
of the thing, damning each others’ eves! An inconclusive skirmish
action can then be played out. strictly controlled by the umpires to
avoid any premature routs, or come to that. charges.

Meanwhile, the two commanders-in-chief will have been mulling
over their written briefs. Kiriakov will know of Menshikov's
intention to fight at the Alma and the strength of that position. He
will also be aware, as a result of information from his Cossack
scouts, of the rather hesitant advance of the invaders and, to some
extent. their numbers. He will also know of their poor state of
health, and that a sizeable gap has opened up between the English
and French troops. Raglan will be well aware of the state and
situation of his own troops and that of the French, but due to his
crippling lack of cavalry he will not know anything about the
Russians except for the Cossack scouts which Cardigan’s men have
been ordered to see off before the Bulganak can be crossed.

‘Raglan’ and “Kiriakov' are then brought into the room. The
remainder of the Russian forces are placed on the table and the
game proper may begin with the umpires requesting an immediate
reaction from Raglan. but insisting that any orders he gives must be
politely phrased. Again, the game will benefit from this réle-
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playing. In any case. the umpires should attempt to exploit any
opportunity to create confusion by rephrasing any and all orders as
they see fit.

Raglan may only order up the 2nd and Light Divisions, as in
re‘llli\" since it is assumed that they had already crossed the
Bulgdndk and were in a fit state to fight, whereas the rest of the
Army was still strung out and struggling to get at the water. The
British infantry were not on top form and some account should be
taken of this in any clash with the enemy. Either subtract 1 from
dice scores or. if a combat-rating system is used, simply reduce the
basic ratings as appropriate.

One other thing which the umpires must do to simulate C3
(Chaos, Confusion and Cock-up) is to impose upon the Russian
commander a mechanism whereby he may or may not recognise
any cavalry coming his way. E g. throw 1 Average Dice: 3or 4, he
recognises them and acts accordingly; 2 or 5. he opens fire
regardless!

A figure scale of 1:50 is probably the best for the purposes of the
game. Referring back to the orbats. this breaks down as follows:

British: battalions of 12 figures. squadrons of 2 figures and
batteries of 2 model guns each with 3 crew figures.

Russian: battalions of 16 figures. Hussars — say 20 figures per
regiment, Cossacks — say 2 figures per sotnya; battery of 2 model
guns each with 4 crew figures,

Conclusion

The skirmish on the Bulzanak was an appropriate beginning to the
fighting in the Crimea, including. as it did. several aspects which
characterised the war between Russia and the Allies. It is also a
good starting point for wargaming the Crimean campaign since
there was no battle and therefore no hindsight on which a
reconstruction may be based. The unsuspecting wargamer can
wander. unencumbered. into this still little-known period and
proceed to make the same mistakes as the real-life protagonists
over 130 years ago. Hopefully. though. not more than once!

Further Reading:

The Banner of Battle. Alan Palmer. London, 1987.

Battles of the Crimean War, W. Baring-Pemberton. Pan. 1968.
Cadogan’s Crimea. Book Club Associates. London. 1979.

The Crimean War. RLV ffrench-Blake, Sphere, 1973.

The Crimean War, a Russian Chronicle. A. Seaton, Batsford,
1977.
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During the past three or four years there has been a considerable
increase in interest in the Franco-Prussian War as a subject for
wargaming, and wargamers can now choose from a number of more
or less extensive ranges of figures in several scales. It seems clear
however that there is something of a shortage of detailed technical
information available to interested wargamers about a number of
aspects of the war, and this article together with a further one
concerning organisation of the artillery is an attempt to fill at least a
part of the gap (a list of sources used will appear at the end of the
second article).

The information concerning the use of artillery should be of some
interest to wargamers, as it will enable them to use their artillery
within a realistic and authentic framework. (This writer’s efforts at
Franco-Prussian wargaming began with Minifigs 25mm figures in the
mid-seventies, and never really got “off the ground” through a lack of
information on what happened and why.)

The article will conclude with some notes on the opposing French
artillery.

The Use of Artillery in Battle

The details which follow represent the doctrine with which the
Prussian army (or to be more precise the Army of the North German
Confederation, although this largely consisted of the Prussians) went
to war in 1870. This doctrine emerged from the experiences of 1866
and the new possibilities opened by the introduction of steel, rifled,
breechloading field guns.

In 1870 the field batteries were equipped with 4 and 6 pounders
(horse batteries always had 4 pounders), with 6 guns per battery. In
June 1870 it was ordered that from then on 6 pounders were to be
designated “heavy”, and 4 pounders “light™.

It should be pointed out that methods of using artillery differed
slightly in some details in other German contingents.

In 1866 the Prussian artillery had been placed too far back in the
columns and had generally arrived too late to support the infantry in
the early part of the battles. thus the infantry frequently had to
operate without any artillery support. The reason for keeping it back
down the columns was that it would be deployed behind the bulk of
the infantry on the battlefield. The two remedies in the new doctrine
that were to overcome these shortcomings were that a strong body of
artillery was to be included in an advance guard (Avantgarde),
whether of a division, corps or army, and the former practice of
holding a reserve of artillery was to cease. The main body of artillery
was to march near the front ot its column so as to be able to intervene
in a battle as early as possible.

In 1870/71 a few mistakes occurred initially — for example at
Wissembourg the batteries were kept some way down the columns
and could not intervene rapidly — but these were quickly ironed out
and the new doctrine was henceforth applied very successfully.

Specific Tasks of the Artillery in Battle

Within the “ordre de bataille” of a Corps, the 4 and 6 pound batteries
were attached partly to the divisions, and partly to the reserve (corps)
artillery

As a rule each of the 2 infantry divisions received 4 foot batteries,
the cavalry division 1-2 horse batteries. and the reserve artillery
received 4 foot and 1-2 horse batteries.

In general terms the divisional artillery had the following tasks:

— To prepare the battle for other troops by covering their
deployment;

— To support the other troops by engaging the enemy artillery and
drawing their fire on itself, and by firing on advancing enemy
columns.

The reserve artillery. which will as a rule become involved in the
battle later, had the following tasks:

— To reinforce the divisional artillery where necessary, and chiefly

— To occupy important points at the decisive moment, from where
its use en masse and the effect of this lead to a favourable outcome of
the battle, or in a defeat halt the enemy advance.

With the divisional artillery the batteriess again have different tasks
depending on whether they are with the Avantgarde, and Gros (main
body) or the Reserve (if such is present).

The number of batteries with the Avantgarde depends on its
strength and the tactical conditions. If the division is fighting
independently, the Avantgarde should have 1-2 batteries. If it 1s
linked with others in an orde de bataille the size of the Avantgarde

might vary considerably according to the situation, as will its
complement of artillery. When numerous cavalry are with an
Avantgarde it could even include horse artillery.

The immediate task of the Avantgarde artillery is to cover the
deployment and any approach connected with it (for example
debouching from a defile). It should therefore take up position at
suitable points where the other troops will later deploy, and from here
fire on the enemy artillery and keep their attention away from the
deploying troops. In doing so it must note the approaches and deal
with any enemy movement over them.

From these tasks follows:

— That for the initial deployment an especially mobile artillery is to
be used, which can take post rapidly, preferably 4 pounders.

— That the artillery should be very near to the front in the order of
march, as a rule behind the Tere and in front of the main body of the
Avantgarde so that it can deploy as soon as the Tete has scouted or
cleared the terrain.

It must be noted that the Avantgarde artillery will usually face
more numerous enemy guns, and often at long ranges. It is therefore
desirable that 6 pounders support the 4 pounders as soon as possible,
because of their greater effect at long ranges.

If the Avantgarde is intended to occupy an area of ground rapidly
this will be done by cavalry with horse artillery present if required.

Batteries with the main body or reserve will advance to support the
Avantgarde artillery, or appear at threatened points, or enter the
battle with the main body or reserve and support them. For the first
two of these tasks 4 pounders are very suitable, whereas both 4 and 6
pounders are equally suitable for the third.

The artillery with the main body and reserve is less endangered
than that with the Avantgarde, and can safely march behind the Tele
of each column, which will mean that when ordered forward they will
not reach the battlefield with exhausted horses.

Following from the tasks of the reserve artillery:

~ 4 pounder and horse batteries are especially suited to carrying
them out through their mobility
— It is not so far forward in the order of march that it will become
engaged in the uncertain initial to-and-fro fighting, but is near enough
to be available when called for.

Artillery in connection with a cavalry corps — such a corps could be
set up to undertake movements around an area, or operations against
the enemy’s flank or rear, or to halt an enemy advance in the event of
a defeat, or a pursu:t after a victory. The horse artillery must be used
to support these actions, especially when the enemy uses artillery or
mixed arms, and when the terrain does not permit full use of the
cavalry’s strength. The artillery will have the following tasks —

— To cover the cavalry’s deployment

— To prepare their attack

— To prevent a beaten enemy rallying

— To provide a rallying point for the cavalry

— To secure the holding of specific points in the defence.

Importance of Terrain for the Artillery Battle

The following terrain features are to be noted:

1) An open, flat area without villages, woods, etc., permits the
deployment and movement of troops in all directions and also the
most effective use of the artillery. It is also helpful to cavalry and the
artillery will require strong protection.

2) If such an area is heavily cut up by streams. ditches, sunken roads,
etc. the artillery and cavalry lose their superior mobility relative to the
infantry. The infantry will be forced into frequent formation changes,
these are very dangerous under enemy fire.

3) A plain covered with woods, settlements, etc. hinders the artillery
and ties it to the roads. Although mobility is reduced, movements are
also hidden, and the artillery must be carefully protected by the other
arms.

4) If such a plain is also cut through by streams, marshes, etc. the
infantry becomes decidedly superior to the other arms. The artillery
loses a high degree of its mobility and effect, and most of its
independence.

5) Higher ground is very important for the artillery battle, and lower
heights with gradual slopes are more suitable than higher areas with
steep slopes. The former permit easy deplovment on the position and
mobility in all directions, the latter do not. As regards effect of fire
and the observation of this. and observation generally. all higher
ground is helpful, in addition (if used properly) it can provide cover
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“Rules for the Use
of the Prussian Artillery 1870-71”

by Martin Tomczak

It would have been very easy and rather obvious to illustrate an article on Prussian FPW artillery with photographs of guns. For our
higher-than-average-intelligence readership however, we thought this might be rather trite. So, we have, as it were, skipped the beat and
put the accent on the after-beat: here are German Staff officers wondering where the hell the artillery has got to, and Bavarian infantry
wishing they had its support.

The figures, 25mm. Wargames Foundry, are from the collections of Tim Hall & Roger Needham, who also built the barricades. The
buildings were put together by Wargames Architect of the Year (1986): Phil Robinson.
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and prevent the enemy observing the results of his fire.

6) Steep-sided valleys, depressions, etc. reduce the artillery’s mobility
and effect in that they make measuring distances and observation
difficult.

7) Water, marshes, etc. hinder artillery movement, but are helpful as
cover to the front and flanks. Marshes to the front can reduce
considerably the effects of enemy fire (but should not restrict forward
movement too much).

8) Woods reduce mobility and effect to a high degree. Deployment
either in or opposite a wood is unfavourable.

9) Ditches, gardens, enclosures, settlements, buildings and defiles all
create difficulties for the artillery because they pose obstacles to
movement and provide the enemy with strong points which are
mostly difficult to take from him.

10) It follows from the above that certain points are important when
judging terrain in the light of the artillery battle:

— The observation which it affords

— Security to the front and flanks of the battery against both an enemy
approach and the effects of enemy fire

— How suitable or not it is with regard to the artillery’s effect.

General Rules for the Artillery in Battle

1) The long range of the rifled guns permits some freedom of choice in
their deployment, but requires great care in finding cover when under
fire from rifled guns, so as to avoid heavy losses. Uneven ground,
embankments and other features should be used if running roughly at
right angles to the line of fire, particularly in the defence.

2) If time permits natural cover should be increased by man-made
features, if the former is not present the guns should be dug in.

3) More important than cover is deploying for maximum effect and
positions must be taken that provide good observation, accurate
measuring of distance, and a full view of the effect of fire.

4) Taking post on high ground in open terrain offers decided
advantages. In defence however the slopes falling away to the front
must be covered.

5) All obligue positions which can easily be flanked are to be avoided
even at extreme ranges.

6) During all movements on the battlefield close columns and
grouped formations must be avoided, and a column with extended
intervals is to be used whenever the terrain permits. When moving
within enemy range a faster pace is to be used and cover used when
possible, otherwise heavy losses can occur.

7) Firing must not begin at too great ranges. Although the guns are
accurate at well over 3,000 metres the judging of distances at these
ranges is difficult and observation of fire very uncertain. Firing over
1,500 yards is generally wasteful, unless particular circumstances
demand it or the size and composition of a target warrant it.

8) If fire opens at long ranges, a battery may later find itself short of
shells at close range in important moments.

9) Conserving ammunition is an important principle that must be
adhered to. The guns permit very rapid firing, however good shooting
requires a calm crew and precise aiming. At shorter ranges firing can
be faster, since conditions are better for it. The urgency or importance
of a task might demand a higher rate of fire. When firing at fixed
objects, if no real success is visible or it is done at long range, a slow
rate is to be maintained.

10) To ensure the ammunition supply the first line of ammunition
wagons must be near at hand, preferably to the side and under cover
s0 as not to catch fire aimed at the battery.

11) Every pause during which a battery is not under fire must be used
to bring up ammunition. Even if under fire the battery must be
replenished at the latest after half its stock is used up.

12) Firing over other troops should be avoided, and if done at all, then ,

done with great caution.

13) Columns and squares should be fired on ideally down their longest
sides, batteries from the flank or at an angle.

14) When selecting from the various enemy targets, the most
important is that which at a particular moment poses the greatest
danger to friendly troops, or the destruction of which will contribute
most to reaching a decision. To bring about a decision the batteries
must fire on the same targets, and not each at a separate one.

15) Frequent changes of position are damaging, especially within
enemy artillery range as it can not then take place without losses.
Moving forwards or back over short distances should be avoided as
the accuracy and range of the guns makes it unnecessary.

16) Taking the artillery within enemy small arms range is wasteful,
since the artillery’s effect depends on its material and this should be
protected. However, if great objectives can be achieved by doing so it
should be prepared to go within small arms range.

17) In defence it is a major responsibility of the artillery to find points
which dominate the surrounding area or which through their situation
result in the holding of the battleficld itself depending on their being
held. The most dominant of these points are to be occupied with 6
pounders, which can then develop their full potential against the
enemy columns and their deployment, beginning at long ranges. The
distance to various points which the enemy will have to pass should be
judged in advance and confirmed with ranging shots. From such a
position the enemy can be kept under fire for the whole time of his
approach, and be help up by well-aimed fire while crossing obstacles.
Such positions must be defended hard, down to the use of cannister.
The 4 pound batteries will support the troops during the various small
actions during the battle and support their attacks. The reserve
artillery will be brought against the main enemy advance at the
appropriate time and place. Having dealt with this they will leave the
battle to the other troops.

18) Covering a retreat after a defeat is one of the artillery’s most
important tasks. It must exploit every useful piece of terrain, and
endeavour to gain time for the retreating troops. The accuracy of the
guns will often make this fairly easy, a few hits on a chosen target can
delay the enemy. The artillery must in particular draw all or at least
some of the enemy artillery fire onto itself. The 6 pounders should
operate on the line of withdrawal, the 4 pounders more to the flanks.

Some from the War

During 1870/71, only two 6 pounder barrels were destroyed by enemy
fire, along with 14 gun carriages. Eleven limbers were destroyed and 7
heavily damaged. Sixty-nine shells and 650 bagged charges (Kartus-
chen) became unusable during transport, the latter mostly through
damp.

The percussion fuse proved very reliable, and very few dud shells
were recorded.

Cannister was used for self-defence by artillery more than 40 times,
in half of these incidents the cannister drove the enemy off.

Shrapnel was used only by a few Bavarian and Saxon batteries, and
later in the war by Prussian batteries.

Up to now 600 metres had been regarded as effective small arms
range, this now doubled because even at 1.500 metres French
Chassepot fire caused casualties in gun crews. The battle had to be
begun and carried through at much greater distances than before,

Shellfire was frequently used at 3,000 metres and more, at 1,800 to
2,000 metres a significant effect was noticeable and at the most
frequent range of 1,100 to 1,800 metres enemy troops were often
forced to retreat from their positions or cease advancing and retire.
The enemy very rarely got to nearer than 600 metres — an eye-witness
recorded how 30 guns of the Garde during the Battle of Gravelotte —
St. Privat defeated a French divisional attack, in column from
Amanvillers. The column came over a hill and the first ranging shots
hit it at 1,900 metres, and heavy fire opened. The same happened at
1,700 metres, and then at 1,500, 1,300 and 1,100. Only at 900 metres
did the attack break down and the enemy retire.

At short ranges the shells often had a devastating effect, and in
addition to the material effect the moral effect was considerable.

The superiority of heavy over light guns was noticed in a greater
moral effect and through their greater effects against stationary
objects.

The greater mobility of light batteries opposed to heavy was
demonstrated over difficult ground. Elsewhere the mobility of both
proved adequate. The horse artillery demonstrated fully the
characteristics for which it is noted.

The entire range of equipment proved highly usable on the
battlefield. Only two 6 pounder and twenty-five 4 pounder barrels
became completely unusable, sixteen 6 pounder and fifty-seven 4
pounder barrels were temporarily so, mostly through fires in the
barrels,

A French commentator wrote that the mass use of artillery gave the
Prussian infantry “an immediate and insurmountable superiority”.
The French batteries still went into action one at a time, and this
meant that there were never enough French guns in position to
achieve fire superiority. The reserve batteries at the rear of the French
columns never came into action in time whereas the Prussian corps



artillery was if necessary engaged, like divisional artillery, as soon as
an action began.

The Saxon artillery, totalling 14 batteries at Gravelotte-St. Privat,
fired a total of 2,235 rounds. Soon after at Beaumont it fired 7,324
rounds.

Final Point

It would seem that in wartime a complete Feld-Artillerie-Regiment of
90 guns would make up the artillery of an Armee Korps, although the
author has not been able to find this confirmed in writing as yet (see
forthcoming article on Organisation).

Some Notes about the French Artillery
We conclude with some points about the opposing French artillery.
Initially the French fielded 164 6-gun batteries, comprising 38 horse
and 94 driving batteries with 4 pounders, and 32 driving 12-pounder
batteries. The guns were bronze, rifled, muzzle-loaders of the La
Hitte system, which proved a sensation when used against the
Austrians in 1859. The 4-pounder was sighted up to 3,200 metres,
although the maximum range is claimed to have been 4,600 metres.

The French lagged behind Prussia in the development of steel, and
for cost reasons the supporters of bronze had a strong case — bronze
barrels could easily be melted down and recast. However they had
already begun development of breech-loaders before 1870. In 1867
the Director of the gun foundry at Bourges, Reffye, constructed a
bronze breech-loader known officially as Canon de 7
rayé se chargeant par la culasse. The figure 7 referred to the weight of
the shell, around 7 kilogrammes. The shell had an effective
percussion fuse, and the gun also fired shrapnel. This new gun was
only cast from late 1870 in larger quantities. Through contributions
from the public 1,500 were to be cast in Paris (during the Siege); 800
were actually produced. Further quantities were made in the
provinces and were used among other things to equip new formations
of the Loire Army. A German eye-witness recorded how it equalled
the German guns in accuracy, and effect.

A final point of interest about the French artillery concerns the
fuses on the shells - these gave the shells bursting zones limited to
1,350 to 1,550 metres and 2,650 to 2,850 metres.
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THE DEVIL'S WIND
INDIAN MUTINY WARGAMES RULES

by Ted Brown

Following on from the Indian Mutiny piece that appeared in WI
No.5 this is a set of simple but effective rules to enable you to stage
table-top encounters set during the ‘Devil’'s Wind’ of 1857. In my
humble opinion one of the best things to happen in wargaming of
late has been the wide spread turn away from the idea that highly
complex rules lead to accurate, realistic wargames. More & more
wargamers now seem to realise that it is tactics that count, rather
than the numbers of pages in a rule book.

So these rules are deliberately as simple as I could make them
whilst retaining a high degree of accuracy. However, I want to
emphasize that for these rules to work the two or more players must
take some care in setting-up a realistic scenario, use the correct
tactics — of which more or below — and above all play the game in a
spirit of friendly competition.

Scenarios

You will all have seen it and — like me — done it: The two
miniature armies are lined up on their base lines, both sides
advance and have a big thrash in the middle of the table...Yes, a
‘typical’ wargame, but in real life this kind of battle was rare. In

reality one side or the other would be in possession of ground the
other wanted, so the defending side would be in position to hold a
vital road, waterhole, village or what have you. The two sides might
blunder into one another while in marching formation, one side
might spring an ambush, or be trying to make a fighting retreat. The
possible scenarios are endless.

In the Indian Mutiny the British tended to be trying to do one of
three things: hold a position — fort, village, etc; march to the relief
of another force; break up a concentration of mutineers.
Conversely the mutineers were trying to capture positions, block
relief columns or, towards the end of the campaign, simply survive.
This was a bloody, hard-fought war, involving two groups of tough,
professional soldiers. At the same time the involvement of British
and Indian civilians gave the war a vicious black edge.

Remember that 'Indian’ armies tended to have large baggage
trains of bullock carts, camels and elephants; an attack on one of
these makes in interesting wargame. Both sides made use of
pontoon/boat bridges and the attack and defence of these can be
interesting. The Mutiny also saw much street fighting as well as
several well known (and some not so well known) sieges. Set up an
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interesting and realistic scenario and you are more than halfwaytoa
good, enjoyable wargame.

Tactics

Like the Crimean War and the American Civil War the Indian
Mutiny was one of the campaigns fought during the change from
smooth—bore muskets to rifled muzzle-loaders, indeed the change
over from the old Brown Bess to the new Enfield was one of the
immediate causes of the Bengal Army mutiny. This advance in
technology had its effect on the tactics of the campaign.

The new rifle enabled the British troops to engage at longer
ranges and to make more use of extended lines of skirmishers. The
sepoy mutineers also made use of open order formations. Cavalry
on both sides continued to carry out its traditional role:
reconnaissance, pursuit and the set-piece charge. Dismounted
carbine fire was used, though not as often as in the ACW. The
British made some limited use of mounted infantry. Both sides
made use of fairly large amounts of artillery, including the field use
of heavy guns. Only the British used horse artillery. Both sides
made occasional use of rockets. Some mutineers used heavy wall
muskets or jingals.

Because of the increased effectiveness of the new rifle, infantry
seldom formed square, at least on the British side.

It is worth pointing out that not all the British forces had the new
Enfield rifle. At the siege of Lucknow for example only the 32nd
Foot had Enfields, most of the rest of the garrison had to make do
with the older percussion Brown Bess. Many of the civilian
volunteers and loyal native troops on the British side did not have
the Enfield. On the Mutineer side some men did make use of the
Enfield, but most did not.

The British made use of many irregular units. Some were formed
from the wild, warlike peoples of the Northern India, such as the

et . SRR v 3 3
s iy ] -

of ﬂe Hérngon-Smythc % Morc from the Ter;fb}f Twins . . .

19

st g

3UT WAIT! - civilian figures painted by (the equally

Sikhs and Pathans. Others were made-up of officers from units that
had mutinied, or from groups of civilians. Most such units were
mounted. On the Mutineer side some of the small — and often
rag-tag — private armies of local land—owners took part, sometimes
equipped with match-locks. Large numbers of local thugs and
bullyboys also joined the Sepoys in the hopes of loot and pillage.
These so called Badmashes were of little use on the battlefield.

In skill-at-arms and minor tactics there was little to choose
between the two sides, but in higher tactics the British often had the
edge, although this was to some degree offset by their usually
smaller numbers. When it came to the nitty—gritty of hand-to-hand
combat the heavier and bigger British soldiers had a distinct edge.
On the British side Havelock and Sir Colin Campbell - of "thin red
line’ fame, stand out as higher class commanders. Campbell, who
was later made Lord Clyde, could sometimes be over cautious, but
he never lost. For the Mutineers Tantia Tope was a wily field
commander of talent and skill.

Earthworks played an important part in the fighting, both sides
making extensive use of fieldworks, during the siege and at some of
the field actions. Mining also played a part in most of the sieges.
The British made great use of the Royal Engineers and the Sepoys
suffered from their lack of skilled engineers.

Indian Mutiny actions tend to be of Brigade or at the most
divisional size, making them excellent for wargames. British and
loyal Indian units were made up of 10 companies, each with a
nominal 90-100 men. Most were under strength. In each infantry
battalion one company would be a light company and one a
grenadier company. Apart from Granadiers being bigger men and
the light company doing a little more training for skirmishing there
was little real difference between the companies. When the
mutineer battalions stayed together their organisation was much
the same.
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Cavalry units were of varied size, some of the volunteer units
being as small as 30 troopers. A good average would be three
squadrons of two troops each, with between 50 and 90 men per
squadron. Artillery on the British side was in batteries of six guns,
one of which was often a howitzer. Heavy Royal Navy and
Mutineer batteries varied in size.

Very often the British broke up units so that an odd number of
companies would be serving with some column or another. For this
reason the basic unit in the rules that follow is the company, ten
figures representing a company of 100 men. If you want to tinker
with this feel free!

Finally the title of the rules 'The Devil’s Wind’ comes from the
Indian term for the great mutiny that swept through the sepoy army
in 1857.

THE DEVIL'S WIND
INDIAN MUTINY WARGAMES RULES
Equipment
A table at least 4x 4 feet, bigger if you have one. If you cannot even
manage 4x4 feet use 5/6mm figures and halve all the distances in
these rules. ACW figures make good Indian Mutiny types in this
tiny scale.

Terrain: Plains, hills, paddy fields, jungle, villages, wide rivers,
small streams, tanks (ponds), old forts, dirt roads, etc.

Two opposing forces in 15mm or 25mm. Peter Laing does a good
range in 15mm and the new 25mm Wargames Foundry figures are
first class. Remember Mutiny figures can be used for other
‘colonial” actions, such as the Anglo-Sikh Wars of the 1840's, The
first Afghan War, 1856 Persian campaign, etc.

A couple of extended steel rules marked in centimetres. Up to a
dozen or so normal six sided dice (D6).

Sandwiches, tea or coffee, or beer for my fellow alchoholics,
although curry and arrack might be better for 'mood’!

Game Organisation

All distances are in cm. Ground scale is roughly Sem/50yds. Figure
scale is one figure/ten men. Basic units are infantry companies &
cavalry squadrons of 10 to 12 figures. Each company/squadron
should have one officer figure. (On foot if infantry.) Every four
companies can have one mounted officer. Artillery should be in two
or three gun batteries. Indian land-owners’ troops should be more
or less as per sepoys/British. Badmashes should be in units of from
12 to 25 figures (most without firearms). No points system is used.

Troop Types

EUROPEAN REGULAR INFANTRY: British
Queen's or H.E.I1.C. European troops.

SEPOY REGULAR INFANTRY: Loyal or Mutineer Indian
Infantry of the H.E.I.C.

EUROPEAN REGULAR CAVALRY: British regular cavalry
units.

INDIAN CAVALRY: Any loyal or Mutineer Indian cavalry
units.

IRREGULAR EUROPEAN CAVALRY: Any non-regular
British cavalry unit such as civilian volunteers or mounted British
officers from Mutineer infantry units, etc.

NATIVE LAND-OWNERS' FOOT: Armed retainers of
Indian land owner.

NATIVE LAND-OWNERS’' HORSE: As above.

BADMASHES: Mobs of very irregular Indian civilian criminal

CS.

ARTILLERY: May be Field, Horse or Siege. Only British may
have Horse guns. Siege artillery (18pd+) should be bullock/
elephant drawn. Rockets may also be used in small numbers.

Armies should consist of a mixture of these troop types. Each
army may have one to three command figures, perhaps elephant
mounted if Mutineer.

infantry,

Movement

Movement is at one of two rates: Normal or charge. Charge may
only be used every other turn. When charging throw one D6 per
company or group of companies charging: 123 do not charge, unit
stays where itis. 456 unit charges. All regular troops (and irregulars
if British or Sikh/Pathan) add one to D6 score. Badmashes deduct
one from D6 score.

Troop Type Normal Rate Charge Rate
All European Foot 8cm 12em
All Indian Foot 10cm 12em

All European Horse 14em 20cm
All Indian Horse 15em 20cm
All Foot Artillery 8cm -

All Horse Artillery 14em -

All siege guns 6em =
Rocket units 8cm -
Elephants/Camels/Mules 9cm =

For crossing obstacles (low hedges and walls, small streams,
paddy fields, jungle, climbing steep hills, etc) deduct 50% of move
distance. Changing formation takes 50% of move distance.
Limber/unlimber guns: Field, one move, horse, ¥2 move, Siege,
two moves. Rockets intofout of action, one move.

Firing: Small-arms

Throw on D6 per group of five figures firing, result is number of
enemy casualties subject to: Point Blank range plus 2 per D6.
Extreme range minus 1 per D6. Enemy in soft cover (hedges, edges
of woods, etc) deduct one. Enemy in hard cover (thick walls,
earthwork, building, etc)deduct two per D6. To see if officer hit
throw D6:123 means officer hit.

Weapon Point Blank Range Effective Range Extreme Range
Enfield rifle 0-12¢m —40cm —-50cm
S.B. Musket 0-6cm —l6cm —24¢cm
Matchlock (-d4cm -12cm —15¢cm
Jingal (wall piece) (-6cm —20cm —30cm
Enfield carbine 0-8cm =30cm -36cm
S.B. Carbine (-dem —12em —18cm

Officers count as per their troop type.

Firing: Artillery

Throw one D6 per gun firing. At canister range add three per D6.
At extreme range deduct one per D6. Enemy in any kind of cover,
deduct two from D6. Result is casualties caused. To knock—out
enemy gun, Kill crew (five per field gun/four per horse gun/six per
siege gun, plus one officer per battery). To see if officer hit: As per
small-arms fire.

Gun Canister Range  Effective Roundshot  Extreme Range
6pdr 0-12cm —60cm ~T0cm
9pdr 0-15cm —65cm —T75em

12pdr 0-20cm —70cm —85cm

18pdr —25¢cm —80cm —95cm
12pdr 0-30cm —S0cm —110cm

Howitzers/Mortars/Rockets

Howitzers fire as per 9pdr. Mortars fire as per 18pdr. However,
howitzers and mortars only deduct one from D6 if enemy is in
cover. Mortars may not fire canister and cannot be used against
targets closer than 25em. Rockets as per 6pdr, but no canister and
cannot hit targets closer than 12em. On firing rocket throw one
Dé6:1-rocket flies straight left for S0cm and hits whatever is there;
2-rocket flies straight right for 50cm with similar effect.; 3-rocket’
goes wild" and disappears; 4.5,6-firing normal.

Melee
Use the basic melee factor given below for each group of 5 figuresin
base-to-base contact. Throw one D6 per 5 figures and adjust as
follows: 1,2/-1;3 4/no change;5,6/+1. Then take acount of adjust-
ment factors. Result is number of enemy killed. Gunners count as
infantry.
Troop Type Basic Melee Factor
European Regular Foot
European Regular Horse
European Irregular Horse
Sepoy Foot (loyal/mutineer)
Indian Horse (loyal/mutineer)
Land-owners’ Foot
Land-Owners' Horse
Badmashes (Foot)
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Adjustment Factors
Foot charging +1

Foot behind wall, fence or hedge +1

Foot in building +2

Foot in Square Vs horse +1

Gurkhas +1.
Horse charging +3

Horse charging foot in square —4
Horse standing still being charged by horse —2

Lancers vs. infantry +1
Attacked in Flank -1

PETER LAING

Pioneer specialist in 15mm, easy to paint, wargaming figures and equipment,
over 1,000 itemns to choose. Rapid mail order.
Ancients, Egyptians, Assyrians, Greeks, Persians, Romans, Carthaginians,
Gallics, Byzantines. FEUDALS, Normans, Saxons, Saracens, gikin s5;
MEDIEVALS, including Siege warfare, Mongols. SAMURAI, REMAISSANCE;
Landsknechts, Turks, English, Spanish, ecs, ECW, including Scots,
MARLBURIAN, AWI, NAPOLEONIC, British, French, Prussisn.ng ptian
Campai?:%CRIMEAN, British, French, Turks, Russians. FRANCO PFIL? SIAN
WAR, ACW & INDIAN WARS COLONIAL, British, Dervishes, Boars, Zulus,
N.W. Frontier, Boxer Rebellion. LATE VICTORIAN PARADE. WW1 1914-18
Western front, Eastern front, Middle East, Tanks, Russian Revolution and Civil
War, WW2 infantry action.
Send 25p stamp (overseas 2 Internaional Reply Coupons) for list and

Attacked in rear —2.
Note: Horse may not melee with foot in buildings.

Example: European Regular foot charges Mutineer Sepoys behind
hedge Europeans: Basic melee 3 + D6 throw of 5 means +1, ie
4;+1 for charging means a total of five casualties by these five

Minden, Sutton St. Nicholas, Hereford, HR1 3BD

sample. Please state interest.

PETER LAING
Tel: 043-272 518.

figures. Sepoys: Basic Melee 2 + D6 throw of 2 means —1,ie 1;+1
for being behind hedge means the five Sepoy figures cause a total of
two casualties.

Test each company as follows: Take the Basic Morale Factor and

subtract one for every two casualties (in figures) the company has

Morale

Test Morale:

A) If charged.

B) If advancing under fire within 15cm of the enemy.

C) After unit forced to halt or routed (in this case you may test once
per turn for as long as the unit is on the table).

D) If unit is counter-attacked within two turns of capturing a
position from the enemy, ie when the enemy is within 12cm.

This

Troop Type Basic Morale Factor
All European Regulars: 6
All European Irregulars/
All Indian Regulars: 5
All Land-Owners’ Troops: 4
All Badmashes: 3

suffered. Then throw one D6 per company: 1,2,3/—1:4,5.6/+1.
Adjust as follows: Unit in cover +1

Mounted officer with unit +1

Command figure with unit +2,

will give you a final morale figure. Result:

3 or above, carry on as wished.
2, halt & retire to cover or friendly troops.
1 or less, rout to rear at charge movement rate.

Treat cavalry squadron and artillery batteries in the same way as
infantry company. Badmashes also, but subtract one from morale
factor for every three casualties, rather than two.
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Wargames Foundry 25mm Marlburians from the collection of designers Alan & Michael Perry. Uniform is of the Bavarian Tattenbach
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regiment. Mounted officers (Colonel in blue; General in red): Stratagem figures painted by Sue Maidment. Buildings by Rob Baker (c.

THE PIEDMONTESE ARMY

in the SPANISH SUCCESSION WAR in ITALY
1701-1712

by Luigi Casali

1973 vintage).

Introduction and Operations of War

The Spanish Succession War broke out when Philip of Anjou,
grandson of the King of France, Louis XIV, ascended to the throne
of Spain following the death of Charles II.

Empire, England and Holland refused to accept an act, which
increased excessively the power of the “Sun King”, and declared
war on the French.

As Lombardy was a Spanish possession, French troops crossed
the Alps in 1701 to occupy Milan and its territory. The Duke of
Piedmont, Victor Amadeus II, was favourable to the Imperial
cause, but united with Louis XIV because he feared being crushed
by powerful France and could not count on prompt help from the
Imperials.

A Piedmontese force, constituted by six battalions of infantry
(Guards, Monferrato, Saluzzo, Savoia, Crocebianca and Chablais
regiments) and three regiments of cavalry (Piemonte Reale
Cavalleria, Savoia Cavalleria and Dragoons Genevois) each of
three squadrons, joined the French Army led by General Catinat
and took part in the battle of Chiari (1 September 1701) where
Victor Amadeus had his justaucorp hit by a ball. In December
Piedmontese troops went home to take up their winter quarters.

At the beginning of Summer they again joined the French army,
which was now headed by Marshal Vendome, to take part in the

new campaign. Piedmontese troops were at the battle of Luzzara
(15 August 1702) which had an indecisive outcome. In November
they went into winter quarters in Piedmont.

The campaign of 1703 began in the first days of May. A
Piedmontese corps of six battalions and 12 squadrons again joined
the French Army in the camp of San Benedetto. The war in Italy
was going wrong for the Emperor. The Imperial army was in bad
condition. It was in need of men and supplies to go on with the war
and Prince Eugene had to go to Vienna to ask for help.

In spite of this unfavourable situation for Austria, both because
Piedmont’s interest was not served by a French strengthening in
Italy and he was resentful of the insolent behaviour towards him by
the French generals, Victor Amadeus II was in secret contact with
the Court of Vienna to agree a reversal of the alliance with France.
When the French learnt this, they resolved to prevent Victor
Amadeus II changing sides. On September 29th, 1703, they
captured, by a trick, the Piedmontese troops in the camp of San
Benedetto Po. Following this, on 7th October, Victor Amadeus
declared war on France and Spain and drew up an alliance with the
League between the Empire, England and Holland. Nevertheless,
as these were unable to send immediate support to Piedmont,
Victor Amadeus was isolated and with his army weakened facing
the powerful French forces. With alacrity the Duke reconstituted
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some of the battalions lost at San Benedetto Po. raised Provincial
regiments and the Milice and engaged new foreign regiments.

Louis XIV had ordered Vendome to march forward to Turin at
once, but the French Marshal advanced slowly and the favourable
opportunity was lost. General Stahremberg, the Austrian com-
mand in Italy who had temporarily replaced Prince Eugene,
formed a corps of about 12,000 men and joined the Piedmontese
Army. The contending Armies went into their winter quarters in
January, 1704,

At the beginning of the new campaign the French Army, led by
Marshal Vendéme, was divided into two forces: one, led by
Vendome himself, was destined to attack Piedmont, the other,
under the command of the Duke’s brother, Philip of Vendome,
faced the Imperial Army toward the east. The French and Spanish
forces were far superior to the Imperial and Piedmontese, who
were scattered in a number of fortresses.

In the course of the year the French inflicted heavy losses on the
Piedmontese Army by seizing the fortresses of Vercelli and Ivrea,
where they captured many Piedmontese and Imperial battalions. In
1705 the fortress of Verrua fell too after a long siege. By the time of
the surrender the original garrison of 5,000 Piedmontese and
Imperial troops had been reduced to 1,241 men,

The siege of Verrua had lasted six months. This gave time for
strengthening Turin’s defensive works. The French were in bad
state too. They had suffered heavy losses and their troops were in
such bad condition that Vendome had to go into quarters even
though it was already Springtime.

Operations resumed in June with the siege of Chivasso by the
French. It was taken on the 29th. Victor Amadeus retired to Turin.
Meanwhile Prince Eugene of Savoy had arrived in Italy with a new
army and was bearing down on the French army under Philip of
Vendome to invade Lombardy. Marshal Vendome was forced to
slow his operations against Piedmont to face Eugene. At the battle
of Cassano d’Adda on 16th August he succeeded in preventing
Eugene from marching into Piedmont, but the operations against
Turin could not be really resumed until the next year.

In May 1706 the situation for Victor Amadeus was desperate. A
great part of his possessions was occupied and a French army under

the command of General de la Feuillade was besieging his capital.
Turin was defended by six Ordnance regiments, a total of nine
battalions, seven weak Imperial battalions, four Provincial batta-
lions, some regiments, of cavalry a total of about 8,200 infantrymen
(6,700 were Piedmontese, 1,500 Imperial), 1,070 cavalrymen (700
were Imperial and 370 Piedmontese), 1,030 artillerymen with 254
guns and mortars. Also there were 8 battalions of Militia raised
from the inhabitants of Turin. The Allied forces were under the
command of Marshal Daun. The French army comprised 63
battalions, 73 squadrons, 2 battalions of artillery and 3 companies
of miners. Another French army under the command of Vendome
was placed on the Mincio river facing Eugene’s Imperial Army.

On July 18th, Vendome was replaced in command by the Duke
of Orleans. Just on that day Eugene was crossing to the right bank
of the Po river to march forward to Piedmont’s capital. The Duke of
Orleans withdrew to Turin and joined de la Feuillade.

On 29th August Prince Eugene and Victor Amadeus, who in the
meantime had succeeded in going out from Turin with the cavalry,
joined at Carmagnola, a village a few kilometres from the capital.
On 7th September Eugene attacked the French Army under the
walls of Turin. The French suffered a heavy defeat and withdrew
toward Pinerolo and then beyond the Alps.

Piedmontese Body Guards, Dragoni 5.A.R. and Genevois and
Savoia Cavalleria regiments took part in the battle in the Imperial
Army. The Ordnance and Provincial infantry regiments which
defended Turin made a sortie and took the French unawares.

As a consequence of the battle of Turin a great part of Piedmont
was liberated from the French, who kept only some Alpine forts,
Savoy and Nice.

In the following years Victor Amadeus engaged to reconquer
these territories. This was accomplished in 1708 with the definitive
reconquest of the Alpine border; only Savoy remained in French
hands.

The war dragged on with some minor fighting and siege
operations for another three years. With the Treaty of Utrecht of
1713, Victor Amadeus regained Savoy and received Sicily, with the
title of King of Sicily, and some Lombard territories.
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ORGANISATION OF THE PIEDMONTESE ARMY

At the beginning of the Eighteenth Century the Piedmontese Army
comprised National Ordnance regiments of cavalry, infantry and
artillery, Provincial Militia formations which in peacetime were
organised in the so called “Piedmont Battalion™, the peasant militia
formed by men who were not enlisted in the former, and foreign
regiments, generally Swiss or German, engaged by contracts
(called capitolati) with foreign officers.

The Ordnance regiments had their names from ducal provinces,
while the other formations, both the Provincial and the Foreign
units, generally had their names from their commanding officers.

The Ordnance and Provincial regiments were usually all made up
of Piedmontese, The exception was the Chablais regiment, which
was partly constituted of Irish soldiers.

INFANTRY

Ordnance Regiments

At the beginning of the war the Ordnance regiments were of one
battalion, except the Savoia regiment, which had two battalions.
Each battalion had from 10 to 12 companies of 50 men; one
company was of grenadiers. The Guard regiment had three
battalions, each with 6 companies of fusiliers with 95 officers and
men and one of grenadiers with 56 officers and men. A Guard
grenadier company had 1 Captain, 1 Lieutenant, 1 Ensign, 2
Sergeants, | drummer, 4 Corporals, 4 Appointés, and 42
grenadiers. A Guard Fusilier company had 1 Captain, 1 Lieute-
nant, 1 Ensign, 3 Sergeants, 2 drummers, 5 Corporals, 5 Appointés
and 75 fusiliers. A company of grenadiers of Ordnance regiments
had 1 Captain, 1 Lieutenant, 2 Sergeants, 1 drummer, 4 Corporals,
4 Appointés and 39 grenadiers. A fusilier company had 1 Captain, 1
Lieutenant, 2 Sergeants, 1 drummer, 4 Corporals and 42 fusiliers.
The Colonnella and Luogotenenza-Colonnella companies had an
Ensign too.

Variations occurred in the course of the war. At the beginning of
1704 the Monferrato and Saluzzo regiments were on two battalions
each of 10 companies. In 1704 the Aosta and Chablais regiments
were entirely destroyed at Ivrea and were never reconstituted. By
the end of 1706 the Savoia regiment had only one battalion and the
Guards only two. In 1708 Savoia regiment was on two battalions
again, each with 10 companies. In 1710 the Crocebianca regiment
was incorporated into the Piemonte regiment, which was thus
increased by a second battalion.

Provincial Regiments

In October 1703. twelve Provincial regiments were raised, but in
December of the same year they were reduced to seven. They were
as follows: Maffei, La Trinita, San Nazar, San Damiano, D Este,
Trivi¢ and Cortanze. In January and June of the following year the
Du Villar and Tarantasia regiments were added to them. At the end
of 1704 Du Villar's regiment was disbanded. At the end of 1705 San
Damiano and Trivié were disbanded and never reformed.
Tarantasia’s regiment was entirely destroyed in 1705 during the
siege of Verrua. In 1706 the Santa Giulia regiment was raised; it was
in existence until the end of 1710.

Foreign Regiments

At the beginning of the war there were only two foreign regiments
in the service of the Duke of Piedmont: the Schulenburg (German)
regiment and the Reding (Swiss) regiment. In the course of the war
other foreign regiments were raised. Their organisation varied and
their names changed according to their commanding officers.

Schulenburg German regiment. Raised on two battalions each of 6
companies of 100 men. It was captured at Ivrea and reformed in
1704. At the end of 1706 it had only one battalion. At the beginning
of 1707 it reformed its second battalion. There was one grenadier
company in each battalion.

Fridt German regiment. Raised on two battalions of 6 companies in
March 1704. Disbanded in October the same year.

D'Aygoin German regiment. Raised in March 1704 with German,
Swiss and French soldiers. Disbanded in November of the same
year.

Reding Swiss regiment (Ghidt’s from 1706), It had three battalions
at the beginning of the war, each with four companies of 150 men.
There were no grenadiers. It was entirely captured at Ivrea in 1704,
but reformed in 1706 on a strength of one battalion by a capitolaro
with Colonel Ghidt.

Desportes regiment. Raised in 1703, one battalion of French
protestants. At the time of its raising it was of 13 companies;
reduced to 12 in 1705.

Du Meyrol regiment. Raised in 1704 from French deserters. One
battalion of 12 companies of 50 men. In 1706 it had a grenadier
company. Disbanded in 1707.

Alt Swiss regiment. Raised in 1704 of Catholic soldiers from
Fribourg. Disbanded in 1705,

La Reyne (or Tscharner) Swiss regiment. Formed in 1704, two
battalions of Bernese soldiers. Disbanded in 1705.

Cavalier regiment. Raised in 1704 from Huguenot refugees from
the Cevennes. It had one battalion of five companies. Disbanded in
1707.

CAVALRY
At the beginning of the war the Piedmontese cavalry consisted of
the Body Guards, two Horse and three Dragoons regiments.

The Horse regiments were Piemonte Reale Cavalleria and
Savoia Cavalleria. The Dragoon regiments were the Dragoni
S.A.R., (called the Blue Dragoons), the Dragoni Génevois, (called
the Green Dragoons) and the Dragoni Piemonte, (called the
Yellow Dragoons).

The Body Guards were of four companies of 60 men. Horse and
Dragoons regiments were at first of 8 companies, each of 60 men.
Each Dragoon regiment had a company of grenadiers. Two
companies formed a squadron,

At the end of 1703 the number of the companies of the Piemonte
Reale Cavalleria, Dragoni S.A.R. and Dragoni Génevois was
increased to ten. Dragoni Piemonte and Savoia Cavalleria had 10
companies respectively at the beginning of 1704 and 1707.

ARTILLERY

At the end of the war the Piedmontese artillery constituted a
battalion of 6 companies of artillerymen, one company of
Engineers and one company of sappers. Each company had a
strength of 40N.C.O.s and men. Field guns were 10pdr. 8pdr. 6pdr
and 4pdr. They were generally manned by six men. Other than
these guns, there were some breech loading guns of 6pdr and 4pdr,
called “guns of new invention”, invented by a German engineer in
the service of Victor Amadeus. These guns did a good job in the
defence of Turin in 1706. It is interesting to note that light breech
loading guns continued to be employed by the Piedmontese Army
until the Austrian Succession War.

1. Infantrvman

2. Infantry officer



UNIFORMS
INFANTRY
Ordnance Regiments
Uniform style was similar to that of the other armies of the period
and in particular to the French. The infantrymen (called fusiliers)
wore a black felt tricorne edged with white skin or lace. The
grenadiers had a brown fur bearskin with the “bag” in the facing
colour. Dress consisted of an unbuttoned coat with lining and cuffs
in distinctive facing colour; it had sixteen buttons along its front.
Unlike France, where the number and disposition of buttons
distinguished regiments from each other, cuffs and pocket flaps
were buttoned with three buttons in all regiments. Under the coat
the vest was worn: it was greyish white or in the facing colour.
Breeches were greyish white or of various colours according to
regiment. Sometimes long white gaiters were worn, particularly by
the grenadiers. Shoes were black with a steel buckle. All leather
was buff with brass or steel metal fittings. Black gibernes with brass
plaques are reported for the Guards.

Armament consisted of a flintlock musket, a bayonet and a short,
straight sabre for the fusiliers or curved one for the grenadiers,
slipped in a leather scabbard with ferrules of yellow metal. The
fusiliers had muskets without straps. The grenadiers had a hatchet
too; and muskets with straps, so that they could carry them across
their backs when throwing grenades or attacking palisades with
their hatchets.

The officers wore the same uniform as their men, but of finer
white cloth. Guards and the Nizza regiment’s officers wore blue and
red coats respectively. Coat, cuffs and buttonholes were laced with
silver or gold braid. The tricornes had white feathers. The
Grenadier officers wore bearskins. As peculiar distinction of their
rank, the Piedmontese officers wore a blue sash with a gold stripe
and gold fringes wrapped around their waists.

Armament was a partisan and a straight sabre in a black
scabbard. The Grenadier officers had muskets with bayonets.

Drummers of all regiments wore red coats with blue cuffs,
waistcoats and stockings and white lace with a blue stripe. The
drums had cases painted red or blue or in the facing colour, with
Savoy's device (white cross on red field and gold frame); rims were
red, cords and piping were white. Drums were suspended from red
belts edged with the usual white and blue lace.

Privates wore their hair long; the officers wore long wigs.

The Ordnance regiments had the following distinctions:

3. Grenadier

Foreign regiments
Also for these regiments information on uniform is very scarce. The
only uniform descriptions actually known are as follows:

— Reding regiment (Ghidt from 1706). Red coat with deep blue
cuffs, breeches and stockings. From 1706, during the siege of Turin,
deep blue coat with red cuffs and white buttons. Possibly this last
uniform was adopted when the regiment became Ghidt. Buttons
were white metal. Lace on tricorne was white.

—Schulenburg regiment. Deep blue coat with white cuffs, deep blue
waistcoat, greyish white breeches and stockings. Buttons were tin.
The grenadiers had a deep brown fur busby with deep blue bag.

Regiment Coat Cuffs and Waistcoat Breeches Stockings  Buttons  Tricorne
linings Lace
Guards Royal blue red Royal blue with red red silver silver
silver lace
Savoia greyish white sky blue sky blue sky blue white tin white
Aosta greyish white red greyish white greyish white white tin white
Monferrato greyish white blue blue blue red fin white
Piemonte greyish white red greyish white greyish white white tin white
Nizza madder red  bright green bright green bright green white brass yellow
Crocebianca  greyish white red greyish white greyish white white tin white
Saluzzo greyish white red greyish white greyish white white tin white
Chablais greyish white greyish white greyish white greyish white white tin white
Fusiliers greyish white red greyish white greyish white white tin white

Provincial Regiments
Information on Provincial regiments’ uniforms for this period is
very scarce, almost non-existent. Coats were grey-white, but the
regimental distinctive colours are unknown with few exceptions.
Tarantasia regiment had red cuffs, white vest, breeches and
stockings; the buttons were tin and tricorne lace white. Trinita
regiment had red cuffs also with white buttons and lace. It had a
grenadier company too. The other regiments probably had similar
facings.

During the siege of Turin eight Militia regiments were raised,
each of one battalion. Their officers wore red coats with yellow
facings, so possibly this was the uniform worn by men too.

— D’Aygoin regiment. Deep blue coat with red cuffs and linings.

- Desportes regiment. Greyish white coat and linings with red cuffs,
waistcoat, breeches and stockings. Buttons were tin. Lace on
tricorne was silver.

—Fridt regiment. Coat was deep blue: cuffs, waistcoat and breeches
are unknown.

— La Reyne (or Tscharner) regiment. Red coat with white cuffs,
linings, waistcoat, breeches and stockings. Buttons were copper.
Lace on tricorne was white.



26

CAVALRY
As a general reference the uniform’s style was similar to the French.
The uniform consisted of a tricorne of black felt edged with white or
yellow lace according to button colour, a buttoned coat of various
colours with cuffs and linings in the distinctive colour and
horizontal pockets, a short vest or waistcoat, which was of buff skin
for the Horse regiments, a pair of breeches of different colours and
high boots or gaiters. The sixteen buttons were disposed in a single
line down the front of the coat with three on the pocket’s flap.
Gloves and belting were buff; ties were white. The saddle cloth was
red with white edge both for Horse and Dragoons.

Body Guard, Horse and Dragoons had the following uniforms:

Body Guard

The coat was red with blue cuffs, vest and breeches; the buttons and
the lace on the cuffs and along the front of the coat were silver. The
tricorne was black with silver lace. The shoulder belt was blue with
silver edges. Armament consisted of a sabre with silver hilt in a
black scabbard with silver ferrule and a carbine hooked to the
shoulder belt. The saddle cloth probably was red with silver edge.

Horse
Cloaks were greyish white,

Armament consisted of a short musket or carbine, carried on the
right side hooked to the shoulder belt, two pistols and a straight
heavy sword with brass hilt in a leather scabbard with brass ferrule.
It was carried on a belt which could be worn on the right shoulder or
around the waist, The giberne was suspended from a strap worn
over the right shoulder. The trumpeters wore red coats with blue
facings, waistcoat and breeches with white and blue lace.

5. Trooper of Horse

Regiment Coat Cuffs and Waistcoat Breeches Buttons Tricorne
Linings Lace
Piemonte greyish crimson buff skin greyish brass vellow
Reale white white
Savoia greyish blue buff skin greyish tin white
white white

Dragoons

Until 1708 coats of different colours were worn. From 1709 they
became red for all three regiments. Though the headgear was the
regular felt tricorne, a “night cap™ hat in the French Dragoons’
fashion was often worn when on service. This was red for Dragoni
Piemonte. (Its colour is unknown for the other two regiments but it
was probably in their facing colour.)

Uniforms of Dragoon regiments

the giberne was attached on the right side.

The grenadier company wore the bearskin, as in the infantry.
The Dragoons had drummers instead of trumpeters.

Officers wore coats either in the same colour as their men or of
their own choice. It isimpossible to give positive information, From
some contemporary pictures they seem to have worn tricornes with
white feathers. coats with laced buttonholes, sleeves and cuffs. The
usual distinctive blue sash with gold stripe and fringes was wrapped
around the waist.

(1701-1708) Regiment Coat Cuffs Waistcoat Breeches Button Tricorne Cloak
colour Lace

Dragoni Royal blue red red russet red tin white Royal blue
S.A.R. with silver lace
Dragoni green red green russet red tin white green
Genovois
Dragoni yellow black white russet red brass yellow red
Piemonte

(1709-1714) Dragoni red deep blue deep blue deep blue tin white red
S.A.R.
Dragoni red green green red tin white red
Genovois
Dragoni red light grey light grey light grey brass vellow red
Piemonte

The Dragoons wore white cords on their right shoulder. Instead of
the boots worn by the Horse, the Dragoons wore high leather
leggings buckled on the outer side and fixed under the soles with a
leather strap.

Armament consisted of a musket which was shorter than that of
the infantry, a pistol, a bayonet and a curved sabre. This last was
carried in a leather scabbard suspended from a waistbelt, to which

Horses were 1.22 metres high for Horse and 1.14 metres for
Dragoons.



6. Dragoon

ARTILLERY
The coat was blue with cuffs, waistcoat and breeches in the same
colour; the cords on the right shoulder were yellow; the buttons
were brass. Tricornes were black with yellow lace. Stockings were
red. White leggings were often worn.

The train drivers wore red coats with blue cuffs, waistcoat and
breeches with white buttons.

Trains and guns were painted with red oil paint. They were
pulled by six horses.

GENERAL OFFICERS
Tricornes had gold lace and white feathers. They generally wore a
blue coat with gold lace on the cuffs and along the front and the
usual blue sash. The saddle cloth was blue or red heavily
embroidered with bold or silver lace.

FLAGS
Infantry
Each infantry regiment had two flags: the Colonnella which was the
same for all regiments and the regimental one, called the
Ordnance. They were squared, possibly about 2.4m by 2.4m with
the staff 3.5m long. There was one Colonnela and one Ordnance
flag for each battalion.

The Colonnelia had a blue field with the black Savoia eagle with
yellow beak and claws and the Savoia shield with the white cross on
red field and gold frame on its centre. The eagle was surmounted by
a red crown with yellow metal (this was for the claim of Savoia
dukes to the Cypriot crown). Flags were edged with white. Staffs
were blue or red with gold point. Cords and tassels were blue and

gold. O

8. Colonnella flag

9. Guard regiment’s Colonnella flag

The Guards regiment’'s Colonella was an exception. The field
was blue, but instead of the eagle there were two yellow lions which
bore a shield with the Ducy of Savoy’s great arms.

Regarding the regimental flags for this period we have very
scarce information. We know all the flags had the Savoy white cross
which divided the field into four quarters. The field was generally
red or, more rarely, royal blue. Quarters could be crossed by flames
which were generally white. On one quarter there was the
regimental device. Many flags had blue or red borders with white
lace, or teeth or flames. Staffs were generally red or blue. Cords
were blue.

The Guard regiment’s Ordnance flag had a red field with white
cross. On each quarter there was the golden ducal cypher. The
Nizza regiment’s flag had a blue field with white cross. On each
quarter there were three crimson flames. The device was a crimson
two-headed eagle on a white field enclosed in a silver oval frame.
Cords and staffs were blue.

0
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12. Piemonte Cavalleria standard
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From a) to e) general pattern flags are described:
a) white cross on redor blue field; b) white cross on red field with
white flames; c) white cross on red field, blue border with white
teeth; d) white cross on blue field with deep blue border; e) white
cross on red field.

11. General pattern infantry flags

| N2
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and Dragoon regiment’s devices

Cavalry Flags
The Horse had squared standard; the Dragoons had cornets with
tails. There was one per squadron.

As for the infantry, there were Colonnella standards and cornets
and Ordnance ones. The former was carried by the first squadron,
the others by the other three squadrons. The Colonnella had a blue
field with gold and silver embroidery on both sides. On the right
there was the shield with the Great Arms of Piedmont and on the
reverse side there was the regiment’s device, both supported by two
gold-yellow lions. The Ordnance flags had the same emboidery and
devices as the Colonnella but on a crimson field. The staffs were
crimson with gilt cords and point. A Piemonte Reale Cavalleria
standard, which probably dates from the period of Victor
Amadeus, is conserved in the Italian Cavalry’'s Museum in
Pinerolo. It has a golden rampant horse with heavy gold
embroidery onthe reverse side. Dragoon regiment’s devices are
shown in figure 11:

1) Dragone di §.A.R.: yellow cross on white field
2) Dragone Génovois: Blud cross on yellow field
3) Dragoni Piemonte: red and white with white and red towers.

Some other infantry Ordnance flags and some Foreign regim-
ents’ flags (La Reine, Reding, Schulenburg and Aigoin) are
described in a booklet recently published by August Kuhn, 8218
Hinterwdossen, Hellenstall 10a (West Germany) with the title:
Heerensrustung des Herzogs Viktor Amadeum II von Savoyen-
Piemont.

Black and white drawings plates on some Piedmontese units are
published by Siegbert Wagner., D 3000 Hannover, Linden
Limmerstrasse 65 DBR, West Germany.

Order of battle of the Piedmontese Army on 7th March 1704
(source: K.u.K. Arckiv Wien).

CAVALRY
Regiments Squadrons  Actual strength in
men and horses
Body Guards 2 258
Piemonte Reale Cavalleria 5 685
Savoia Cavalleria 4 322
Dragoni di S.A.R. 5 574
Dragoni Genovois 5 613
Dragone Piemonte 4 394
Total 25 2846
INFANTRY
Regiments Battalions Actual strength
Guard 3 1651
Savoia 2 1293
Aosta 1 286
Monferrato 2 1179
Piemonte 1 580
Crocebianca 1 303
Saluzzo 2 1079
Fucilieri 1 338
Schulenburg 2 1238
Reding 2 1073
Nizza 1 589
La Trinita 1 508
Trivié 1 600
D’Este i 563
Maffei 1 480
San Nazar 1 344
S. Damiano 1 494
Cortanze 1 600
Duvillar 1 585
Desportes 1 361
Fridt 1 301
Total 28 14345
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Strange Deeds in Deepest Northamptonshire

or
Why all Wargames Conventions are notthe same

by Graham Evans, illustrated by “*Dormouse”

Introduction

“Well what’s he talking about? 'Course they're not the same. I mean
Armageddon’s in Reading. Salufe’s in Londen, and Triples' in
ShefTield. Three completely different places. Anyway, what if all the
trade stands and demonstration games are the same, I like themn that
way. I know what I'm getting when I go. And don’t start on about
competition games. They are not all full of arguments, and if you don’t
like them either don’t watch them or don’t take part. It’s a free country
isn’t it?"

Actually, I wouldn't argue with the above statement. I do enjoy
very much the traditional Wargames Convention. I love looking at
the latest releases, meeting old friends. and marvelling over the work
put into the display games. 1 can’t really say competition games do
much for me, so I have little or nothing to do with them.

However, | usually find that going to conventions is like eating
candyfloss, it’s lovely at the time, but it's over much too quickly, and
doesn’t satisfy the hunger. Conventions last from nine to five, often
they are over two days, both of which are the same, so there is little
point going to both. They are often so packed and noisy that you can’t
find the people you want to talk to, and when you do, you can’t hear
them speak. I inevitably end up with a headache (and that is not from
drinking too much, as I'm the one who has to drive home at the end of
the day). and when I get out I can’t remember where I parked the car,
which is miles from the Convention Hall anyway.

What is really needed is a convention concerned more with the nuts
and bolts of wargaming and less with the cosmetics of what figures you
use, and how you painted them. Preferably in quiet. relaxed
surroundings, with people who know and care about the hobby.
Actually, if you made it residential over a week-end, that would
expand the time available for playing and working on games. And you
could have a convivial drink or two without worrying about driving
home. Or where you parked the car. Sounds like a good idea, doesn’t
it?

No one would organise a convention like that though, would they?

I've got good news for you!

Just such a convention has been running successfully for seven
years now.

Getting down to business

Every year the Convention Of Wargamers (COW to its friends) takes
place at Knuston Hall, a country hall set in the depths of the
Northamptonshire countryside. It starts on a July Friday evening, and
runs on until late Sunday afternoon.

You won't find any trade stands (although some participants will
try to sell you their latest publication — and autograph it for you!), but
vou will find forty to fifty keen wargamers talking about and
developing their hobby. The accent is on practical wargaming in a
variety of sessions where games are developed or demonstrated.
presented or played.

&
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And don’t start on abour comperition games . . .

Most, if not all, games put on or played are ‘working wargames'.
What do I mean by this? Well, most display games put on at
traditional conventions are club efforts. Members of the club
concerned have laboured night and day to develop the game, and
then produce a visual spectacle. I know, I've done it. This is all well
and good, but has little to do with the games played in your own home
or down the local club. Games at COW are games that anyone could
put on in a moderately well organised club. They are strong on ideas
and originality (and where appropriate usually look quite good as
well, although that is not the main idea).

The main aim of COW is the interchange of ideas. It's an
opportunity to meet fellow wargamers and ask them why they used
such-and-such a mechanism, or didn’t do so-and-so, and to pick their
brains whilst they pick yours. You'll find many of the hobby’s great
and good at COW, from both ends of the spectrum (both Phil Barker
and Paddy Griffith are regular attenders). It's a fairly safe bet that
well over half the contributors to this and other wargaming magazines
have turned up at COW at one time or another.

Opening Up

This is all very well and cosy you may be thinking, but it sounds like an
élitist club — T'll be a bit left out, wont [? COW recognises this
problem, and has managed to overcome it with two mechanisms.
Firstly, there are only as many meal places set as attendees, so you will
get to know people over dinner. In fact it is in this relaxed and easy
atmosphere that many new ideas are born and exchanged. Secondly,
and more importantly is what has become known as the “Plenary
Game”. Thisis a very grand name for Friday evening’s game that runs
after dinner, and involves everyone attending — yes, that means
everyvone. all fifty or so of them.

How can you have a two hour game that fully involves fifty people?
So far there have been such games at the last two COWSs, both very
different. The first game was called “Send a Gunboat™ and was
designed by Jim Wallman and Brian Cameron. This was a nineteenth
century colonial scramble game, with teams of players representing
the European countries each with an umpire. Each player had a
distinct role — Head of state. Foreign minister etc, and we were all
thrown in at the deep end to get on with it.

Last year’s game was “The Arms Bazaar”, a brief trip through the
military procurement jungle run by Chris Kemp and Paddy Griffith.
The game portrayed an arms race between two fictional Latin
American countries, named Paprika and Ribena. There were two
state governments, arms salesmen from all the major countries (East,
West and Israel) as well as gentlemen of the press to sew discord and
misinformation. Finally there was also a smattering of umpires.

This game was a triumph, I was part of the Paprikan revolutionary
council (Naval chief of staff to be precise) lead by "El Presidente’
Cordery with that well known subversive Phil Barker as Army Chief
of Staff. We also had a rather dubious head of intelligence, about

The revolutionary committee were in complete agreement
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whom the less said the better. The trading was fast and furious. Who
was it bought parachute battalions as Marines? No sir, not . Well if
you insist, maybe it was. I am not sure who won the sales side of the
game, although I suspect it was the Italians.

Success of the purchase side was decided late at night when the
invasion of the corrupt and tottering dictatorship of Ribena was
played out. I am pleased to say that the revolutionary forces of
Paprika triumphed in a bitter and hard fought struggle, even though
my services had been dispensed with by then (I had gone on to playin
another game). All I can say is that if you are having fifty people
round for the evening, you could all do worse that play ‘Arms
Bazaar'.

Getting stuck in

Once the Plenary Game is over, the Friday evening breaks up into
numerous after dinner games (ADG’s). These are not programmed,
and anyone is welcome fo take along anything that is fast, furious and
lots of fun. The great strength of COW is the concentration of
hard-core wargamers willing to throw themselves into anything with
the sole intention of enjoying themselves. In seven years of going to
COW I can scarce remember a dispute with either an Umpire, when
I've been playing, or with a player if I've been umpiring— and I've run
some half-baked games. What I have got back is lots of constructive
criticism or fair comment.

ADG’s run from about 10 o'clock to the early hours. Subjects have
covered everything from two army, umpired tabletop games, with
something extra to make you think (either in the rules or in the
scenario), to some very silly games, such as my own Napoleonic
fox-hunt. Istill relish Nic Robson's classic game of the Blitz played out
on a Monopoly board. Formats vary, and some people have made a
certain style their own. Each year Tom Price runs a ‘Homefront’
Game. These appear to be simple role-play games, but there is
nothing simple once you get involved. Many fantasy game-masters
could learn from watching the way Tom involves and manipulates his
players. He has done much to save this sort of game from becoming
the exclusive preserve of the D & D set.

Some ADG's have rather odd claims to fame. Last year I played in
an ACW naval game called “Running the Forts™, which had the two
opposing sides about as far apart as you can be without going postal. It
certainly kept the umpire fit. running between the Unionists in the
Main Hall and the Rebels in the Stable block. Odd qualification for an
umpire — must be able to run a four minute mile! This game actually
provided us Unionists with some interesting problems as we dealt
with authentic period maps and limited intelligence (no, not ours!)
during the planning phase. Once we had plucked up courage to go up
the Mississippi to seize New Orleans, we all transferred to the stable
block where the defending Rebels had been planning on the game
table itself.

One regularly occurring event is the late night Committee Game.
The players represent members of a planning committee each with an
individual brief and objectives who try to agree a coherent plan.
These have covered many subjects — Chinese communists plotting to
seize a province in the 1920's (ie. before Mao and the Long March),
the Roman Senate following Caesar’s assassination, Renaissance
Italy trying to come to an agreement to fight the Turks, or a WWII
strategic bombing planning group. Last vear's was a triumph of
atmosphere. It was played in Knuston’s table tennis room. This is
extremely pokey and dusty with a low ceiling, usually a most
unsatisfactory venue. The players were supposed to represent French
officers in a bunker, discussing strategy during an imaginary war with

Gertting stuck into it . . .

the Germans at the end of the nineteenth century. I put my head
round the door to see what was happening, and was greeted by the
sight of the players sitting round a table strewn with wine bottles and
glasses, illuminated by flickering candles in wax encrusted bottles.
The discussion was animated and definitely in the French Style. You
could almost here the guns rumbling in the distance.

Other games [ either saw or heard about this vear included a
Franco-Prussian War skirmish (nice terrain there by Peter Dennis of
Hardcover Designs), a British in the Sudan army level game with
figures, and an Ancient game with some interesting morale rules that
gave leaders influence over and above the “plus one if within 150mm”
that is usual. There were many others, but 'm only human, and can’t
be in two places at once — especially if [ want to run a game, and take
part in a few!

The Main Attraction

Saturday morning starts with a full English breakfast for those who
didn’t overdo it the night before. We then get into the ‘serious’
business of the weekend. Saturday morning and afternoon and
Sunday morning are divided into 1% or 3 hour segments, and there
are five locations for sessions to run simultaneously. These sessions
are put on by people attending the Conference, and vary according to
who is running the session and what they want to do in it. Group sizes
therefore vary from 5-15. The more common types of session are
given below.

Discussion workshops

These are normally exchanges of ideas, and usually are intended to be
beginnings rather than ends. Last year there were sessions on Postal
Wargaming and Mega-Games (ie. very large games lasting a full day
or more and involving over fifty people. There are usually several of
these each year promoted by Wargames Developments). Previous
vears have been privileged to have Phil Barker hold forth on how to
write rules, and John Armatys of MegaDodo publications give solid
advice on how to publish your own.

Design-a-game

The group leader here usually has a clear idea of his subject and what
he is intending to achieve. Participants then ‘brainstorm’ the subject
and produce something that can be played. Last year's big success was
Nic Robson (formerly of Irregular Miniatures) who wanted to
produce a Dublin Easter Rising Game. This was so successful that the
group spilled out of their allotted time to finish the work. This has
since been published in The Nugget, Wargames Development's
journal.

New Games

These are presentations of new rules written by the group leader, who
usually umpires a game for participants to play in. These sessions are
two way affairs, however. The idea is that the players can ask
questions about the rules (a totally different thing to questioning the
rules), and make comments and suggestions. The session usually
starts with the group leader saying what he is trying to do, eg. “This is
an Army Level Game that tries to portray the difficulties of getting
sub-ordinates to do as they are told”. This year we had a Variable
Length Bound Franco-Prussian Game presented by Peter Dennis,
which taught me a lot about both this war, and how to make a VLB
system work. I'll put in a plug here for my French Wars of Religion
game, run on Sunday morning. To me it was all an umpire could ask
for. I had four enthusiastic and interested players who were willing to
try something a little different. There were no complaints and
everyone entered into the spirit of the game. A few people came to
watch, and provided me with valuable feed back (as well as saying
nice things about my paint work). It was also enjovable to watch an
old Napoleonic hand struggle with an unruly block of Landsknechts.
Other sessions covered the Boer War. and Wellington in the
Peninsula in 5mm. but again those are only the ones I saw.

Classic Games with a clever twist

There are a number of games with surprises each year. The age old
problems with refights is how do you do a well known battle like
Waterloo. Everyone knows what happened and what Napoleon did
wrong. One answer might be to call the British French, and the
French Austrians, and call the game a refight of a relatively unknown
battle. only letting the players in on the secret at the end. This vear
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An old Napoleonic hand faced with recalcitrant pike blocks

Jim Roche did a refight of the sinking of Z force by Japanese torpedo
bombers. and completely suckered the British into believing that they
faced a weak foe they could crush with their little fingers (just as
happened historically). He transposed the game to the 1930's and
postulated a bust up between the British and the Italians over
Abyssinia. The Brits were provided with a large floor space, model
ships and a set of Fletcher-Pratt naval rules, without any mention of
planes and torpedo bombers. Whilst they practiced fleet manoeuvres
the ‘ltalians’ hid away in another room with maps and planned their
reconnaissance and tactics. They had a set of rules that included
torpedoes. The British suffered culture-shock when the planes came
in, dropping their cocktail stick torpedoes. I am assured that one
British Player like his historical counterpart was heard to say “But
they don’t have torpedo bombers”™. Whoever said that seeing is
believing? The British performed quite credibly once they realised
what was happening, and with little complaint. I can think of a few
clubs where such a revelation would have led to the Umpire being
lynched.

The Kreigsspiel

COW is lucky to number amongst its regular attendees Bill Leeson,
who publishes reprints of the “von Reisswitz” Kreigsspiel rules and
playing aids. He puts on a full game each year (Red & Blue Teams,
separate maps, umpires — the lot). so that modern players get a chance
to partake of the earliest type of recreational wargame. I give this
session special mention as it is always a pleasure to take part in one of
these games, with an umpire who has a deep knowledge of the
subject. The maps are really nice as well.

Conclusion

As you will probably have picked up COW is run under the auspices
of that much mis-understood group, Wargames Developments. You
do not have to be a member to attend. but priority is given to
members if space is tight.

Obviously, it is impaossible to describe all that happens at a COW
weekend in such a short article. Conference reports and feedback fill
up several editions of The Nugger each year. It is also difficult to
convey the thrill and excitement regular attendees feel as COW
approaches. I have been attending for nearly seven years now, even
when I was a student, and later when I was unemployed, I still scraped
together the cash to go. Other people make long journeys from
Scotland or Europe (although Andy Callan did not make it back from
Australia this vear!).

If you are interested in attending COW, write to the Conference
Secretary for 1988, Peter Merritt at 131 Inchmerry Road, London,
SE6. The cost is expected to be £45.

If you would like more information about Wargames Develop-
ments, then write to its Publicity Officer, Paddy Griffith, 47
Owlsmoor Road, Camberley, Surrey. GU15 4DW.

Binders for Wargames lllustrated (capacity 12 issues)

In a gold-on-green livery (— just like Napoleon's) they’ll allow
your copies to scintillate on your bookshelves.

Post paid prices: UK: £4.50/Europe: £5/Rest of World: £6.

From: STRATAGEM PUBLICATIONS LTD.,
18 Lovers Lane, Newark, Notts. NG24 1HZ, England.
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RESEARCH GROUP

“FROM PIKE TO SHOT

1685 to 1720”
by
Charles Stewart Grant
£9.95 paperback E12.95 hardback
From the Monmouth Rebellion to the War of Spanish
Succession and the 1715 Rebellion. Uniforms and
Organisations, Campaigns and Battles.
Over 100 lllustration and 12 maps
Also by Charles Grant:

Scenarios for Wargames
Programmed \Wargames Scenarios

£6.95 £9.50
£7.95

Postage & Packing

United Kingdom — Plus 10%
Overseas — Plus 15% Surface; 50% Air

For our full lists send an s.a.e. or 2 IRC's to:
Wargames Research Group,
The Keep. Le Marchant Barracks,
London Road, Devizes, Wiitshire, SN10 2ER.
Tel: (0380) 4558

VISA & ACCESS Accepted

It might be felicitous for the well-being of this journal if readers falling prey
to the temptations proferred above and below were to apprise Mr. &
Mrs. Bailey of the provenance of their interest: ‘I saw your ad. in Wargames

KEEP WARGAMING

Paul and Teresa Bailey

e The Keep

% Le Marchant Barracks, London Road,

Devizes, Wiltshire, SN10 2ER, UK
Tel (0380) 4558

= with GAMES INNOVATION

We shall be at the following shows in the near future:
4th/ath Jun

Campaign, Milton Keynes
Woughton Centre

18th Jun Valhalia, Farnborough
Farnborough Community Centre
18th Jun FIASCO, Leeds
Armley Leisure Centre
Sth/10th Jul Midland Militaire, Birmingham
Central Library
Sth/10th Jul Challenger, Bath

King Edward’s School
Attack! Devizes
Corn Exchange

Figures
Miniature Figurines — All 15mm and most 25mm ranges, Ral Partha, GHQ
Heroics & Ros Figures & Roundway Miniatures — all figure ranges
Dixon Miniatures — All 15mm & 25mm ranges (not just Samurai!)
Navwar & Naismith — selected ranges.

Books & Rules

Wargames Research Group; Rafm Publications; Empire Games Press:
MO& Games; Tabletop Games; Newbury Rules; Osprey Men at Arms,
Vanguard; plus selected titles from many other publishers.

Terrain & Model Buildings >
Integral Terrain; K&M Trees; Ahketon (stonecast); Hovels (resin); Mainly
Military (resin); Hardcover Design (card). SLS Scenic Products
For full details of our mail order service send an s.a.e. to the above
address,

23rd/24th Jul

Shop open Tues-Sat (10.00am-6.00pm).
VISA and ACCESS Accepted




THE DEATH RIDE OF THE
BATTLESHIP YAMATO (Part II)

The Mini-Campaign (And how to do it)

by Peter P. H. Heath

The creation of a ‘Mini-Campaign’ based on historical fact is no easy
task. No sooner have you put pen to paper than someone says ‘Ah,
but . . " Those who have gingerly dipped their toes in the icy and
danger fraught waters of the Historical Mini-Campaign will by now
probably be nodding their heads in agreement.

In this article T shall, nonetheless, attempt to create the MC
depicting the events of the last voyage of the Yamato, (see last issue of
WI for the real story!) as well as some interesting ‘what if’ scenarios.
They all work. They have been play tested at my local club (Norwich
Warriors), where sado-masochists abound!

The Campaign. ‘Orchestra and Beginners’

1) Your attention is drawn to Map 1. This is the area map on which
the players will plot their strategic moves. (It is advisable to have
at least one map for each player.)

2) The following is the optimum strategic command breakdown.
(Number of players in other words!)

United States One Umpire
Task Force Commander (CinC)
Naval Air Commander (Carriers
& aircraft)
Surface Fleet Commander
(Battleships.etc)

NOTE: In tactical set-ups everyone can be involved. and indeed,
particularly when large numbers of aircraft are involved, the more
the merrier!

3) Area Map Movement: Things could at this point take on great
mathematical significance, as we attempt to divide 246 by
Wednesday to come up with the answer of 6. However, matters
are simplified by saying that the Japanese and Americans can
move their surface forces one square every two campaign hours
at maximum speed. and the American carrier force(s) half a
square. (Nice and simple so far, eh?)

But why should the US Carrier Fleet be so much slower? The
answer is that though the US ships may or may not have been
quite as fast as the Japanese, their tactical use is weighted as a
game balance, because historically they did not zoom about
during the period covered!

4) The search template (A) should be used by the US Naval Air
Commander to delineate the area of search. Dawn is considered
to break at 06.00, and flying opertions may then begin. By use of
the template it should not be necessary to plot the routes of
aircraft in detail. Each aircraft or group of aircraft may traverse
one square every 30 minutes, but must spend an additional 30
minutes in the square if a detailed search is to be carried out. The
following charts should be consulted to determine the results.
(Thisis a job for the Umpire. Local conditions should be tested in
each square using 1D4.)

Passing Search Chart Use % Dice Detailed Search Chart
Distance from Start Point (Squares) Distance from start point (Squares)
Wi SAe R A L2 i3 4 5
Poor 20000 &5 2 | Poor 0 20 10 4 2
Average 30 20 W0 5 2 Average 50 40 20 10 4
Fair 40 30 200 10 5 Fair 60 50 40 20 10
Good 50 40 30 20 10 Good 70 60 50 40 20

Japanese
Kamikaze Air Commander
Surface Fleet Commander

Add 2% for each aircraft above one involved.

5) It should be noted that carrier-based aircraft detailed to search
have an operational radius of ten squares, but if their operational
radius goes out five squares from their base the following may
happen:

The aircraft will get lost and lose radio contact. In this case the
Umpire rolls 1D6. If the result is a one the aircraft runs out of
fuel. Any other result means that the problem is solved and radio
contact re-established. (Umpire’s attention is drawn to rule 7!)

6) If and when Japanese vessels are located, the following chart
must be referred to in order to determine the search aircraft’s
Teport accuracy.

Report Accuracy (1D6)

No. AIC 1 2 3 4 5 6
1-4 50 50 40 30 20 10
5-10 60 60 50 40 30 20

11-15 8 80 80 60 50 50

16-20 100 100 100 100 100 90
20+ 100 100 100 100 100 100
search
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If the report is inaccurate the Umpire may have fun, but keep it
within the spirit of the game please, and here is a suggestion to
give you some ideas of your own.

Historically, the US search aircraft found a convoy of Japanese
merchant vessels heading towards Japan. What fun the sadistic
Umpire can have with a report like thisif the US player has indeed
registered an inaccurate report throw.

7) Aircraft at this time had radios which could only range out to one
square, so the Umpire must at the start of the game inform the
American players of this, because, if they don’t organise a relay
system for messages, the Pony Express don’t get thru!

8) Having (hopefully) located the Japanese, the US players must
now launch their aircraft. Attempting to launch everything at
once would result in total confusion, not to mention a number of
collisions, so the US Naval Air Commander must decide on an
order of launch, and which Carrier Divisions make up which
attack waves. If we assume 15 minutes as launch time for each
carrier, and nine carriers being able to launch at the same time,
all should be well. However, if nine or more carriers do launch at
the same time, the Umpire throws 1D6 for each. If a six is
thrown, the carrier’s aircraft launch late and get lost, taking no
further part in the campaign.

NOTE: Some may think this rule hard on the US players, but in
fact it is accurate. See last month’s article for details.

9) With the aircraft launched, the paperwork could get a bit messy,
so | suggest that to simplify matters a chart similar to the example
below is used for each carrier.

Carrier Takeoff Local Wave Attack DB TB Notes
CAP  Attack CAP

HORNET 1000 hrs YFoF 2 9F6F  I18SBC 9TBF Attack CAP
(6 cieling (9 cieling) (high) (med) CAPx500Ib

3 medium) bombs each

9 D/IB AP

9 D/B SAP

10) The Japanese fleet, as has already been mentioned, can move a
maximum of one square per two hour strategic turn. They must
start from Tokuyama at 1530 hours on the 7th April. It should be
pointed out to the Japanese players that the only access to the
open sea is via the Bungo Strait, (Due to the draught of Yamato).
The whole course of the fleet should be plotted at the outset, a
copy of which should be given to the Umpire.

The course plotted should reflect the following Historical Order.
*You are to sail from Tokuyama Naval base to Okinawa,
there to inflict as much damage as possible on the
American navy and transports then to beach the Yamaro
where she will provide artillery support for the defenders.
You have fuel enough for a one way journey.’

Imperial Headquarters, Tokyo

11) The Japanese fleet in fact has fuel sufficient to traverse 17 map
squares.

12) US Surface forces must start in any square(s) south of line 5.

13) US aircraft which are ‘bombed up’, ie loaded with munitions,
have a maximum radius of only eight squares, (four there — four
back)

14) Japanese Kamikaze rules.

a) The Japanese Kamikaze Air Commander has the following

aircraft available for operations on the 7th April. Bomb loads for

information only, — if they hit a ship, the results tend to be

academic!
Tokara Islands 10 Zero (1x5001b bomb)
6 Judy ( 1x20001b bomb)
Osumi 12 Zero (1x500lb bomb)
10 Judy (1x20001b bomb)
Tanegashima 8 Zero (1x500Ib bomb)

10 Betty (6x500Ib bombs)

20 Judy (1x20001b bomb)
Kyushu 30 Betty {6x500Ib bombs)

10 Zero (1x500lb bomb)

These aircraft may be launched at any time after dawn (0600) and
have a range of seven squares. As there is mo Japanese
reconnaissance available, each group of aircraft must have their

15)

33

courses plotted, as well as height, remembering that if no target is
sighted, they should be able to return to some Japanese base.
(This includes Okinawa for up to 10 aircraft). Course plots should
be handed to the Umpire.

If a group of Japanese aircraft enter a square containing US
surface vessels, the Passing Search Chart (Rule 4) should be
consulted. If this is successful, there is a chance that other
Japanese aircraft in adjacent squares will receive the report and
act accordingly. Successful transmission of the message is 1,23
on 1D6. (Thrown by the Umpire)

US Radars can pick up aircraft at a maximum range of two

squares, and can vector in local CAP accordingly. (By 1945 radar

had improved to the extent that though numbers of aircraft were
difficult to quantify, the height and distance were relatively easy
to discern.)

Note for umpire: For convenience, every aircraft moves one
square in 30 minutes, so only US CAP that
can legitimately intercept may do so. Refer to
the following chart for location distances.

Aircraft Height Band Radar Range Band (Squares)
Deck
Very Low
Low
Medium
High
Ceiling

T B ) o=t =t

Aircraft may climb two height bands in 30 minutes, and may dive

a maximum of six. (Splash!)

Battles on Table. “The Crescendo’
Having by now got the bulk of the paperwork out of the way, the
second phase of the campaign must now be addressed, namely
the physical conflict on the wargame table, assuming that the two
sides have now found each other!

There are two legitimate alternatives available when

A)

B)

®)

D)

E)

G)
H)
D)

approaching the battles on the table.

i) Follow the standard General Quarters rules system.

ii) Use a system best liked by you.

Whichever you use, the following information should be of some
use.

The size of the action is dependent upon the amount of space
you have available, Two 8’ by 4 tables placed together would
preferably be ideal, but not everyone can conform to ideals!

It is quite possible that large numbers of aircraft will be
required. Hasagawa, the Japanese plastic kit manufacturer
make Japanese and American aircraft in 1/700 scale, which
look very effective, and at about 80p for 32 aircraft, it has to be
good value, but they are difficult to get hold of, so I suggest
counters would do the job just as well.

In the case of the ships, both Navwar and Davco make 1/3000
scale metal models, but once again representative counters can
be used.

The movement rates of both aircraft and ships on table is up to
the rules you use.

Dive bombing attacks must be launched from either Medium,
High or Ceiling.

Torpedo attacks can be launched from either Deck, V. Low or
Low.

Kamikaze attacks can be launched from any height.

Strafing attacks must be launched at Deck.

In the case of attacks on Yamato, the GQ rules do not take into
account the ship’s ability to absorb punishment. Therefore,

only in the case of this ship, add the following columns to the
Torpedo and Bomb damage tables.



Torpedo Damage Table ~ Bomb Damage Table (1000/20001b) This still leaves an impressive number of ships to classify. The said
Yamato Yamato classification is by the GQ system, but if you want different ‘specs’
ot 1 e e you will have to look them up yourself, as space is not available for
2 el me to do it for you.
3 Yol 3 = =1 i
S 4 Yal'z 111 Japanese ( Yamato is sample of layout
5 - 5 V- 1% é_M_ g 4 D
g e M=)g " YAmMuTo BA 32
: . E
NOTE: 1000Ib SAP bombs only register damage on Yamato if FIRE DAMAGE __“f_'f—c'—-——“‘ aa=l(
a 5 or 6 is first thrown on 1D6. CONTROL | CONTROL  RUDDER ,
5001b HE bombs may register no damage on Yamato. 39 o 29 =19 3 i3 =
I) The following charts give the US aircraft munitions capabilities S 4 A | z
and numbers of available munitions. Referring to these charts . 3
will give endless ‘fun’ for the Naval Air Commander, as he tries " & 6

to get the mix right. To further complicate matters for him, the
Umpire should state that torpedoes should be set at deep or
shallow settings before take-off. (Deep for vessels larger than ~ YAHAGI (CL) AA Factor 6 DF3
destroyers, shallow for destroyers. Your rules and/or common :;36 i
] =L
sense should tell you why!) 1AY1(4) * 3 1AY1(8) * 2-(8)=(d) * 1 ()~
13 10 i 3

Aircraft Munitions Capability Chart

F4F N/A YUKIKAZE, ISOKAZE, HAMAKAZE (DD) AA Factor 3 DF2
F6F 2x500lb HE bombs M=5"
F4U 1x2000lb AP bomb 2@ 24 1@H*1(=)
SB2C1 2x1000Ib AP or SAP* bombs 14 10 7 3
TBMEF-1 1x21" torpedo or 1x10001b
bomb and 2x500lb bombs FUYUTSUKI, SUZUTSUKI (DD) AA Factor 6 DF2
M=3.9"
Available Munitions Chart 4@ *34)*2)*1(~)
28x2000lb AP bombs 14 10 7 3
63x1000Ib SAP bombs
128x21" torpedoes ASASHIMO (DD) AA Factor 3 DF2
150x5001b bombs M=5"
4 Ty 2@ 2@ 1 (4*1(=)
* SAP = Semi-Armour Piercing 14 10 7 3

5 . - ” Sample Coastal Freightc_r (AK) AA Factor 1 DF2
K) The following chart lists the aircraft compliments for each US  p=3"

carrier involved in the Mini-Campaign. 1 (Cargo) * 1 (Cargo) * - (Cargo) * - (Cargo)
6 - 3 1
Aircraft Complements
TF 58.1 F4F F6F FAU SB2CITBMF-1 HATSUSHIMO (DD) AA Factor 3 DF2
San Jacinto 1 8 9 M=5*
Bennington 11 g9 g 905 1R 2@*2(6)*1(0)*1(3)
Hornet (12) 16 10 10 14 10 /i 3
Belleaun Wood 8 6
KISUMI (DD) AA Factor 3 DF2
TF 58.3 10 M=5"
Essex (18) 12 15 2@ 24141
Bataan 12 10 9 14 10 7 3
Bunker Hill (18) 12 18
Cabot 10 10 9 American
Hancock 10 11 18
HORNET, ESSEX, BENNINGTON, BUNKER HILL. HANCOCK.,
TF 58.4 14 YORKTOWN, INTREFID (CV's)
Intrepid (6) 13 15
Langley 10 14 9 DF 13
Yorktown (6) 8 8 15 §=5"
M=48A/C
FD33*HD 22 *FD 22 *HD 1A
Note: Numbers in brackets in the chart above indicate aircraft 12 9 6 3

available for CAP above the carriers. (Local CAP) These may =~ AA=Homet 11, Essex 13, Bennington 15, Bunker Hill 15, Hancock 15,
not be used for any other purposes and have a ‘loiter’ time in ~ Yorktown 15, Intrepid 13.

the air of ten map moves. All other aircraft may be used for

attacks on enemy surface vessels. SAN ;ACINTQ BELLEAU WOOD. BATAAN, CABOT. LANGLEY
(CV's

DF 6

L) The more observant readers will by now be thumbing through 0
their copies of Conway’s Fighting Ships 1922-1945 to verify their  y_j7a/C
suspicions that the number of aircraft available is wrong. The Fp_-*HD-*FD-*HD-

reason for this is that I have adopted a 1:2 scale. If you want to 12 g9 6 3

re-adjust, good luck to you! AA=58an Jacinto, 4, Belleau Wood 4, Bataan 4, Cabot 3, Langley 3.
The Listing of the Surface Forces. ‘The Finale’ TENNESSEE, WEST PIRGINIA (BHS)

DF=16

The total number of ships which can, in theory, find themselves on §=5"
the wargame table is staggering. However, for the purposes of this M=14" . 2
particular MC we can discount the transports and small escorts off 364/47 273318229 /1
Okinawa. (After all, if you have read the last article, you will 8 6 4 2

know that they had their dose of excitement on the day before this o cancoee Lyl (rOpimiaie.

MC begins. )
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MINIATURES @

eollector of quality miniatures.

25mm-American
Civil War

% Representing four of the most turbulant years in American History this superbly animated and detailed range of figures
designed by T.A.Dixon (creator of the Samurai) depicts, faithfully, the men who fought this war. The pain, the anger,
the remorse and even the cheerful are all portraved in the faces of these figures. A must for any serious wargamer or

All the ACW figures have a multiple of CAST ON HEAD VARIANTS, providing a wide range of interesting cap & hat
angles on different faces. The variations are mixed, but if you require, a choice of ‘Kepi'or ‘Hat "can be supplied.

MORE TO FOLLOW SOON: — Inc. Zouaves, Sharpshooters, Cavalry, (Mounted & Dismounted) Standards, Drummer ete.,

Officer brandishing sword. Send £1.75 for our fully illustrated Catalogue

|

2 Infantryman, Attack march!

.3 Infantry, Loading rifle.
ACW.4  Infantry, At ready.

5

ACW.8  Infantry, Charging with fixed bayonet.

T PRICES & POSTAL TERMS ACW

ACW. Infantry, Standing firing rifle. : Q s
ACW6  Infantry, Advancing with fixed buyonct.ﬂ B e Please Add !Q'f for orders under £20
ACW.7  Infantry, At ready with fixed bayonet (Blanket roll over shoulder). 5% for orders over £20

ACW.9  Infantry, In shirt sleeves & tattered trousers, charging with fixed bayonet.
ACW.10 Zouave Infantry, Marching with shouldered rifle.

‘f have collected figures for 20 vears and these are the Best I have yet seen. ‘Excellent!”

Infantry- 35p  Officers - 45p

Orders over £50 - POST FREE

D.J. Noyce

DIXON MINIATURES, Studio P, Spring Grove Mills, Linthwaite, Huddersfield,
West Yorkshire, HD7 5QG England. Tel:0484 846162

NEW MEXICO, IDAHO (BBs)
DF=14
5=5"
M=14"
3644 *2733* 1822*9 1A

8 B 4 2
AA= New Mexico 12, [daho 14.

MARYLAND (BA)

DF=17

§=5

M=16"

9925771755822
8 6 g A

AA=13

COLORADO (BB)

DF=16

S=5

M=14"

366/6" 2744 182279 1/1
AA= 15

PORTLAND, MINNEAPOLIS, SAN FRANCISCO, TUSCALOOSA
(CA’s)
DF=3
S=5
M=8"
1022*722*511*3 11
2 9 6t 3
AA=Portland 5, Minneapolis 7. San Francisco 8, Tuscaloosa 8.

BIRMINGHAM, MOBILE, BILOXI (CA’s)

DF=f

§=5"

M=6"

033*722*511 %3V
2" 9 6 3

AA=Birmingham 7. Mobile 7, Biloxi 7.

12 FLETCHER CLASS DESTROYERS (DD's)
- Example
DF=2
M=5"
35)*2()" 20" 1(5)
14 10 ) 3
AA=3
10 ALLEN M. SUMNER CLASS DESTROYERS (DD’s)
- Example
DF=2
M=5"
3(I0)*2(10)*2(5) *1(5)
4 10 7 3
AA=2

You will notice that the US surface forces list includes the ships of
Admiral Deyo’s TF 54. (See last article for details) The presence of
this Task Force will present interesting ‘what if’ scenario potential, as
it is quite possible that if the US aircraft do fail to discover the
Yamato, TF 54 becomes the US players’ ‘bottom line’.

Umpires with sense will not now rush out to their clubs and
immediately say ‘Anybody want a game?', but will sit down and
carefully work out how they wish to approach this campaign. The
more prep work you do. the more you and the players will get out of
it.

One final thing, T would be interested to hear from anyone who plays
this campaign. Any comments would be appreciated and if viable will
be incorporated in future articles. Following the research done on this
and other World War Il Air/Surface actions I am of the opinion that
there is no set of rules which adequately covers the role of air power in
the naval sphere. Therefore, watch out for a new set of rules which
will (hopefully) fill this gap at some time in the not too distant future.
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THE CAVALRY OF IMPERIAL CHINA
300 B.C. to 1500 B.C.

by Chris Peers

The magnificent life-size terracota army of the first Ch'in emperor,
featured on television in connection with the Queen's 1986 visit to
China and recently the subject of an exhibition in London, has
brought one aspect of Chinese military history into the glare of
public interest, but the subject is still a poor relation in the
wargaming world. The image of the Chinese wargames army is still
that of reluctant crossbowmen hiding behind spearmen in a corner
of the table during some stereotyped competition battle, but three
thousand years of history covering half a continent has much more
to offer than that. What I hope to do in this article is to offer a brief
introduction to the development of the main striking arm of
Chinese armies in this period, the cavalry, with a guide to its
changing equipment and to the way in which its tactics may be
reproduced on the wargames table.

The Warring states and the Ch'in dynasty, 300 B.C. to 200 B.C.
History ascribes the introduction of cavalry in China to Wu Ling of
the state of Chao, who around 307 B.C. ordered his troops to adopt
the dress and riding techniques of the nomads of the north, who had
previously used their superior mobility to carry out dangerous raids
into Chao. Within a few years Wu Ling's innovation had proved so
effective that all the independant states had adopted it and the
previous mobile arm, the chariot, began to disappear. The Chinee
horse of the time, however, was a small, stocky beast related to the
modern Mongol pony and not suitable for carrying heavy loads.
This meant that tactics could not progress much beyond the light
cavalry skirmishing of the nomads. The Ch'in pottery figures show
that a few elite troops could wear armour on horseback, but most
would be unarmoured, and it was usual to dismount for close
combat, using a sword and shield. Missile weapons for mounted use
would originally have been restricted to the bow and light javelin,
but by the end of this period the crossbow was coming into fashion
among the cavalry,

Horsemen were most useful for scouting and for the surprise
manoeuvres and ambushes so popular among Chinese generals, as
is illustrated by the story of the battle of the Ching-hsing Pass in 204
B.C. Han Hsin was fighting Chao in one of the battles which led to
the establishment of the Han dynasty, and drew up his army with its
back to a river and with the general’s banners isolated out in front,
protected only by one division of ten thousand men. The Chao
troops were unable to resist this tempting bait and left their
fortifications in the pass to attack the Han, driving them slowly
backwards. At this point, two thousand Han cavalry emerged from
a hidden valley, occupied the deserted defences and set up their
own banners. Seeing the enemy behind them, the Chao soldiers
tried to turn back and panic spread through their ranks. The result
was that they were attacked from two sides and slaughtered.

The Han Dynasty and the "Chinese Dark Ages”, 200 B.C. to 589 A.D,
By 221 B.C. Ch'in had unified the warring states of China, but its
rule was short-lived, and by 200 it had been replaced by the Han
dynasty, which was to preside over four centuries of Chinese
greatness. Tomb finds of the first two of these centuries show that
the appearence of the cavalry changed only slowly at first. The
empire was exhausted by the long wars, and horses were in such
short supply that the first emperor could not find four of the same
colour to draw his chariot. As their power grew, however, the Han
were able to recruit nomad horsemen as auxiliaries and to import
better horses from the west. The result was the realisation of the
cavalryman's full potential.

The cavalry, divided into light and heavy, was the main strength
of the army, and its tactics employed a cunning combination of
shock and firepower. The official history of the dynasty described
the drill for fighting the barbarian Hsiung Nu; mounted men armed
with crossbows shoot at the enemy’s horse-archers as they advance
slowly, relying on the superior range and penetrating power of the
crossbow to drive the barbarians back in disorder, and then they

dismounted and charge with swords and halberds. The crossbow
was by Han times manufactured in huge numbers, individual
arsenals containing hundreds of thousands of the weapons, but it is
not clear how they were adapted for mounted use. The normal
cocking procedure involved standing on the bow while drawing the
string back with both hands, but this is obviously impossible on
horseback, and the cavalry may have beenissued with less powerful
weapons than the infantry, of alternatively have been expected to
dismount to reload.

Eventually the empire’s reliance on this excellent mounted force
proved a recipe for disaster. More and more power fell into the
hands of the noble horse-breeding families of the north, who had
been allowed to maintain their own huge retinues, and after 220
A.D. the Han state fell apart, to be fought over by local warlords.
The years between 220 A.D. and 589 A.D. have been called the
"Chinese Dark Ages" because of the continual civil wars and nomad
invasions, but it was a period of economic and technical progress in
the less affected regions, and for the first time Chinese armies
began to be influenced by the techniques of other cultures. The
stirrup was adopted,and towards the end of this era we see the first
recorded use of horse-armour, Nomad style of armament became
the fashion, and the compound bow, which although less powerful
was easier to manufacture and use on horseback. and gave a higher
rate of fire in skilled hands, replaced the crossbow as a cavalry
weapon. One distinctively Chinese weapon was invented around
this time however, a type of halberd resembling a broad-bladed
sabre on a staff, weighing up to 90 lbs, and wielded two-handed.
This remained popular with the cavalry for many centuries.

The T'ang Dynasty, 618 A.D. to 907 A.D.

In 589 China was reunified by the Sui dynasty, but the cruel
exactions of this regime led to a revolt which by 618 placed in power
a dynasty under which China and its cavalry were to achieve their
greatest glory - the T'ang. Li Yuan and his son, Li Shih-min, led the
half-Chinese, half-Turkish squires from their northern estates to
smash both the Sui and the nomads who were threatening the
borders, and over the next century T'ang power spread through
Central Asia as far as the Caspian Sea. As under the Han, the
agents of this expansion were the cavalry recruited from the
nobility, the infantry being provided by a peasant militia of a very
variable standard of motivation and training. Light cavalry on the
nomad horse-archer model were widely used, often dressed in the
styles of Turkish Central Asia, but the cream of the army was, as
before, the regiments of heavy cavalry.

These men often wore coats of lamellar armour and carried
lances or halberds, and often also the bow. Shields may have been
carried, but paintings and statues still show mounted men without
them. and I doubt that they were ever widely used by Chinese
cavalry, as they interfere with the use of two-handed weapons such
as the bow and halberd. Certainly later Mongolian horsemen,
recognised as the best in the world, did without them. Horse
armour was also in use, but statuettes of armoured horses have only
been found accompanying the burial of emperors and princes, so
they were probably restricted to guard units. The main strength of
the T'ang cavalry, however, was its standard of training. Some
long-service units, usually of nomad mercenaries, garrisoned the
border camps permanently, but most were called up for two
months’ service each year, either for training with the frontier
garrisons or for guard duty in the capital. By now, although archery
was still used, shock tactics appear to have been dominant.

After about 750, a series of disasters affected the empire, and the
role of the regular cavalry declined. Losses in battle against the
Arabs, the Khitans and the state of Nan Chao in the calamitous year
of 751 were followed by the revolt of General An Lushan who led
the north-eastern frontier troops against the emperor, and in 763
came the final blow. Taking advantage of the absence of the
north-western garrisons, which had been withdrawn to fight An



Lushan, the Tibetans launched a massive invasion. They overran
Kansu province and sacked the T'ang capital, Chang-an. They
were eventually bought off, but not before they captured the
imperial stud farms and drove off seven hundred thousand of the
best horses. The T'ang cavalry never recovered from this loss, and
in later years of the dynasty the mounted arm was increasingly
provided by foreign mercenaries. Arabs, Tibetans, Uighurs and
Turks.

The Sung, Yuan and Ming Dynasty, 960 A.D. to 1500 A.D.
After 907 the empire disintegrated again, but in 960 a provincal
military leader, Chao K'uang-yin, succeeded in reimposing unity
under the Sung dynasty. Fearing a repetition of the revolts which
had toppled the T'ang he set out to break the power of the local
magnates by introducing a strongly centralised professional army,
and replacing the old nobility in government posts by civil servants.
This removed the main source of the cavalry of earlier dynasties,
and the atmosphere of anti-militarism. together with the fact that
the Khitan still occupied the main horse-breeding areas, ensured
that the Sung cavalry would never be as numerous as that of the
T'ang. However. in compensation, it was well-equipped, horse-
armour becoming more common as lavish state arsenals took over
responsibility for supplying the troops.

In 1126 the Jurchen tribe from Manchuria, which had been
enlisted by the Chinese against the Khitan. turned against their old
allies, invaded China and occupied the northern part of the
country. Pushed gradually back into the water-logged terrain of the
south by successive waves of nomads, the Sung had less and less use
for cavalry. Although Sung China was economically and culturally
the most advanced state in the world, in military matters it failed to
live up to its early promise. The social status of the army was low,
and reliance on fortifications led to demoralisation of the field
armies. Nevertheless, interesting developments in weaponry took
place in this period, from the spear with a hook below the blade for
pulling opponents off their horses which was introduced around
1170 by General Yueh Fei, to the growing influence of gunpowder.
The fire-lance, basically a Roman Candle on a bamboo pole, witha
spear—point for close combat, was invented in the tenth century and
often used by Sung cavalry. A charge of semi—explosive gunpowder
shot out flames, stones and iron pellets for several minutes when lit,
but range was very short, as we hear of men being killed by
sword-thrusts while using them.

Finally, in 1279, the entire country fell to the Mongols under
Kublai Khan, who established the Yuan dynasty. The Mongols’
own cavalry was world-famous, and together with guard units
recruited from western Asiatic people such as the Kipchaks formed
the mounted arm of the dynasty. The Chinese contribution was
largely restricted to poorly—armed conscript infantry and artillery-
men. In 1368 another rebellion drove out the Mongols and
established the native Ming dynasty under Chu Yuan—chang, a
bandit leader from the south. The new state was organised along
the bureaucratic lines of the Sung, and although at first its power
rivalled that of any previous dynasty, the seeds of imperial China's
irreversible decay had already been sown. The first Ming emperors
were ignorant and brutal men, who terrorised intellectuals into
conformity and began to stifle the inventiveness which had been
behind the country's technical progress until then, and their
reliance on court eunuchs to run the government and the army soon
led to disaster. One of these, a man of no military experience, was
given command of an invasion of Mongolia in 1450 and, ignoring
the advice of the veterans, led the army to the terrible defeat of
Huai Lai in which the Mongols wiped out the best mounted units of
the empire, slaughtered the leading generals and captured the
Emperor Cheng T'ung. The Ming never regained the initiative on
the northern frontier. and reverted to a defensive policy which
allowed little opportunity for cavalry tactics.

Service in the army was no longer socially acceptable for a man of
ability, and the Ming resorted to filling its ranks from military
families for whom service was made compulsory, augmented more
and more by mercenaries. The emphasis was on fortifications,
rockets and firearms, and although many cavalry could still be
raised. their standard of training fell as they waited idly in the
military colonies on the borders. Their style of equipment and
method of fighting were strongly influenced by their Mongol
enemies, although laws would later be passed against wearing
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known for its fantasy games and models. Over the last half-
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become an international leader in the games industry, and
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Fantasy Battle system for fantasy wargames. Now, we're
expanding our Warhammer Design Team, and need the
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working full time in the Nottingham based Design Studio.
The position is salaried, stable and offers good long term
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articles, for the Warhammer Fantasy Battle and related non-
role-playing games.

The ideal applicant has probably been through college, will
be about 25-30 years old, and should preferably have been
involved with writing and designing published material. A fair
working knowledge of the Warhammer system would help,
but this isn't immediately important and certainly not a
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personal details and information about gaming experience and
history. Applicants should be mature and willing to work
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Enfield Chambers, 14-16 Low Pavement, Nottingbam, NGI 7DL.

Mongol costume. As the Ming military machine stagnated,
therefore, the era in which the Chinese cavalry was feared
throughout Asia came to an end. In its day, however, it could
compare with any in the world, and certainly deserves more
attention from the ancient and medieval wargamer than it receives
at the moment. I hope that this article will do something to redress
the balance, and that more of these colourful and effective troops
will be making an appearance on our wargames tables in the future.

Ed. Note: Rather like some of the Chinese dynasties mentioned
above, the WRG dynasty seems riven by the 6th vs. Tth
controversy, just as its temporal sprawl across the centuries was
stretching credibility and cohesion rather thin. (I've sold my
Ramesside Egyptians, kept my Burgundians — the two never met.
Peter Heath's crack to Jim Webster: “Hurry up and finish your
Vietnam War rules, or 8th edition might make them superfluous!”)

So, with the hegemonical tiara perched somewhat precariously
on Phil's worthy pate, here's the chance for all you ‘warlords.” A
plethora of period - specific ancient rules could well spawn some
new ideas and mechanisms which more general sets might draw on
to create a new super—set. The pages of this magazine are offered
for your first (“suck it and see™) edition !



DECISION GAMES

by Roger Underwood

Over the years there have been a good many articles in numerous
magazines extoling the virtues of campaigns. There have also been
many articles singing the praises of playing set scenarios as
opposed to single one-off competition type games, with equal
points lined up on opposite sides of the table. Many of the articles
have been excellent, particularly those by the late Charles Grant
Senior and C.S. Grant.

However, excellent though campaigns may be, they do usually
depend to an enormous extent upon a generous third party
devoting a great deal of energy and time in organising and
umpiring them. Another consideration is that being involved in a
campaign can tie players down for weeks and even months. Not all
players want to be tied in this way, prefering to play against
different opponents and even in different periods each week.

Furthermore, unless the umpire is able to exercise outstanding
control and ingenuity, most if not all of the battles will either be
encounter battles or with one side holding a defensive position. In
truth, the campaign battles will be no different from the standard
competition type game save for the fact that the points totals will
probably be unequal.

Moreover, whilst the players may have manoeuvred at the
grand stategic level, possibly using “KINGMAKER" style map
movements, they are unlikely to have manoeuvred at the tactical
level other than on the wargames table. Consequently, the
chances of a scenario type battle occuring in a campaign are very
limited. Indeed, I would go so far as to say that I have never
witnessed such an event and I would congratulate any umpire who
has managed to engineer a situation in a campaign where one
player accepts losing a vital conflict through being outmanoeuvred
and being smashed by an unexpected flank attack on his army in
column of march.

The reason for this is that generally most wargamers demand to
have more information than they aught, and they feel that they
should be able to manipulate every company and squadron in their
army as if they were personally with it. In all probability, most real
life Generals had only a vague appreciation of how many troops
they themselves had, never mind how many the enemy had or
where they were. The standard wargamer's instruction to the
umpire that “I shall deploy my army off the table because I know
that the enemy is waiting for me on it”, begs the question of “Why
were armies ever ambushed when oft-times they actually “out-
scouted” the ambushers?”

The simple truth is that an important aspect of early warfare was
the lack of maps and information and also the poor standard of
scouting. A good example of the difficulties involved is the
Bosworth campaign of 1485. Not only was Henry Tudor short of
information about King Richard’s forces, he was also short of
information about his own army. During the march from Lichfield
to Tamworth he lost touch with it. That night, August 20th,
stranded and accompanied by a mere twenty men, he considered
giving up and running for it. Had he not had the fortitude to
persevere possibly Bosworth might never have become a part of
English history,

A second example is the 1487 campaign. Hearing that Lambert
Simnel had marched from York to Newark, Henry VII marched
from Kenilworth through Coventry and Leicester, but was
actually unable to “find” Nottingham. He missed it somewhere on
the way and spent the night lodging at a gentleman’s house three
miles south of his intended overnight accommodation.

For an umpire to be able to create ambushes and raids etc. and
to assimilate some of this fog of war the campaign moves would
have to be very detailed and broken down into campaign hours
and days rather than weeks or months. In all probability this
would mean that on most club nights the majority of the players
involved in the campaign would be without a game. This is
obviously unsatisfactory as in reality a campaign is primarily a
device to create interesting war games with a background to them.

I was once involved in a Napoleonic campaign in which it actually
took five weeks before a contact was made and then the battle
only involved two of the half dozen players. Needless to say,
interest soon waned and the campaign ended in disarray.

Now, having written so much about the problems of campaign-
ing it may appear that I am against campaigns. Far from it. [ enjoy
campaigns immensely and I also much prefer playing scenarios to
competition type games. The problems I have raised can be
identified as follows:

1. How can a campaign be played without an umpire.

2. How can a campaign include both grand strategic and tactical
manoeuvring without becoming bogged down?

3. How can the campaign manoeuvring determine a variety of
battle scenarios and battlefields?

4. How can a campaign manage all of the above and still be played
and completed in a single club night with possibly a different
opponent on each occasion?

First of all we must of course define “what is a campaign™? For
me a campaign is a short period of hostilities with two or more
armies manoeuvering in the field. The combination of one or
more campaigns along with activities such as espionage, finance,
fleet and defence building etc., becomes a war rather than a
campaign. [ believe that “Wars™ are best dealt with by using
boardgames and as such are not included in this article, except to
say that I usually use the brilliant “KINGMAKER” for wheeling
and dealing in club medieval campaigns/wars. I then use a system
which is the subject of this article and which I have developed over
the last three years, for when armies close on one another. I also
use the system to generate a club night campaign in its own right
and thus answer all of the above four problems.

The system which is the subject of this article, is what I call my
“DECISION GAMES”. It takes as its central theme the premise
that during any campaign, a commander usually had half a dozen
or so critical decisions to make, and each decision was normally
limited to two or three options. Moreover, on most occasions
there was no such thing as a right or wrong decision. The wisdom
of the decision was dependent upon the opposition’s choice of
action. eg Red commander is informed that Blue is to his front.
He makes a decision to attack immediately. Now, had Blue
attempted to withdraw then Red may well have caught Blue in
column of march and easily destroyed him. Alternatively, Blue
may have decided to hold in a good defensive position and in turn
defeated Red’s hurried attack. In the first instant, Red could be
said to have made a correct BOLD attack. In the second instant he
could be said to have been too hasty.

This then is my theme. At different stages of the campaign, each
player will have a decision to make with a choice of two or three
options. THIS IS A DECISION GAME. Readers familiar with
solo fantasy books such as Warlock of Firetop Mountain will
instantly see the similarity. The crucial difference being that in the
solo advantures, one option is always correct whilst the others are
wrong. In my system each option will have a win result, a lose
result and on occasion an equal result. All dependant upon the
choice of the opponent. A typical format for a DECISION
GAME is shown in Figure 1 where results 1A 2C 3B favour Red,
1B 2A 3C favour Blue and 1C 2B 3A are equal.

Figure 1.
RED ‘A’ ‘B’ e
Anticipate:

BLUE North West East
Move North 1 RED BLUE EQUAL
Move East 2 BLUE EQUAL RED
Move West 3 EQUAL RED BLUE
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As a further explanation of my way of thinking and reasoning I
shall briefly outline a short real life historical campaign.

The campaign is that of 1471 during the Wars of the Roses.
Richard Neville, Earl of Warwick, “The Kingmaker”, had fallen
out with Edward IV and had reinstated Henry VI as King. He
invited Queen Margaret to rejoin the King in London but, before
she landed, Edward had himself landed and defeated Warwick at
St. Albans. Margaret chose to land at Weymouth in Devon where
she had been promised the support of Edmund Beaufort, Duke of
Somerset. She could have landed in the north as did Henry
Bolingbroke in 1399 and Edward IV in 1471. She could have
landed in Wales as did Richard II in 1399 and as Henry Tudor was
to do in 1485. She certainly expected support in Wales from Jasper
Tudor, Earl of Pembroke. She could also of course have landed in
Kent, emulating Warwick himself who landed there in 1460 and
1471. But no, she chose to land in Devon.

Her second decision was to advance to Exeter and wait for west
country support. In this respect she was more fortunate that
Perkin Warbeck, who in 1496 was to fail to gain the hoped for
support. Whilst dallying too long before unsuccesfully storming
Exeter, he was caught cold by the rapid advance of Henry Tudor.
Warbeck’s forces disintegrated without fighting and Warbeck was
captured and eventually executed.

Margaret’s third decision was to march north via Wales, no
doubt hoping to be joined by Jasper Tudor. Her obvious
alternative was to make an immediate march on London. In fact
she made an effort to deceive Edward into thinking that that was
indeed her intention. Unfortunately for her, her decoys and
stratagems failed to deceive him and with a rapid march from
Windsor he arrived at Cirencester before she had left Bath.

Her fourth decision could have been to continue with her
advance and give combat or to have turned back and then east to
march on London. She chose neither of these, instead she swung
west and advanced to Bristol. This obviously surprised Edward
who had deployed his army ready for battle three miles south of
Cirencester. Instead, Margaret entered Bristol which had only
recently pledged loyalty to Edward. There, she gained rest,
supplies and reinforcements.

A fifth decision to mislead Edward into thinking that she was
going to give battle nine miles east of Bristol at Chipping Sodbury,
but to instead make a secret forced march north was almost
successful. Edward actually deployed his army for the second time
during the campaign. This time along Sodbury Hill. She was only
foiled by Edward’s constable of Gloucester, Sir Richard
Beauchamp, refusing (under Edward’s specific orders) to permit
her passage across the Severn.

Her sixth decision, to turn and fight at Tewkesbury was
probably forced upon her due to the fact that her army was
fatigued by all of the forced marches. Both armies in fact marched
almost forty miles during the day prior to the battle. Edward
himself was advised not to give battle, but to rest his weary men
and to await further support. In the event the battle ended in
defeat for Margaret, with her son Edward, Prince of Wales,
Edmund Beaufort and most of her allies being killed or executed.
Had Margaret managed to cross the Severn at Tewkesbury or
even had she marched east along the Avon, who can tell what
effect that would have had upon history. Another battle at
Evesham possibly?

Having given the background of the aims of the system and also
some examples to justify my theories, now let me describe the
actual mechanics of the system.

-
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Mechanics

Before commencing the game, each player should list his army in
order of his choice of selection. The points value should be 1600
WRG or equivalent (according to your choice of rules) excluding
commanders of which there must be four and who are free. Four
are required so that each can command the four “battles” that are
an essential part of the tactical section of the game. The “Battle”
referred to is the medieval term for a grouping of a number of
units under a single sub-general. In this system they are defined as
Vanguard (Van), Centre 1 (C1), Centre 2 (C2), and Rearguard
(RG). The maximum size for any of the battles is thirty percent of
the total points available. Each must have a sub-general except
that C1 must be controlled by the commander in chief.

It is essential that the commanders are placed first in the list
and, if rules such as WRG 7th are used, it is also necessary to
include the total cost of the command element, banner and all.
Only rarely will all 1600 points be used, the average will be about
1000-1300. A typical army list is shown in figure 2.

Figure 2. Example list.
VAN C1 C2 RG TOTAL

1 General + Sub-Generals 0 @ 0 50 ]
6 RB SHK L @ 18=108 +10=118 118 118 118
6 RB SHK L @ 18=108 +10=118 118 236
8§ RCHI2HCT @ 6= 48)

16 RC LHI LB @ 3= 48)+10=106 106 342
8 RCHI2ZHCT @ 6= 48)

16 RC LMI LB @ 3= 48)+10=106 106 448
8 RCHI 2HCT @ 6= 48)

16 RC LMI LB @ 3= 48)+10=106 106 554
8 RCHI2HCT @ 6= 48)

16 RC LMI LB @ 3= 48)+10=106 106 660
6 RBHCL @ 9= 54 +10=64 &4 T24
6 RB HC L @ 9= 54 +10= 64 64 788
8 RCHI2ZHCT @ 6= 48)

16 RC LMI LB @ 3= 48)+10=106 106 894
8 RCHI2HCT @ 6= 48)

16 RC LMI LB @ 3= 48)+10=106 106 1000
6 RB SHK L @ 18=108 +10=118 118 1118
6 RB SHK L @ 18=108 +10=118 118 1236
16 RC LMI LB @ 3= 48 +10= 58 58 1294
16 RC LMI LB @ 3= 48 +10= S8 58 1352
24 IC HI LTS @ 4= 96 +25=121 121 1473
24 IC HI LTS @ 4= 9 +25=121 121 1594

During the tactical stages there are times when it becomes
necessary to define order of march or deployment etc. Only the
“Battles” need to be specified, not units. eg From left to right
flank: Van, Cl, C2, RG.

Each player will take the part of one of the protagonists. They
will each read the relevant opening passage which will specify the
amount of troops that they have at their disposal. This will be
expressed in the following terms: “You have approximately 9,000
men (900 noble points) at your disposal.” The 9000 men bit is just
colour and has no real effect. The noble points is the relevant
information and will be used to determine the actual WRG points
available. This is explained at the end of this section. As the
players move through the initial stages of the campaign, they will
recruit troops. These are expressed as following: “You are joined
by approximately 2,500 men (250 noble points).” Again, this
means that their force is increased by 250 noble points plus or
minus up to 25 points according to chance. When the time comes
to determine the strength of each player’s force, then each will
take units up to the permitted level from their list and in the order
specified. Only whole units are permitted to be used, and
therefore units that fall across the permitted value are discarded.
eg. A player is permitted 1,500 points and his units progressively
total say 1,350 1,450 and 1,550 then the last unit must be forfeited,

To find how many WRG points you are permitted: First agree
upon the maximum points possible for the largest army conducive
with the time available and then apply the following points
formula:

Formula: P = Agreed Highest Total

1.35 x Highest Declared Noble Points

Next: Round P to the nearest whole or half number and then
multiply each army’s actual Noble Points total by the rounded P.
eg. The players arrive at 21G, where the Exile has 215 and the
King 260 Noble Points approx. Both agree on a maximum of 1600
WRG points.

Therefore: P = 1600

1.35 x 260
Exile has 215 — 20 (chance card) = 195x4.5 = 877 WRG points.
King has 260 + 25 (chance card) = 285x4.5 = 1283 WRG points.

= 4.558 say 4.5

It is also necessary to create a pack of “Chance Cards” ranging
from +25 to —25 in multiples of 5. At the beginning and at each
recruitment stage each player takes one “Chance Card” and keeps
the contents secret. This along with the probability of having to
discard a unit, helps to recreate the fog of war.

At each DECISION GAME each player will secretly select his
option and these will then be simultaneously displayed. The
combination of the two selections is the index of the next event to
which they must turn. eg Red calls 3 and Blue calls B, then both
players must turn to event 3B. In the tactical section, both
selections will be numbers. Again the next event will be a
combination of the two numbers. eg Red calls 140 and Blue calls
3. The next event will be 140 + 3 = 143

It only remains now for me to demonstrate a DECISION GAME
CAMPAIGN. On this occasion I have extracted a small section
from my “MEDIEVAL LANDING” module. To quote from its
introduction:

“English history and in particular the medieval period, contains
many examples of short campaigns where pretenders or aspirants to
the crown, made landings with limited foreign support and tenuous
promises of support from nobles with grudges against the ruling
faction. They then proceeded to recruit as quickly as possible while
the monarch in his turn was also gathering his own forces. Usually
the King had more troops at the onset of the campaign and thus the
general tendency was for him to attempt to force a battle and crush
any uprisings as quickly as possible.”

For this demonstration, I have deliberately selected that section
which ties in with the example of a campaign that I used earlier,
namely Queen Margaret’s landing at Weymouth in 1471. In the full
module, Margaret had the option of landing at Kent, Wales or
Devon and I have purposely followed her own choice. After
landing in Weymouth the module set the options of either
advancing on London, marching north or moving to Exeter. Again
I'have deliberately followed the historical path and selected Exeter.
Throughout this scenario Margaret is referred to as “The Exile”
and Edward IV is referred to as “The King”. The two players
involved should read either the section headed “The Exile” or “The
King”, not both.

“THE EXILE”

8E. You march to Exeter where you are well received. You are

joined by the Earl of Devon with approximately 2,000 men

(40 noble points), bringing your total to approximately

10,000 men (200 noble points). The news is that the King is at

Oxford or thereabouts, and is struggling to gain support. You

have the following options:

21. Advance on London, where the Duke of Suffolk has
promised to join you on route with 1,500 men (30 noble
points).

22. March north via Gloucester to Wales where the Earl of
Pembroke has promised to raise 2,500 men (50 noble
points).

You advance on London as planned. As you pass through

Salisbury you are joined by the Duke of Suffolk. However

the Duke has only managed to bring a disappointing 750 men

(15 noble points). This brings your total to approximately

10,750 men (215 noble points). You continue your march,

but as you approach Newbury your scouts inform you that the

King'’s forces are to your front and advancing towards you.

He has approximately 13,000 men (260 noble points).

Goto Tactical Decision Game 0. Newbury.

21G.



21H. You advance on London as planned. When you near London
you are greeted by the Duke of Suffolk who has bettered his
promise and brought approximately 2,250 men (45 noble
points), bringing your total to approximately 12,250 men
(245 noble points). However, London refuses to open the
gates. As you have neither the siege equipment or the time to
besiege the city, you decide to march north. As you approach
Barnet your scouts report that the King is to your front and
advancing towards you with approximately 11,500 men (230
noble points).
Goto Tactical Decision Game 0.

You advance north, crossing the Severn at Gloucester and
arriving at Hereford unhindered. You are joined there by the
Earl of Pembroke who has raised an incredible 3,250 men (65
noble points) to your banner bringing your total to
approximately 13,250 men (265 noble points). After resting
your army you eventually march north. However, as you pass
through Ludlow, your scouts inform you that the King is to
your front and advancing towards you with approximately
10,500 men (210 noble points).
Go to Tactical Decision Game 0.

Barnet
22G.

Ludlow

22H. You march north via Bristol where you are joined by the Earl
of Pembroke with 1,750 men (35 noble points), bringing your
total to approximately 11,750 men (235 noble points). As you
leave Bristol your scouts inform you that the King is to your
front. You slip past him with an early morning march, but
your passage across the Severn is refused at Gloucester.
Instead you race for the ford at Tewkesbury. As you
approach Tewkesbury you are again informed that the King
is to your front and advancing towards you with approx-
imately 12,000 men (240 noble points).
Go to Tactical Decision Game 0. Tewkesbury

“THE KING”

You march into Oxford where you are joined by Lord Rivers
with approximately 1.250 men (25 noble points), bringing
your total to approximately 10,500 men (210 noble points).
When you eventually have news of the Exile it is that he has
marched west to Exeter and has been well received. You now
have the following options:

G. Anticipate the Exile marching on London where the
treacherous Duke of Suffolk is reported to have raised
1,500 men (30 Noble points) for the rebel cause.

H. Anticipate the Exile marching north to Wales where the
Earl of Pembroke is known to have raised 2,500 men (50
noble points) in support of the Exile.

8E.

21G. You march south to Newbury where you are joined by the
Earl of Salisbury with approximately 2,500 men (50 noble
points), bringing your total to approximately 13,000 men
(260 noble points). You swing west and are delighted to hear
that you have anticipated correctly. The Exile is to your front
and marching on a collision course with approximately
10,750 men (215 noble points).

Go to Tactical Decision Game 0. Newbury

21H. You march west as planned, but when you reach Cirencester
you are horrified to hear that you have been outfoxed. The
Exile has marched on London and been joined by many
rebels. You hastily retrace your tracks travelling through
Oxford and St. Albans, where you are joined by the Earl of
Salisbury with approximately 1,000 men (20 noble points),

bringing your total to approximately 11,500 men (230 noble
points). As you pass through Barnet your scouts inform you
that the Exile is advancing towards you with approximately
12,250 men (245 Noble points).

Goto Tactical Decision Game 0. Barnet

22G. You move south to Newbury and wait until eventually you
hear news that the Exile has marched into Wales via
Gloucester. You decide not to wait for any further
reinforcements and race north via Evesham and Worcester.

You still have approximately 10,500 men (210 noble points).
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DENIAN MODELS

1:3000 SCALE MODERN WARSHIPS

Our range of modern warships includes the following:

SCANDINAVIAN

NG Oalosc i OOP SW4 Spicall (per pair) ........ 40p
NO 2 Sleipner....... -...30p SW 5 Stockholm (per pair)....40p
NOS Nordkapp.... -30P  DEq  PederSkram.............. 30p
SW1 Halland....... ... 30p DE2 HNiglsJuel.............ccoee. 30p
SW2 Alvsborg............. v 30D DE 3 Willemoss (per pair)..... 40p
SW 3 Spical (perpair).......... 40p

Orders to:
DENIAN MODELS, 25 SCHOOL STREET,

HEMINGFIELD, BARNSLEY, S. YORKS. S73 OPS

Cheques and money orders payable to: DENIAN MODELS
Postage and pa ini

l.ﬁ'(a'.l?,FF'CJ[agcl.uag of order, minimum
Overseas (AIrMa) ........c...comvirnriinacin 20% of order, minimum £1.

Please send SAE for lists.
U.S.A. & CANADA DISTRIBUTOR

SIMTAC INC. Attawan Rd, Niantic, Ct

7, USA.

ECHELON °F™"

3 BEECH GROVE, REEDLEY, NELSON, LANCS

NEW! 25/30mm ACW!

INFANTRY

ey

ACW
ACW
ACW

MOQUNTED COLONEL

OFF!CER KEP! WITH SWORD

QFFICER KEPI WITH REVOLVER

OFFICER HAT ADW!NCIN.G
DRUMMER BOY KEP!

1
2
3
5 BR
ACW B P'RI\!ATE m:mncmc
ACW 7 PRIVATE ADV HIGH PORTE
ACW B PRIVATE ADV_FIRING KEPI
ACW 9 PRIVATE KNEELIH‘G FIRING I
ACW 10 PRIVATE SHOULDER ARMS

ACW 11 PRIVATE Atmucmci

ACW 12 PRIVATE ADV HIGH PORTE

ACW 13 PRIVATE ADV FIRING

ACW 14 PRIVATE KNEELING FIRING I
ACW 15 PRIVATE SHOULDER ARMS

* 4 DEAD & FALLING FIGURES NOW ALSO
AVAILABLE
gl}p

30/E 1 PACK OF 10 KNAPSACKS
30/E 2 PACK OF 10 ROLLED BLANKETS
e ]

30/H 1 PRANCING HORSE 50p

FULL RANGE TO FOLLOW TO INCLUDE
ALL ARMS EQUIPMENT AND SEVERAL
PORTRAIT FIGURES AND DIORAMAS

ACW.B ACW.3

NEW! . THE DUEL

MID.18th CENTURY PORTRAIT GROUP ON A
SCULPTURED BASE! price £3.95p

25/30mm

POST AND PACKAGE
UK /BFPO 10% min 50p

SURFACE 25% min E1
AIR 50% min E2

Cheques and PO's in Sterling only -
payable to ECHELON DESIGN please

MAIL ORDER ONLY

As you approach Ludlow you are informed that the Exile is
advancing towards you with approximately 13,250 men (265
noble points).

Go to Tactical Decision Game 0. Ludlow

22H. Youmarch west as planned. As you pass through Cirencester
you are joined by the Earl of Worcester with approximately
1,500 men (30 noble points), bringing your total up to
approximately 12,000 men (240 noble points). As you
advance on Bristol you are informed that the Exile has
slipped past you. You know that his passage is blocked at
Gloucester and so the race is on for the ford at Tewkesbury.
As you approach Tewkesbury your scouts inform you that
the Exile is advancing towards you with approximately
11,750 men (235 noble points).
Go to Tactical Decision Game 0. Tewkesbury.

Continues next month



PICTURE
REVIEWS

Six firms® products photographically featured this RAFM Figures (Portage tures in the U.K.) painted by Bill Brewer. Left
month as our frenetic photographer endured Easter to rightit’s (U.K.) codes IN-44, IN-33, & IN-6 from the ‘Flintlock & Feather’
midst a cacophony of clicks. range which covers the French and Indian Wars in 18th. Century North
America. Watch out for the war canoes in a future photo! But don’t wait to
write off for a catalogue & samples! RAFM/Portage have other historical
ranges and what is probably, figure for figure, the best quality fantasy range in
e 4 the world.

Peter Dennis just had to take time off
from illustrating those excellent Field
Books & designing those superb Hard
Cover buildings to paint these terrific
15mm. Irregular Miniatures Arabs &
French Foreign Legion. Budding Beaux
Gestes should ring or write Malton-Hub-
of-the-Universe to organise a razzia of
Rif riff-raff.

ADDRESSES
Connoisseur Figures: 20A Coastal Road, Burniston, Scarborough, N. Yorks.

Irregni;r Miniatures: 4 Park Road, Norton, Malton, N. Yorks. YO179EA (Tel: 0653
697693

Lancashire Games: 8 Ducie Street, Bardsley, Oldham, OL8 2RD

Portage Miniatures: Unit 8, Millgate Museum Workshops, Newark, Notts, NG24
4TS (Tel: 0636 701843)

RAFM Company Inc.: 20 Parkhill Road East, Cambridge, Ontario, Canada, NIR
1Pé6

Lancashire Games are responsible for both the produc-
tion and painting of the very nice Franco-Prussian War
Prussians (above) and Seven Years War Bavarians and
British (left) both in 15mm. Lancs. Games do many
other ranges — watch future editions of this column for
more; but in the meantime, check them out for
yourself!

Connoisseur Figures have moved recently, so note the new
address. Having sold the Wargames Holiday Centre Peter Gilder is
threatening to bring out more figures more quickly. Sudan and
Peninsula seem current favorites at the moment. Figures shown
are obviously from the latter range, but the mules, accompanied
by other humans, would obviously be very much at home in the
Sudan. (If a mule can be very much at home anywhere in fact —
some of them are nearly as cantankerous as some wargamers I
know!)

If you want to view in 3D before purchase, Dave Thomas totes
the Connoisseur Range around the Shows.




OISPuR

Miniatures

=

-—*)HBUH

P.O. Box 8, Heaton,
Newcastle upon Tyne NE6 1ER
Telephone: (091) 265 5800

HOTSPUR MINIATURES now offer
over 180 20mm figures in the 1980s and
Spanish Civil War ranges and over 150
25mm medieval items ¢.1350-1450 a.d.

AS FOR QUALITY . . .

One of our customers said recently,

“This is the first time [ ever had to worry
about painting TEETH on a 20mm figure!”

Send an S.A.E. for our catalogue.
Overseas wargamers contact us in YOUR area at:

New Zealand, Australia and Hong Kong: United States of America:
“Military Miniatures”, “Alliance Miniatures"”,
Parnell Games & Hobbies Cellar, P.0. Box 2347 Des Moines,
Downstairs 211 Parnell Road, Parnell, lowa 50310, U.S.A.

P.0. Box 9550, Auckland, New Zealand.

J
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Hotspur Miniatures are perhaps best known for their 20mm 20th
Century ranges. Rightly so, since they cover several subjects which
no other manufacturer touches. However, they do produce a large
and varied 25mm. Medieval range. (Varied = more variations
than any other range currently on the market.) Figures come in
packs of three different poses, grouped by weapon type.

If you don't want to mail order, Hotspur are easily found at
shows under the prominent yellow banner. (OK, so it’s not as
prominent as the pale blue Irregular Miniatures cumulo-nimbus
Toku-teb-tengri banner, but it's still prominent.) Designer-
Proprietor Dave Allsop is easy to talk to (- not so easy to stop him
talking, but it’s all interesting & informative stuff! —) and the
Hotspur stand has attractive displays.

Skytrex 1/76th Firefight range gives unparalleled excellence for
ultra-modern wargames. Shown left are an M48A3 (FF803, £5.05
unpainted) and a Bradley APC (FF846, same price). These were
painted by Skytrex’s own Steve Cox and have been donated to the
Budge Military Vehicle Collection in Retford. The Budge Collec-
tion is made up principally of real vehicles of World War II and
more recent vintage, some of them now unique. They're having an
Open Day on 21st-22nd May (I know — that’s 2 days!) in West Carr
Road, Retford — just a short walk from Retford B.R. station.
There'll be a small admission charge — proceeds to charity. Retford
bills itself as an ‘historic market town’. Certainly ex-Slingshot
editor Richard Nelson, Games Workshop supremo Bryan Ansell,
and Wargames Illustrated’s Duncan Macfarlane have all lived
there in the past. Historic indeed. A sort of Wargames Mecca,
really. Cut along there, chaps; see the vehicles & pay homage at
the shrines!

ADDRESSES

Hotspur Miniatures, P.O. Box 8, Heaton, Newcastle-upon-Tyne,
NRé6 1ER

Skytrex Ltd. (Mail order) 28 Brook Street, Wymeswold, Lough-
borough, Leics.



CONVENTION SCENE

by Our Man at the Conventions (at the bar)
Keith ‘Genghis’ Benson

Well I said that this column would be controversial and stir up
argument, so this month, feeling liverish (been training for the
conventions), I'm going to pose a question I've never seen aired
openly, but I've certainly heard it muttered about. The question is,
how much profit is made at conventions by the organisers, and what
happens to it? Have you ever seen a balance sheet for a
Convention? The only ones I've ever seen are for those I helped
organise.

Let us putit into perspective and take a hypothetical ‘typical’ one
day convention, not one of the very large ones. The admittance fee
is probably going to be about £1, there will perhaps be eight trade
stands, each being charged around thirty quid. Attendance is
probably of the order of 4 to 5 hundred people, call it 400. That
gives an income of £640. Against that must be set expenses, and this
is difficult to quantify. It is possible to get a venue for nowt, but a
medium sized hall, not in London, say £300 top whack. Then there
is the cost of publicity, for our show say £100, add on postage and
ticket costs etc, and I reckon you are talking about £50. That adds
up to £450 — giving a profit of £190, all of which will disappear into
club funds. Given that the larger and more popular shows also have
higher expenses, (you are expected to lash out on the full page ads)
the income is also higher, both on an individual admittance fee and
on what the trade are charged to attend. And this is the crux of the
whole matter, T am not quibbling with a small profit being made,
ploughed into either financing next year’s show or buying
figures/scenery for the host club, but are clubs becoming too
greedy, and is the sole purpose of holding the Convention to put
money into the Club coffers, and damn the punter and the trade? It
is becoming increasingly common for admittance charges to creep
towards the £2.00 mark, certainly £1.50 is the ‘norm’. Trade stand
prices are a bit more difficult to ascertain, but I have heard
increasing mutterings over the last two years about the costs at
major shows. Incidentally, for anyone (still) reading this and
thinking that what the trade is charged does not affect me,
WRONG., Firstly you will in effect pay, because the trade has to
make a profit, so the increased costs are passed on to the punter.
Secondly the trade may not attend shows where the charges are so
high that they are non profitable, so you have less choice. This, in
turn, could cut attendance as it is not worth going if there are no
decent trade stands there. It is an economic fact of life that
everything is interconnected, so you not only pay an increased
charge, you also pay more for the figures you have gone there to
buy.

I have often wondered why there is so much vicious competition
to stage, note the use of the word stage — not win, the Nationals.
Could it be the profit motive, the Nationals being a ‘nice little
earner’? Certainly the Nationals has changed in recent years. It is
now the norm for a host of organisers/umpires from the organising
club to descend on each Regional, with the travelling/accommoda-
tion costs being paid for. That is all well and good, but is it
necessary? It never used to be. This trend, I realise, is expensive
and could certainly account for the charges of the Nationals, but
what about other large Conventions, where does the profit start,
and where does it go? Is it really right for a few clubs to make large
profits, whether or not they use them for their own members
benefit? Should there not be open publication of the accounts of
ALL conventions, not just the large ones? What do you think?
More importantly, what do the Convention organisers say and
think? It may be that I am being a trifle unfair and expenses are
larger than I reckon. Let me know, and I'll let the readers know. My
personal opinion, for what it’s worth, is that profits like this should
be used for the benefit of the hobby as a whole, rather than
benefitting only the members of one particular club. This of course
poses immediate problems — like how? This leads on to other
related questions, such as how the hobby is adminstered, or rather
not administered.

The trouble is that the hobby has changed, the people who
mutter about the ‘good old days’, when there were only a few

figures available etc, have got it right in some respects. The answer
to what has happened can be expressed in one word — commercial-
ism. The hobby has changed, in many respects for the better, but
this has inevitably gone hand in glove with a growth of
commercialism. It really was inevitable, if the hobby as a whole was
to continue to grow and prosper, one benefit of commercialism is
that it leads to change and experimentation, and this keeps up a
certain stimulation level, without which staleness sets in, followed
by decay and decline. This has resulted in a plethora of major
competitions, there are the Nationals — although here efforts have
been made to put it on a more regular footing, there are the 15mm
Nationals and more recently we have seen the arrival of the Osprey
World Team Championships. There are National competitions in
other countries as well, but all these events are run as one offs, they
are all separate with no co-ordination or even compatibility
between any of them. Surely this is wrong, no disrespect to the
Osprey event which is well organised and held in an excellent
venue, but how can it be seriously considered as a WORLD team
championship, when most of the entrants are U.K. wargamers? If
youssit down and think about the whole topic coolly, calmly and put
personal and club prejudice aside, the inescapable conclusion, it
seems to me, is that we need to get the act together with regard to
the single facet of competition wargaming where the competition
has pretensions to be a national or international event. This,
regrettably, means a degree of liaison and central co-ordination
and control. I say regrettably because most wargamers are highly
individualistic and bitterly resent anything that smacks of arbitrary
central control. Yet this is the only real way to get a degree of
professionalism into this aspect of conventions.

Finance is the real key, and this brings us back to the profits, or
possibly non profits, at present being made from these major
events. Should not some of this money be used to finance some sort
of control and organisation of the major events? At the very least it
would help prevent the increasingly frequent clashes of major
events.

L hope this has provided food for thought. Let me know what you
think about this. And, a special plea to the organisers, why not let
people know the actual expenses and profits made on these events?
Perhaps they do not make these rumoured huge profits, but unless
information is available, no-one knows for sure —and people aways
mutter.

Turning now to a forthcoming event, I would like to have a look
this month at one of my favourite conventions, despite the fact it
doesn’t have an extension. It is one of the friendliest shows going,
and is definitely fun. I refer to FIASCO, run by the Leeds
wargames club, and this year shifting venue again to larger
premises. This show is being held in the Armley Leisure Centre, in
(surprise, surprise) Armley, just a little way out of the city centre.
Maps showing the precise location are available, send an SAE to
John Smith, 27 Armley Grange Mount, Leeds, 1.§12 3QB. This
new large venue will comprise of two large halls and four squash
courts (not also being used for squash, I hope), and I am reliably
informed the show will be bigger and better than ever. Another
first, the show will feature the first major Northern Play by Mail
show, this is something new to me, and promises to be interesting.
It will include display and participation games and the appropriate
trade.

The competition format has also changed, it promises to be even
more fun and entails the competitors not having to provide
anything, no figures, rules or even dice. It will consist of three large
multiplayer games. The games will be; a mediaeval or renaissance
hack, an A.C.W. river action (full ahead both and damn the
torpedoes) and a WWII dogfight. Each team will have one player in
each period, and the Leeds Club will provide two umpires and a
question answerer, as well as superb terrain and full information
boards. The rules, the result of extensive play testing, will be
simple, fun and fast. Obviously a conventional scoring system
would not work, so points will be awarded by the umpire for skill,



valour, daring, cowardice, skulduggery and drinking. It should also
eliminate any possibility of gamesmanship or taking things too
seriously.

There is a possibility of a series of informal seminars/discussions
being held in some of the side rooms, featuring the trade and
manufacturers, but this has not been confirmed yet. The usual
facilities, i.e. a bar and food will be available. No details of
admission charges or car parking, but there is a regular bus service
from the city centre to Armley, and Leeds is well served by rail and
road links. This is a friendly convention, well worth a visit, and
Leeds is a good shopping centre, so you can give the wife/girlfriend
aday out as well. I do hope I can join in on the river, I love messing
about in boats. I'll see you there. Full details re trade/competition
and the Leeds Club, send an SAE to John Smith at the previously
mentioned address,

Finally, and at last a show report, The Triples, held at the
Octagon Centre, Sheffield on Saturday 19th and Sunday 20th
March. This, believe it or not, was the eighth Triples, and I always
count it as the opening of the season. It is one of the major national
shows. I must apologise for the incomplete nature of this report, the
car was broken into later and some of the notes were lost/destroyed
— more serious was the loss of the USMC — be warned, don't leave
figures in the car.

The basic format followed the old pattern, a team wargames
competition, lots of demo/participation games and all the trade
stands you could desire. This year the organisers had changed, after
seven seasons Roy Gunson had had enough, and I'm sure everyone
will join in thanking him for his previous efforts. The handover has
been very smooth, but inevitably there were a few minor hiccups.
These were mainly on the administrative side — mislaid addresses
etc. The only major one, unfortunately reflected in the attendance
figures, was a degree of oversight on advertising, this resulted in
only one ad appearing, and that was not really adequate. However
the Sheffield Club, as usual, rose above such matters and the show
was a success. Attendance figures, along with all the competition
results have been lost, but it was only about 10% down, which given
the unseasonably good weather was better than might have been
expected.

The Octagon as a venue suffers two drawbacks, it is an extended
venue and can be a bit confusing, despite the excellent maps in the
free programme. [ feel that this could be overcome if greater use
was made of signs — preferably better produced than handwritten
ones. The other drawback is potentially more serious — in terms of
lost revenue. The lower floors of the venue have numerous
entrances and exits, it is not feasible to man them all, and people do
come in that way, thus avoiding payment. These minor points
apart, the venue is excellent, all the facilities are there: it is close to
the station and city centre, on main bus routes, car parking is
adequate, the food is good and reasonably priced and the bar had
an extension — it also sold good ale.

Turning to the competition, The Skytrex Team Trophy,
featuring teams fighting in Ancient, Napoleonic and Modern
periods. The actual scoring system is complex, I've never
understood it even when fighting, but this doesn’t put people off.
Thirty teams entered, some greedy clubs (Southern) entering four
teams! As a result of the large entry a three division set up was used
this year. Congratulations to all entrants, everyone (even the
losers) enjoyed it. The terrain was the best I've seen in a
competition, functional, robust and convincing. I did not see an
unpainted figure on any of the tables, nor was there any apparent
gamesmanship. Such was the lack of this that the Triples umpire,
Dave Ransom, as impressive and immoveable as ever, confessed to
being bored — but don’t take that as a challenge. The only drawback
to the appearance of the competition tables was the ever prevalent
litter disease, a pity this, it does detract from the overall
appearance. Access for the viewing public was also somewhat
restricted, but to allow more space would inevitably reduce the
number of tables available. Find a bigger venue is the answer.
There was a wide variety of armies in use, not too many
unrepresentative figures, and all in all this was a very good advert
for the competition side of the hobby.

Turning to the trade stands. it is not possible to mention all those
in attendance, suffice it to say that all major ones, and a lot of
smaller ones were there, you could get just about everything you
wanted, and judging from the trade response it was a good

45

weekend's sale. Some traders were located on the lower floor on
Saturday, this has happened before and some dissatisfaction has
been expressed with the location due to the remoteness and bad
lighting. Much the same applied this year, but all the stands were
relocated, bar one, on the Sunday, as space became available.
Advance information indicates that next year no trade stands will
be banished to this outer darkness, there is no doubt that it does
affect the takings! As usual, there were masses of participation and
demonstration games, and it would take an entire issue to
adequately review them all, so I shall concentrate on my personal
favourites. First of all there was the massive demo game put on by
Selly Oak, Napoleonic in 25mm using hundreds of figures, a rare
sight these days. As always with this group, presentation and
information was superb, handouts and people actually prowling,
eager to pounce and explain all to the onlooker. That is what a
demo game should be. It was therefore a pity that more people did
not appreciate this game, it was somewhat tucked away at the very
end of the hall — a case of out of sight, out of mind for many of the
visitors.

Next, to my mind the most visually impressive game on display,
The siege of Vilehausen (a pun?) put on by the Newark Irregulars, a
siege of the War of Austrian Succession, and the terrain, especially
the fortress, was absolutely stunning, all scratchbuilt — including
some of the fortress artillery, and a tribute to the modeller’s art.
The display was not let down by the figures either, hundreds of well
painted infantry lined the defences and waited in the trenches. The
whole affair was visually stunning. There was a fair abundance of
people willing to explain what was going on, and unwary passers-by
were likely to be conscripted for mining duties. This was the virtual
centrepiece of the main hall, and quite rightly, it proved that sieges
are not boring. If there was a fault, it was in the lack of a handout,
but with people ready to talk this was not too serious. I do hope this
display is going to become one of the ‘regular’ demo games on the
circuit, it is well worth close study.

The Doncaster Fanatics, under the amiable guidance of Terry
Wise, put on a refight of Asculum (279BC) on the Sunday, Pyrrhus
versus the dastardly Romans. As usual with the Fanatics, a model
demonstration game, neat functional terrain, accurate figures well
painted, and always someone available to explain and inform. The
actual result, obtained using Athena Ancient Rules, followed
history — a pyrrhic victory. Only one omission — the only time
anti-elephant wagons were used, and they got lost before they
could be seen on the table. The Fanatics are to be congratulated for
a very professional display.

John Bright's Regiment put on a neat and effective game set at
the Siege of Tangier, an unusual choice, but one that was well
presented and constructed.

The remainder of the demo games were also all good, although
some suffered from the litter disease, even more suffered from
no-one to explain and a lack of instant information about the game.
I'am talking of such essentials as what the game is and who is putting
it on. I also noticed a few tables with games on them, but totally
unattended. Apart from looking bad, this is also an open invitation
to the dishonest few to indulge in pilfering.

There were a wide variety of participation games, all very good
and popular. Aerial warfare appears to be making a comeback,
both the Leeds club with a Battle of Britain game and the
Humberside club witha WWI game were available to those wishing
to pain their wings. They were all, without exception, well
presented, but special mention must be made of the South London
Warlords Power armour game — not everyone’s cup of tea, but the
sheer enthusiasm of the presentation and the visual attraction must
have made a few converts, and these people will probably try other,
more conventional, periods.

Viewing the demonstration and participation games as a whole, I
felt they were probably one of the best representative selections
I've seen at the show, they showed the whole gamut of the hobby,
none of them could be described as bad, a lot were good, and all
were presentable.

It was the little irritating things that detracted, litter, lack of
identification of game or people running it, lack of easy
information. Without doubt the overall standard has improved
over the years, I trust it will continue to do so in the future,

That’s it for this month, I'm off to Salute, full report and
comment next month.



Middle East Houses at 1/300th Scale

by Ian Weekley of Battlements

A challenge is a challenge I suppose .

Having had a little trouble with my optics recently, I found the
prospect of making some buildings at 1/300th scale a daunting one!
15mm upwards is fine, no problem. However, I was asked to make
buildings for a Palestinian/Arab/Israeli scenario. Now, typical
Middle East houses of the ordinary run-of-the-mill kind do tend to
resemble small boxes. The roofing is simple enough; flat for the
most part, inside very low parapet walling, with possibly the odd
water tank to enliven the skyline.

So, with no tiling work to strain the eyes, I decided to have a go at
this one. My customer also wanted a number of 2 foot square by 2
inch high terrain boards showing a desert landscape - not too sandy.
These I ordered from Games Innovation (Integral Terrain) which is
excellent basic material. I modified these sections, introducing
more green here and there where some rustic agriculture could be
taking place, and darkening some of the sand colour where a
“wadi” might have a water course underground. I nearly came
unstuck once (or rather, very much stuck) when driving across a
stretch of desert in Saudi Arabia - dark sand areas indicate the
presence of water, quick sands, etc! I drove very fast to get out of
trouble on that occasion.

But back to the village houses...

WARRIOR MINIATURES
14 Tiverton Av., Glasgow G32 9NX Scotland.

Send a stamped addressed envelope plus a first class stamp
for full cat. & price list. Overseas postage is extra, 5o please
write first for order details to save timel Tel:041-778-3426.

AS AN AID TO 15mm WARGAMERS WE OFFER “GET YOU
STARTED” ARMIES FOR ONLY £9.95 + £1.30 POST.

BRITISHNAPOLEONIC......
FRENCHNAPOLEONIC..
ROMAN EMPIRE 1stC. Al
ENGLISH CIVIL WAR Royal
ENGLISH CIVIL WAR Parliamentarian...

AMERICAN CIVIL WAR Union .. 136 pieces
AMERICAN CIVIL WAR Confederate.. 136 pieces
18th CENTURY ... e 142 pibces

25mm NﬂPOLEDNI\C AHMIES ONL'!' £13 95 + £2.50 p&p
FRENCH, BRITISH, AUSTRIAN, RUSSIAN, PRUSSIAN, SPANISH
Visa GREAT VALUE—— Access
SEND FOR FULL CATALOGUE.  MAIL ORDER ONLY.

Construction

I was asked to make nine houses and a mosque, and the customer
sent me tanks (AFVs of various kinds) and some figures - these
helped me establish the correct scale. My colleague Robin Peck
(who does a lot of useful modelling jobs for me) made some palm
trees and more general bushes, scrub etc. which I could fix to the
small plywood bases, adding interest to the houses. Each small
building was made from a core of solid wood sawn to the length
required. As can be seen, three different sized houses were made,
the largest being ‘L’ shaped. Ply at about 1/16 inch was then glued to
form the wall on each side, standing up at an extra 1/16 inch to give
the appearance of the parapet walling.

Before this a small steel tool was ground to cut out the window
shapes, and another made for the doors. A sharp thump with a
heavy hammer and you cut through the very thin ply cleanly. (An
old screwdriver is an ideal tool with which to make such a ‘punch’).

Some Y4 inch strip wood was cut to produce some tiny water tanks
which were glued on to some of the flat roof tops. (At this point I
stopped for coffee and an eye massage!) The houses were then
glued to pieces of plywood and painted white. Groundwork was
added later, and wet paint dusted with fine scatter material. The
mosque was slightly more elaborate, with a piece of wood the
thickness of a pencil serving as the minaret tower, and a wood bead
added for the dome on top. Some raised roofing also added
interest, and apart from the blue dome the building was painted
white with the roofing a green/grey. The village would have been
rather dull without the mosque, which gives some height and a
different shape in the little village.

Measurements (excluding bases) in inches
Small house 1 x ¥4 x 12 ;

Medium size house 1% x ¥ x 14

‘L’ shape house 1% x 1% x 12

Mosque 2 x 1 x 2 (top of minaret)

Models photographed by the author.

Terrain by Games Innovation (Integral Terrain) adapted by the
author.
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‘COUNTRY BOYS’ Frank & Martin

Proudly present Their Group of Companies

Total Systems Scenic, with Mini-Matrix and Hexarain: covering more and more of
the world’s tabletops.

Gallia U.K.: building up a range of resin buildings of international repute.

Armory Paints: uniforming and equipping more and more of the world’s
miniature armies.

Military Miniatures: supplying ready-painted & based units & armies to model
generals around the globe.

For specific listings of our products, scan our ads in earlier issues of Wargames Illustrated
or write or phone for details.

If Shakespeare was alive today, he'd write a sonnet about us!
11 North Street, Wisbech, Cambs. PE13 1INP is HQ for all the above.
0945-581582 is the telephone hot-line.

Access & Visa are welcome.
So are trade enquiries.

‘Shall you compare us to a summer's day?’

BRING BACK THE BELL-SHAPED
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MODERN MICRO INFANTRY
Available from: Main Force Mimatures, 94 Westmoreland Street,
Darlington, Co. Durham, DL3 ONU

A new name in figure manufacturing was brought to my attention at
the Nationals in Sheffield last year. The name is Main Force
Miniatures from Co. Durham. To date they have released the first
four out of a proposed eight. These are:

Figures  Bases  Price
C1 British (Mechanised) 148 52 £3.25
C2 American (Division 86) 96 37 £2.50
C3 Russian (Motor-Rifle) 102 42 £2.70
C4 West German (Panzertcuppen) 72 31 £2.00

The figures are sold in company-sized units and the price depends
upon the number of figures in the unit. The Russians work out at
2.6p per figure and the West Germans at 2.7p per figure. Unlike
some 1/300) scale figures they are not in strips or loose single figures
but are mounted on bases to match the CHALLENGER Micro
Modern Rules, although in fact they seem to be slightly larger — but
nothing a quick file or scrape with a modelling knife would not cure,

Depending on what the group is supposed to represent there are
between 1 and 4 figures per base. Most of the figures are in the
prone position, which in a way is not a bad thing — no more figures
broken off at the ankles! Command groups tend to be either
kneeling or a mixture of kneeling and prone figures. The only
standing figures are those such as the chap firing Redeye or the
Russian SA7. The figures themselves seem to be a bit on the large
size for 1/300 and some of them look like dead frogs but others are
well animated for their size such as one of the West German rifle
group figures who has rolled onto his side and is reaching into his
hip pouch for more ammo. (Let’s hope not in vain.) The British also
have a nice Milan group, while the Russians have a good PK1mg
group.

One thing that I was not too happy about was that the standing
figures already mentioned are joined to the base by a sprue from
which you have to detach the figure before sticking it into the two
holes provided in the base. Sounds simple, but for the flash around
both the figure and the sprue.

One very good idea is that on the back of the packet there is
printed the contents of the pack. None of the packs were short of
the stated figures and indeed, the Russian pack contained an extra 5
groups of figures. (Damn sneaky these Ruskies.)

The bases are very lightly textured, which will save a lot of time
when it comes to setting up and painting.

To sum up: a little dearer than others, but already based. Could
do with a few more standing or kneeling groups because the
command group sticks out like a sore thumb. A little more detailing
would be appreciated for better national identification. Reason-
able selection of units within the companies. If time is of the essence
— get buying.

RB

HALLMARK 15mm MARLBURIAN GUNS AND CREW
Available from: Warlords Models, 27 Faversham Crescent,
York, YO3 7HQ

Hallmark figures have produced guns and gunners which fit in well
with Dixon’s “Age of Marlborough™ range of figures.

Amongst the guns, a 12/18 pounder and a six pounder, are
kxcellent models, with trunnions just the right length to fit the
carriage (easily painted to represent capsquares), wheels with
linchpins, and bores to the barrels, particularly of the six pounder,
that are sufficiently narrow. The only problem with the castings is
the breeches of both guns appear to be out of square, however this
is not noticeable when the models are assembled. The castings

needed very little cleaning, and the parts fitted together very well.

The crew figures include an officer wearing cavalry style boots, a
gunner carrying a shot, a gunner with a sponge and a man with a
bucket. All the figures are wearing full coats and tricorns and can be
painted to depict any of the armies involved in the European wars
of the early eighteenth century. The castings needed virtually no
cleaning and appeared to be reasonably well detailed, although a
basic paint job followed by a wash brought out detail that had not
been visible on the bare metal figures, producing a very acceptable
crew for any of the guns.

The 12/18 pounder retails at 60p without gunners, whilst the six
pounder is 80p including four crew figures. Other guns available in
the range include a three pounder and a galloper gun at 30p each.
The crew figures are available separately at 10p each.

A

SCENARIO BOOK TWO FOR CRY HAVOC,
SIEGE AND OUTREMER
Available from: Standard Games & Publications,
Arion House, Station Road, Kings Langley,
Herts, WD4 SLF

This is a booklet of 29 scenarios, of most value to those having all
three of the games listed above. It would be of use to those
possessing only one or two of the games, however, as quite a
number of the scenarios can be adapted for use with more than one
of the games. Some of scenarios are designed for solo play and some
for more than the usual two players.

The plots for the scenarios are varied and interesting. For
example, in “Waiting for Odo”, a solo adventure, a spearman is
ambushed by three villagers he has annoyed. This can also be
played by more than one person.

“Knights in White Satin” has a group of knights of religious
orders being besieged in a village by a force of Moslem troops. This
is a three player game with the third party taking the role of a
relieving force of Christians.

In “The Day They Hanged Big Tom”, one player attempts to use
a group of outlaws to rescue one of their number who is about to be
hanged by the local Lord. This is an interesting and amusing
scenario, with the opportunity for the outlaws to bribe various
people to either aid in the escape or distract the forces of law and
order in various ways.

The booklet is well laid out and easy to understand, and provides
a very useful addition to these games. The scenarios would possibly
also be of value to role-playing gamers, as they would be quite easy
to convert to most systems.

G & AS

FRANCO-PRUSSIAN WAR - PAINTING GUIDE
Available from: Wargames Foundry, 21 Villiers Road,
Woodthorpe, Nottingham, NG5 4FB

Wargames Foundry (who produce some of the finest 25mm figures
currently available) have published a very handy painting guide to
accompany their 1870 Franco-Prussian range.

The main part of the guide is two A4 sheets of high-quality paper
showing in full colour the main types of the French and Prussian
armies, and including details of drums, saddle cloths and packs.
These sheets are well drawn and beautifully coloured. In addition a
black and white sheet gives details of the facing colours of the
Prussian cavalry and Bavarian infantry and lists the shoulder board
colours of Prussia’s line infantry. Two further pages, with line
drawings and uniform notes on the Wiirttemburg and Saxon
armies, complete the package.

The only adverse comment that can be made about the guide is
the occasionally erratic spelling.

The painting guide is available from the address above at £2.95
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ATHINA BOOKS

INTERNATIONAL MILITARY BOOKS

IMPERIAL CRESCENT, TOWN , DONCASTER
SOUTH YORKSHIRE DN2 5BU ENGLAND
Telephone 0302 22913
ANCIENT 19t CENTURY
FIOMAN SPAIN 21BEC-{mia St cantury AD Keay £15

PRIy SOAMTn pROVINoDS
LIBYA & EGYPT IN 151 MILLENMIUM BC ca 1300-T508C. Leahy. 22400 2250
SUN TZWr's ART OF WAR 1280p (e THE ZULL WAR
THE SEA PEQPLES: wamors of Ancient Medterranean. Sandars, pos £225
THE MIGHT THAT WAS ASSYRIA Emowe & downdnd. Sages 352popbk £10.85
THE MAKING OF THE ROMAN ARMY Rapubli: io Empire. Keppia. pbi 1095 WVICTORIAS COLONIAL WARS.

in 4 volumes. Bound at £17.95 per volume. paperpack @ £9.95 per voume

THE FORTRESS N THE AGE OF VAUBAN A FREDERICK THE GREAT
1660-1783 Jidpp £12
MILITARY EXFERIENCE [N THE AGE OF REASDN. Dufty 3200 £1985
THE COWARD OF MINDEN: Sackwie's dsobedience ot Minden 8 AWi2  £10
PETER THE GREAT biograptly. Troyat 3840p £1595
AIR WAR HANOL Dorr_ 1

MACHINE. Maymarfwaste 20po Sop of colour 1995
WATEALOO, THE HUNDRED DAYS. Chandier. 224p Riaprnt E148%
THE FRENCH CAMPAIGN IN PORTUGAL 1810-11 by Massena's ADC

THE EAGLE I SPLENDOUR. Napoleon & fes court. Mansel 230pp
THE FRENCH ARMY 1758-1815, Natriger. mmpm1mn* 585

NAVAL & AVIATION

THE RUSSIAN CAMPAIGN 1812 Ferensac Trotman Monograpny No 13

phi  £1250
PENINSULAR PREPARATION, Giover. Uinigue of recmansaton of
Brtish Ammy

=0y
for Mapoktonic Wirs. J14gp E26

MILITARY BOOKS FOR THE WARGAMER
FROM BRITAIN'S LARGEST R
SPECIALIST MILITARY BOOKSELLER

b tactes 16791914, £435 1ON TO BRITISH GRENADES 1206-1 1

WLLIAN THE CONGIUEROR macs o spomsal Bites 25508 £1495 hE mem 791914 Whdetcams ik e
FNIGHTS AT TOURNAMENT 4% sarias No 17 pok. £550  WORLD UNIFORNS OF THE SEVEN YEARS WAR a pasrar's guide, i 2 vols m
B e St AE  LETEICENMMAN ket i D gy e T T

i \EHO-OTE L i 7 1 s 17001 %
THE etk po £ of highfy successiul Bock pok £7.95 mmmmnﬁsmummmpmnm 155 ks €995 FEE il o
BARONS, BARDS & BANDITS: Welsh ouaws 1400-1600. Floes. 22400 AWOOD CALLED BOURLON: Bourion 1817, £1295  UNIT
WARRIORS OF ARTHUR & thew 12 preat batles aganst Saxons. Mathews £1455 WORLD WAR ONE IN THEE AlR: collection of air 10 air photas Virtage Warbed No 9 Airterra Orvir 1 €785

phé £495 BLO00 & HONOUR. History of S5 Panzer Dy Hiter Youth 194345 1895

18 & 17 CENTURIES ) TANK WARFARE . Mechoi. Exoefion account of tanks i WWIL 3200 £15 ™ ﬂomnmaamm1m 1980, Oukiey
ARMADA, 15878 Pacfisld 192pp ilus thro'out 1498 THE ROAD TO THE SOMME: Ustar D i WIW1 25600 Bus b 665
FROUDE'S SPANISH STORY OF THE ARMADA. Flowse Repont 288pppok £595  WORLD WAR TWO
ARMY OF FLANDERS & SPANISH ROAD 1567-1059, Parter. Ji0pppbk  £1250  ASSALULT CROSSING: the Aiver Seine, 1944, Foed, 18200 45 fus €835  WARGAMES & MODEL SOLDIERS
MISTORY OF THE GREAT CVIL WAR 1542-1649, Gardner Ropantof classicwork THESE MEN ARE DANGEROUS. Marrscn. Eay cays of SAS 2560p £1295

FOR HONDUS ALOME. Machat Hercic defence of Saumur Cavalry School

THE THIRTY YEARS WAFL Stancard work on sctvect ok 795 in 1540 208003 flus. L1150 ARMOURED WARGAMING, WWW1 1 presert Cuame. 13800 100Bus poi €555
HISTORY OF THE ART OF WAR IN THE 16th CENTURY. Oman. Repint umssnumspmmmsmmau £IE50  HOMOUR A FORTUNE Whishouse Warlam m inda Groat Moghuss to Mty
Bilpe EZT50  HORSASOUADRAON. Momson. 1si independan Saon, Pegl 2a0pp  £1395 w350
. E%%WMIBMmI 1'2%95 muthhnygmhamnmmﬂlnmﬂ
CENTURY TTLEF Siown_ Siege § surrender, 1945 240pp 55 ilus 2} Mapoioonic Pipprir pik 1 £l
FREDERICK THE GREAT a mistary Be. Dufty. 450pp pbi TS5 WICTORY OF A'SORT. Smith Befish in Giraecs 184185 25600 Fi485  ATMENA W AULES. m-mr ‘ 2 card covers
BONNIE PRINCE CHARLIE Macsan. oy [ El485  THE LONG LEFT FLANK. Wilkams 12t . Normandy 1o VE Day  Ancient Peniod (4B08C-ADE1 ) 40p0 Terry Wise, £228
THE SEVENTY FOUR GUN SHIP. Boudriat Dafinve stucy of shp-olihe ine in. - 25ep ilus £1485  Engisn Gl Wars & Thinty Years War 16181681, 360p Temy Wass £185
187 contury, ful of s Vois | & | £39 sach, Vol I £47 uummwmumrmzappsnmm €108

MODERN WARS

TEMMILUON BAYONETS. isoy. irside me Soveet Armies. 12800 90 ilus
ISRAELIELITE UNITS SINCE 1348 Eite sories No 18

THE IRANIAN MILITARY IN WAR 8 AEVOLUTION. Zatwn. Irsnan armed lomes
thasr rolg under Shah & in war aganst rag. 25600 -

320 3 sk
ISRAELI TANK BATTLES Katr 128 B4 llus

CAPTAING OF WAR. Gray Combai careers of WW2 sub capts 2l natons

moﬂrmnngg n-emncweug;ﬁmwun E1455 us

BRITISH INFANTRY [N THE NAPOLEONIC WARS. ALLIED ESCORT CARS WW2. Fooiman, 22400 30 ihus 1908

niwmm;rr&mwmv m&:ﬁn&msﬁm 212 £1735  [NVEBOMBERS INACTION Smen 1snmmhiu Eigos WIS fﬁ:ﬂiﬂm ABOUIT 15t Jaruacy. March, My, . Sest,
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EGQUIPMENT
HANDGUN, Bascheion. An ibus hisiory. 160p 305 ifus, 125 in colour £1295
ARMS & ARMOUR. Byam. 64pp of colour s, predestony 10 1900 contury E635
GREAT GUNS OF BERMUDA. Hams, Guxse 1o Bermuda fors 1612-1945 &0np flus
with plans & pholos. Eimmwudbym;ﬂl
CLANDESTINE WARF: m!mﬁﬁ&(ﬁ?j
495
GUNS OF THE AMERICAN WEST 1 200 Fiosa 400 il pba £6
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{or US-Meocan War oic S8op Terry Wise. £265
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post paid. The company’s list seems apologetic about the price, and
offers an explanation about the high cost of colour printing. This is
unnecessary. since the guide is excellent value for money and very
useful for any wargamer contemplating building an army for the
Franco-Prussian conflict.

Previous purchasers. who may have missed out on the Saxon and
Wiirttemburg sheets, can get copies by sending a stamped
addressed envelope to Wargames Foundry.

JA

UP & COMING FOR THE SPRING OFFENSIVE
FROM ANSCHLUSS PUBLICATIONS!

HELL BY DAYLIGHT: Rules for regular and insurgent warfare in
the 20th Century.

Jim Webster. the Doyen of the shellburst and napalm, has written
this new set of rules for small scale squad/platoon level infantry
action in the 20th Century, with a distinct slant towards regular v,
insurgent actions, but including rules for armour, artillery and
aircraft.

His brief was to come up with realistic, fast and simple rules, and
we think he has done it! So go on, buy some partisans and take on
the Wehrmacht!

Probably out in June

EBB AND FLOW OF BATTLE: Module 1: Napoleonic rules
system for French Empire against the Hapsburgs, 1809.

If you have ever purchased or read one of the Anschluss ‘Great
Battles’ series, and/or have an interest in the Napoleonic period,
you are ready for what follows.

Have you ever felt that the Napoleonic rules you use are basically
silly? Ever thought that vour opponent is using the rules for his own
benefit rather than playing ‘Historically'? We are sure that most of
you will agree that the rules on the market at present are too
general, (how can one thin volume cover the entire Napoleonic
period?) and lead to strange anomalies.

Peter Heath and his team of highly experienced researchers and

playtesters are going to make your day. They have been putting the
finishing touches to the *Ebb and Flow’ rules, a set which we think
will take your breath away. They have produced a genuinely new
concept in wargames rules.

Each Napoleonic Campaign will shortly have its own rules
module, which dovetail into Module 1, the Master Set, and each,
including the 1809 module, will have detailed Historical Army Lists
for the combatants.

A few of the other features of this system are: Tactical and
Theatre movement, Combat Initiative, Pursuit after Battle and No
Dice rolling. (Yes. that's right.) Above all, these rules will mean
that you can handle large numbers of troops, no matter what the
scale. in historical organisations, using correct tactics, and do it
realistically, simply and fast. We could wax lyrical on this
development, but time and space are limited. This is the start of the
NEW WAVE! When it comes. ride with it!

Prob. July/Aug.

1814/02 La ROTHIERE: Napoleonic warfare in France, 1814.

Peter Heath. when asked about this title, stated that of all the books
he has written, this is by far the best to date We haven’t seen the
final result yet. but Peter tells us that it will be 60+ pages, and will
contain all the text, maps. etc. expected, plus detailed historical
Army Lists for both French and Allied forces, which as far as he
knows (and he should), have never before been available in
English. He also keeps going on about how wonderful Vincennes
was, but we think that may be the drink talking!

Prob. July

Subscriptions

For outlying garrisons eager to secure their supply routes, a
twelve month subscription to this magazine may be had
direct from the publishers in Newark for £16.50 UK, £20.00
Europe all-up & world surface, £31 World Airmail.
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Competition Organisation —

THE SWISS CHESS SYSTEM

Explained by Neil Hammond

Introduction

There are now several well known methods of organising wargames
competition — knockout, round robin and Swiss chess system are
examples. These methods can all be used at any level, from club
friendly to major competition. Round robin, where everyone
eventually plays everyone, involves many rounds. It is therefore
more suited to local club competitions. Knockout is well known and
has been used in most major competitions. The Swiss chess system
is becoming better known, but is often over-complicated by
organisers. This article will briefly describe the mechanisms of the
Swiss chess system, and outline some of the systems advantages
over the other methods of organisation.

Has the system been much used before?

The answer is yes — Australia has been using the Swiss chess system
since 1981. All major competitions there now use this system: it is
well-tried, understood and liked. Its use is also creeping into the
UK, but it is interesting to note that figure cost points are still being
used to score, rather than a system of game points.

Why use the Swiss system?
There are a number of advantages of this system:

1. It is simple and straightforward to use.
2. Players play in all rounds.

3. The Swiss chess system ensures that players will very soon get to
play players of a similar standard. A new player is not faced with the
prospect of four rounds of ego shattering routs at the hands of the
most experienced competition players in the land. Similarly, an
experienced player should not get an easy initial three rounds.

4. I have noticed, when playing in competitions that were originally
knockout but are now Swiss, that the atmosphere became much
more friendly and relaxed. People know that even if they lose, they
still make the next round.

5. Guaranteed games also encourage newer players to enter and
gain gaming experience and meet other gamers.

6. I have also observed that players not usually favourable to
“competition gaming” enter competitions. The reason seems to be
a friendlier atmosphere and guaranteed games encourage these
people to enter.

These points have, I believe, gone a long way toward breaking
down a “competition clique” atmosphere that used to exist in
wargaming. This is certainly the case in Australia.

So how does the system work?

The Swiss chess system is essentially a sorting system. Like
knockout, winners will play winners. However, unlike knockout,
losers remain in the draw. Additionally, drawn games are possible.
This puts an end to a style of play where a player manoeuvres to
gain a half dozen point lead, and simply plays to maintain this slim
lead. A draw is usually when someone has less that 10% lead at
game end. Infact, a player can still lose or draw a round, but remain
in the running for a place.

Each player is awarded a score after a game. Scores are: loss = 1
point, draw = 2 points, and win = 3 points. The winner of the
competition is obviously the player who scores the highest after the
final round.

After each round, players are ranked, starting off with high
scores first. To draw the next round, simply pair off players. There
is one all important rule — players never play each other more than
once in a competition. I can illustrate this with an example. Listed
below is an example with six players ranked according to their
scores after a round:

Player Score My comment—outcome of 1st round
Blue 3 Winner vs Yellow

Green 3 Winner vs Brown

Red 2 Draw against Orange

Orange 2

Brown 1

Yellow 1

For the second round, the draw is: Blue plays Green; Red plays
Orange; and Brown plays Yellow. However, Red has already
played Orange. The cardinal rule is players cannot replay each
other during a competition. So we alter the draw to: Blue plays
Red; Green plays Orange; and Brown still plays Yellow.

That is the system. After each round, players know exactly where
they are. Winners will continuously get pared down after each
round until a final winner emerges.

The minimum number of rounds that should be played in a
competition is four. However. five is better, six ideal.

What happens if at the end of the competition there is a tie?

The answer is that you do a count back. Add up the final scores of
all the opponents of the first tied winner. Do the same for the other
tied winner. The higher scoring count back is declared the winner as
he/she is deemed to have played the tougher opponents during that
competition.

Special considerations — First Round

The intial round can be drawn at random. However, in Australia it
has been found that it is effective to rank all the players for the first
round, then split the list into two halves — a bottom half and a top
half. The two halves are then drawn against each other. This has the
effect of confirming the ranking. If a top ranked player wins, he/she
is confirmed in their place but, more important, it ensures that in
the second and subsequent rounds they are playing tough
opponents — no easy ride for experienced players should be
allowed.

If a bottom ranked player wins, it means that we probably got the
ranking wrong. This would be automatically corrected because a
low ranked player is catapulted into a competitive level at an early
stage.

If a player is of an unknown rank, he/she should be middle
ranked.

Conclusion

That is the Swiss Chess system, modified to suit wargaming
requirements. It can be used at any level — local friendly, club
competition, or at aregional, national or international level. Give it

a go!
Mac’s Models
168 Canongate, Royal Mile,
Edinburgh, EH8 8DF
031-557 5551

We cater for the wargamer, military modeller, & roleplayer.

QOur vast ranges nclude Minifigs. Essex. Wargames Foundry,
BAFM. Front Rank. Citadel, Hotspur. & Cromwell
to name but a few
We offer a comprehensive painting service for wargames figures
and an excellent painting and layout design service for scenery and
terrain.
Personal service is our speciality.

Access Mastercaro Eurocand Barclaycan Visa- Amencan Express




3l

ESSEX MINIATURES 25mm READY MADE ARMIES
ONLY £41.95 POST FREE!

Get to grips with the enemy - order any Essex Ready Made 25mm Army today and save over £5. Each army cansists of
approximately 150 pieces (except elephant armies) and wherever possible will conform to WRG listings. We have included
different troop types and poses within the same unit if possible te give variety and realism to your forces.

MEDIEVAL:

51 Anglo Normosn

52 Early Imperialist

S3 Feudal French

54 Early Crusader

S5 Laier Imperialist

SG Scois Common

S7 Anglo Irish

S8 Feudal French

£9 Tewonic Order

S10 Onoman Turk

517 Swiss

512 Knights of S1. John
513 Low Countries

§14 100 Years War

515 Medieval French
S16 Free Company

§17 Early Burgundian
518 Burgundian Ordonnance
515 French Ordonnance
520 Skirmish Group (1wo forces)

ANCIENTS

£21 Indian BOD BC-320 BC
522 Indian 320 BC-220 BC
523 Indian 220 BC-AD 50
524 indian AD 50 Onwards
525 Scythian 700 BC-50 BC

COLONIAL
587 British/Egyptian
S88 Dervish

S$26 Thracian 700 BC-AD 46

527 New Kingoom Egyptian 1580 BC-1085 BC
528 Later Hoplite Greek 450 BC-275 BC

529 Alexandnian Macedonian 355 BC-330 BC
530 Alexandrian Imperial 330 BC-320 BC

531 Asianc Early Successor 320 BC-300 BC

532 Lysimachid 320 BC-2B0 BC

£33 Macedonian Early Successor 320 BC-280 BC
534 Seleucid 320 BC-83 BC

535 Pyrnic 300 BC-275 BC

S36 Later Macedonian 260 BC-148 BC

537 Early Saxon AD 250-AD B85

538 Palmyran AD 260-AD 272

$39 Late Imparial Roman

540 Hunnic AD374-AD 466

541 Lombard AD 451-AD 101b

542 Buigar AD 482-AD 1018

S43 Slav AD 500-AD 1018

S44 AVAR AD 550-AD B26

S45 Welsh AD 580-AD 1420

S46 Khazar AC 586-AD 1083

547 T'ang & Five Dynastias Chinese AU 615-AD 980
548 Arab Conguest AD 620-AD 660

545 Arab Empire AD 660-AD 969

S50 Tibetan AD 620-AD 860

551 Thematic 3yzantine AD 650-AD 863

552 Later Frankish, Braton or Norman AD 700-AD 1072
S53 Viking AD 790-AD 1070

CREDIT CARD HOT LINE
ACCESS — 0268 682309 — VISA
your army will be in the post next day!

Send S.ALE. ror our new Zhmm catalague

554 Varangian and Russ AD B0O-AD 1054
S55 Pre Feudal Scoaish AD BAG-AD 1124
S56 Norse Irish AD B46-AD 1300

557 Anglo Danish /.D B85-AD 1075

S58 Khitan Liao AD 807-AD 1125

558 Nikephonan Byzantine AD 052-AD 1071

RENAISSANCE:

S60 Catholic ‘Crusz der’ or Imperialist
Army of the Hussite Wars

561 Spamish - Late: 16th C. to 1620s

S62 Austrian Habsburg - Mid 16th-
Early 17th C.

S63 Dutch 16th-Early 17th C

564 Dutch First Half of 17th €

565 Spanish 1630.1659

566 English Civil War - Royalist

567 English Civil V/ar - Early Parliamentarian

S68 New Model Army

569 Scols Royalist

$70 Scois Covenanter

571 Polish 1510-1700

S$72 Muscovite 1550-1629

573 Muscovite 1630-1690

574 Cossack

575 Tartar

§76 Persian 16th-17th C

577 Mamaluke

NAPOLEONIC
S85 French
S86 British

ESSEX MINIATURES, Unit 1, Shannon Centre, Shannon Square, Thames Estuary Estate, Canvey Island, Essex SS8 OPE

When replying to adverts please mention Wargames Illustrated.

QUARTERMASTERS STORES

PUBLICATIONS FOR
THE WARGAMER

SEND LARGE SAE
TO RECEIVE A
FREE LISTING OF
RULES - LISTS - GUIDES
ETC.

SHOWS

CATALOGUE
THE LARGEST
MAIL-ORDER CATALOGUE
IN THE UK.
£2.50 UK

£4.00 SURFACE
£6.00 AIRMAIL

(INCLUDES A VOUCHER

ONLY

MAIL ORDER
TERMS
UK / BFPO
BOOKS POST FREE

OTHER - 30p
PER ORDER

OVERSEAS
10% SURFACE

FOR £1.25 CREDIT)

50% AIRMAIL

WE WILL BE AT LOTS

OF SHOWS IN 1988.

TELEPHONE FOR DETAILS WARGAMES FOUNDRY

THE BEST 25 mm FIGURES IN THE WORLD
WE ARE THE LEADING STOCKIST
LARGE SAE FOR FREE LISTS

VISIT OUR SHOP
TELEPHONE FOR

DIRECTIONS

MON - SAT 9-5.30 ACCESS & VISA WELCOME

17 - 19, West Wycombe Road
High Wycombe
Bucks HP11 2LQ

Telephone 0494 - 442445
QUARTERMASTERS STORES

When replying to adverts please mention Wargames Illustrated.
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DONNINGTON MINIATURES

15mm
Figures

ACWC16

2 e ACWC10

AMERICAN CIVIL WAR (Union & Confederaie)
Union Infantry

Officer — Kepi

Siandard Bearer - Kepi

Open order advancing blanket and Kepi

& NEWBURY RULES

ACW

We have the complete package for the American Civil War:
FIGURES, WARGAMES RULES and ARMY LISTS

ACW24 Slouch hat, advarrmng with hand in carir pouch
ACW25 Kepl, Knegling =
Fmrﬁ sloum hat

epi

ACW26 Knesli
ACWZT Prone,
ACW25 Prone, fiing, siouch hat

ACWC13 Dismounted trooper, standing, firing, Kepi - 10p
ACWC14 Dismounted trooper, stm"g ai tha ready, Kepi = 10p
ACWC15 Desmounted, standi ring, siouch hat — 10p
ACWC16 Dismounted Bugle{n%ughng holding carbine — 10p

Open order advancing haversack and Kepi

Close order advancing havarsack and Kepl
Close order advancing bianket roll and Kepi
Artillery créw -~ Kepi (4 figures per set — 40p)

Horses

ACWH1 Walking
ACWH2 Walking
ACWH3 Standing

Artillery

ACWG1 Parrott Field Gun — 35p

ACWG2 Whitworth Field Gun — 35p
ACWG3 Union Crew, Limber & & horses
ACWG4 Confederate Crew, Limber & 6 horsas

ACW FIUI:ES £3.30
ACW LISTS £1.80

Postage & Packing®inc UK PAP Eurcpe - Surface 75p, Air £1.40
Rest of Worid - Surtace £1.00, Air £2.15
USA Agent.
Wargames inc.Box 278 Route 40 East, Triedelphia WV 26059 USA

Aowsd

AC Butternut. charging/running
ACWI0

ACWI1 Butternut, advancing
ACW32 Drummer Boy, Kepl
ACW33 Drummer Boy, Siouch hat

Cavalry
ACWC
ACWC2
ACWC3
ACWC3a

ACW10 Prone, crawiing, Keps

Confederate Infantry
ACW11 Officer (Slouch hat)
ACW12 Standard Bearsr — Slouch hat
ACW13 Open order advancing blanket roll — Siouch hat
ACW14 Close orger advancing blanket roll — Slouch hat
ACW15 Close order numm high port - Siouch hat
:Ew}g Arillery crew — Si hat (4 figures per set — 40p)

Shotgun, slouch hat

ACW18 Prone. Crawling, Slouch hat

Trooper or Officer. sword raised, siouch hat
Skirmish Series Infantry Bugler, Kepi
ACW13 Kepi F'WE ACWC10 Dssmounted Trooper, kneeling, firing, slouch hat 10p
ACW20 Kepi, loading with ramrod ACWC11  Dismounted Officer, Kepi, finng pistol — 10p
ACW21 Kepi, advancing with hand in carfridge pouch ACWC11a Dismounted Officer, slouch hal, firing pistal — 10p
ACW22 Slouch hat, fi ACWC12 Dismountad trooper, knesling, firing, Kepi — 10p
ACW232 Siouch hat. loading with ramrod

Set of Generals & Sl (5 mounted pieces) — £1.00
Trooper of sword raised, Hepi

Guidon, Kepi

Guidon, slouch hat

Sabre in hand, Kepi

Sabre in hand, slouch hat

Sabre raised, Carbine on back, Kepi

Infantry — 10; Cavalry — 20p
Postage & paCk"E]':g UK & BFPO — Add 10% of order minimum 25p;

FOR: FREE LIST (FIGURES & RULES)
FREE SAMPLE FlGUHES urope — Add 20% minimum 50;
Rest of the World — Add 35% minimum 50p.

SEND SAE or 2xIRCs TO: DEPT AP, 15 CROMWELL ROAD, SHAW, NEWBURY, BERKS RG13 2HP (MAIL ORDER ONLY

When replying to adverts please mention Wargames Illustrated.

ILFORD

WAR GAMES GROUP

Iu‘!‘ll'ﬁ-l
NP

Standard Bigh Metal Miniatures

22 Hutton Avenue, Hartlepool, Cleveland, TS26 9PN
FRENCH LINE INFANTRY

Tel: (0429) 234247
25mm NAPOLEONICS

BRITISH LINE INFANTRY

BNC1 Coidstream Guard Advancing

BNC2 Coldsiream Guard Standing Fining

BHCI Coldstream Guard Officer
iring BNC4 Coldstream Guard Standard Bearer

PRUSSIAN LINE INFANTRY

FMN02 Ofd Guard Eagla Bearer

FNO3 Ofd Guard Advancing PN1 Line Infantry Captan

FMOD4 08 Guard Standeng Fring PHN2 Line Infantry Musketser Stnding Firing
FNO5S Oid Guard Wounged P'ﬂ Line Infaniry Musketser Advancng
FNOE Oid Guard Dead PM4 Landwehr Infantry Advancing

FNV1 Voitigour r

FNV2 Votgour Ofcer

25mm FRENCH NAPOLEONIC
OLD GUARD MARCHING ORDER

FN15 Oid Guard Advancing
FN16 Oid Guard Drsmmer +

PNS Lancwehr Officer

BRITISH LINE INFANTRY 25mm
BN11 Highlander Officar

BN12 Hghlander Charging

BN13 Highlander Standing firing

Open Day
Sunday 10th July 1988

FN19 Oid Guare Standng Firing

25mm FRENCH NAPOLEONIC CAVALRY
FNC1 Cuirassior Officar

FNC2 Curassigr Charging

FNC3 Cuirassr Standard Baarer

ANCIENT BRITONS 25mm

BRITISH CAVALRY
BMC1 Scots Greys Officer
BNC2 Scots Groys charging
BNC3 Scots Greys trumpeter

ROMANS 1st CENTURY AD. 25mm

AB1 Briton Chamging with Sward (Naked) RAT1  Tribune

AB2 Briton Charging with Sword (Clothes) RC2Z Centurian Standing 10 00 am — 5.00 pm
AB3 Brion Cwam& with Homed Haimet RC3 Centurian Advancing N

AB4 Briion Chag eanng Captured Roman Armaut RC4 Signifier Advancang

ABS Briton with rh Shol RAS Agubier Advancing

AB6 Briton ng Speat Venue

ABT Standard Bearar Advancing (Briton) RLE - Legonary Thrustng with Sword

ABE Caitic Chief ALT Logonary Advancing with Sword Frenford Boys Club

RLE Legonary Advancing with Pia

AUXILIARY INFANTRYMEN ALY  Legonary Throwing Pila Serewa fard
AR1 Auxiiiary Advancing with Swond AL10 Ascher with Armor = High Road It
AR2 Auxiiary Agvancing with Spaar RAL11 Ascher with Mad Armour Tonn  (AWE) : '(H h-r'-h-)
AB3 Auiliary Thi RL12 Legionary Casualty e With
ABC1 25mm Gaﬂm & two crow. Price
AT1 25mm Roman Testudo (Tonoisa] 26 shisids
Briton Cavalry — Ready mid-March Price 0650 ;I::IM:‘I%
Participation games
POSTAGE AND PACKING o f il
UK. snd BF.P.O. Minimim podtage and packing = 50p '8
Orders up 0 £25 please add 10% for pdp  Orders over £25 goods are despatched POST FREE TG For further details

OVERSEAS Minimum postage and packing is £1 EUROPE Flonse acd 20% o cost of goods for pip J please ring -

U.S.A. Surface mad please add 25% to cost ol goods for pip Py poa
AUSTRALIA & NEW ZEALAND ;urfm mall pleasa add 30% to cost of goods for plp Camsgranin e Chas Pm-ﬂi??l.l%!;é'
Airmad pleass add 80% 10 cost of goods for pAp D, L] Paul Kitchor - 01

Pricas Figutes with ~ 32p Figuras withoul - 30p Horses 42p Allan Doran - 01 478 5038

When replying to adverts please mention Wargames Illustrated.



GREAT BATTLES ‘“—
OF HISTORY REFPOUGHT!T

ALL the ibounation you need to necreate
)\ the titanic sbruggles ob the Hapeleouic enn.

NEW! No. 4 inthe Peninsular Series "3
TALAVERA & THE CAMPAIGN OF 1809 /
Richard Partridge & Mike Oliver have worked long and hard _If'.-
on this one! Crammed full of information, maps & historical
orbats, this bookgives youall youneed orwanttoknow. || |
Great value at £3.75.
Tippa s €380

FRW/GD Frascs Frossian War, A Guise \\
Guilstard Courthouss €330 £d s {
1

280 FRWC melluﬂin 250
tz-50 ECW:Aberdeen £350
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WIISE Bapisen EETS oo Napies, Cleves ey 1808 = 14
WI3/03 Grews Dearan 250 cof Passie W08 =)

WNBE The Matzbacs B2-88  can Sassay w0s -

WdioS  Dewaden E2°35  ogir AuSTRA 1798 - VA
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e
ey HNSCHLUSS PUBLISHING
S 79 GODFREY ROAD.

= E&xwgu TH

NORFOL
Tel '(DalB?ﬂHEIh‘-EIB

" POSTAGE & PACKING P iblishing j .'.-‘.:

U‘{-"BFF“U A0p per Title EUROPE 45]] per Title AR MAE -€120 per Title
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Price Codes

Brei Korps

YELLOW RIBBON RANGE

(The best range in the world)

IW1 Plans Indians, mounted,, muxed

IW2  Plains Indians, foot, mixed

IW3 US 7th Cavalry 1876, Troop A (Little Big Horn)

TW3a US7thCavalry, Troop B

W4  US 8th Cavalry command s above

TW4a US 7th Cavalry dismounted command

IW5S  USTth Cavalry, dismounted, a5 above (mixed)

IW6 US 7th Cavalry personalities{ Lt Col G A Custer, Capt T Custer, Lt Cooke)
IW7  Pack Mules(4)

ws :’ipsch:s.moum:d mixed

IW9  Apaches, foot, mixed

TW10 US Cavalry horses (5)

TW11 Crow Scouts

TW12 US Cavalry casualties

IW13 Stagecoach set{team, coach, crew & passengers

IW14 Gatling gunand crew on cavalry carriage with horses & drver
W15 4-horse wagon team

IW16 4-horse US Army wagon 1876-1930

TW17 10th US Cavalry (Buffalo Soldiers)

TW18 US Infantry

IW19 US Infantry command

W20 A Scouts (3 mtd, 4 foot)

IW21 US3th Mounted Infantry

IW22 Indian civilians (mixed)

SP4 l!uffalohunuzmtd Im:l.la:ls 1 buffalo)

SP5  Buffalo(2)

MX41 4bullocks and driver

MX43 6-muleteamand rider

MX44 6-mule US Army wagon 1846-1900 (used by sertlers after the Civil War)

Figures from History of Mexico Ranges can also be used.
Yellow Ribbon Rules - £3.50
Price Codes: C-45p, E-i0p, F-90p, G-£1, H-£1.25, N-£2.75,
P. & P. 10 - mm 30p. Over £15 post free.
1.5, Customers: Ulster Imparts, P.O. Box 1748
Champaign, Il 61820, U.5.A.

FREIKORPS 15, 25 Princetown Road, Bangor,
Co. Down, BT20 3TA, Northern Ireland

mommaRmmTOTTmmaZoommammmoammma

FRONT iy

QU AND DESIGN
in 2w5mrn and ISrgm
argamers an
Collectors figures

NEW  SEVEN YEARS WAR25mm OUT NOW
British & Hanoverian French Infantry, Cavalry
Infantry French Artillery Crew

2 Exciting Personality Figures

* our full ange now also available from Mac's Models
165 Canongate, Roval Mile, Edinburgh, EHS 8DF *

ALSO AVAILABLE FROM FRONT RANK FIGURINES:

25mmE.C.W, 15mmA.C.W.
25mm Jacobite Rebellion 15mm Wars of the Roses
25mmA.C. W,
FOOT/CAVAL RY FIGURES FOOT/CAVALRY DIGURES 1
T HORSES i HORSES 12p %

SEND NOW for FREE comprehensive CATALOGUE and
SAMPLE FIGURE! - Please include S.A.E.

We offer a fast & reliable mail order service, or telephone your order on

(0702) 341874 E- @

Stockists: London — Games Scotland - The War Gamers Du
5 Wellin Tm o 132 Berkeley "‘nlrwt iaﬁ E
Maiting Hill Gate, London 01-727 9275 Glasgow, 041-22

Our Address: Front Rank Figurines, 11 Southboume Gardens,
Wesicliffe-on-Sea, Essex, SS0 0AG. Tel: 0702 341874
(No visitors without prior appointment please)

%* % % % NEW RELEASES * % % %

15mm Bulidings In various village ranges unpainted painted
55F11 mmmmmummm
with rendered wal

525 1050
1085 mmmlnmlmmm A
muuﬁumwhm n brick with tiled roof 448 850

Already released in this exciting growing range are.

SPANISH VILLAGE RLISSIAN VILLAGE ENGLISH VILLAGE
NORTHERN EUROPEAN VILLAGE ~ MEDIEVALVILLACE
SAMURAIVILLAGE AMERICAN CIVIL WAR BUILDINGS

Coming soon-more compiete villages
Many of our existing accessories, |.e. walls, gates, fences, haystacks, bridges, etc.
are compatible with this range to form a full village for the wargamer and collector.
See ourillustrated Catalogue for our many other ranges of buildingsin both 25mm
and 15mm scales

American distributors: Stone Mountain Mingtures inc, Box 534,
Broomfield, Co, 80020, USA
Australian destributors: Miniture Supplies, 12 Leslie Avenue, Westbourne Park,
South Australia 5041, Australia,
Acoess, Mastercard and Visa holders can phone orders on 0472 750552
Sendalarge s.a.e. pius 50p overseas customers 4 1L.R.C. s for our catalogue to:

HOVELS (W1}, 18 Glebe Road, Scartho,
South Humberside, DN33 2HL

When replying to adverts please mention Wargames Illustrated.
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Leeds Wargames Club presents

088

. All aspects of the hobby under
¥ g one roof . ..

WARGAMES 77 BOARD GAMES
77 FANTASY GAMES

.\ ARMLEY LEISURE
) 9, CENTRE | SATURDAY
- 18 JUNE, 1988

% From 9.30am to 4.30pm
Refreshments and Bar

For further infosmatan confact

DAVID CHARLES
8 Suttocks Fold

Ash Grove Estote o h
e

Kippax
= (0532) 861068

For precie detads of how to find us send S.A.E. toDavid Charles

MAKE A DATE!

MIDLAND
MILITAIRE

TRADE STANDS, DEMONSTRATION
AND PARTICIPATION GAMES

JULY 9th & 10th

I NEW VENUE !

BIRMINGHAM CENTRAL LIBRARY
EXHIBITION HALL

SEE NEXT MONTH'S ADVERT FOR DETAILS

When replying to adverts please mention Wargames Illustrated.

SABRE

Northern Gamers Convention

at’

00

Old Swan Hotel
on

1030 3 Bring & Buy _Sule
o5 Figure Painting

{icenced Bar +Food and Drin W
c Mwﬁ JR Elwen Vine Cottage, Main Street
Walton, nr Wetherby, West Yorks LS23 7D]
Old Swan Hotel, Swan Road
Harrogate, N Yorks

19/21 AUGUST 1988
BIRMINGHAM POLYTECHNIC
WARCON ONE
is
coming
and
growing

WARCON ONE
WARCON ONE

WARCON ONE
WARCON ONE

Watch this space next month
for further info. on the
wargaming event of 1988.

SAE to
Warcon One,
5 Moors Lane, Oreton,
Nr Kidderminster, Worcs. DY14 8RH

for further details.

When replying to adverts please mention Wargames Illustrated.
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NMINIATURES

Mail Order Specialists
P&P 10% Orders over £10 Post Free

Minifigs, Hovels, Essex, Heroics and Ros,

Games Workshop, T.M. Games, Poste
Militaire, Barton, Almond, Chota Sahib,

Cheshire Volunteer, Mil-Art, Phoenix and

many others.

Just phone through your order with your

Access or Visa number, or write to:

MERCENARY MINIATURES
(Dept. WI) 160 DALKEITH ROAD
EDINBURGH EH16 5DX
PHONE (031) 662 4297

Open 7 Days

HEROES
MINIATURES

7 WAVERLEY PLACE
WORKSOP, NOTTS
580 28Y

MAIL ORDER SPECIALISTS

We stock the following products:

Heroes American footballers, 25mm Laserburn Sci-fi
Asgard Space Marines, Starbeast, Spacefighters,

Sci-fi ground attack vehicles, Tabletop 15mm Laserburn,
Doctor Who figures by Fine art Castings, Super Hero
figures, 20mm Modern Elite Forces, with all Skytrex's
1/76th scale vehicles, Triton Napoleonic ships, Asgard
Renaissance, Tabletop fantasy (formerly Asgard),
Tabletop Torture Sets, plus all Tabletops rules,

Not forgetting Ros & Heroics 1/300th WWII vehicles, &
aircraft,plus Modern aircraft and Infantry, Scotia
Models 1/300th modern and WWII vehicles, G.H.Q,
1/285th scale modern.

Please send S.A.E. for full list

USA agent: Alliance Miniatures P.O. Box 2347
Des Moines, lowa 50310
(Heroes Miniatures Products only)

When replying to adverts please mention Wargames Illustrated.

SUSSEX MINIATURES

2 CIRCUS PARADE, NEW ENGLAND RD.,
BRIGHTON, E.SUSSEX, BN1 4GW

TEL: 0273-570551
SUSSEX MINIATURES

Manufacturers of SUSSEX MINIATURES, THE TIN SOLDIER. Sole
agent for SKYWARRIOR 1/300 aircraft. For a catalogue for the
ranges below please send 30p and a S.A.E. (Med. Size).

SUSSEX RANGES 25mm
Viking-Saxon-Welsh-Norman-Armenian-Thradian-Hun-Macedonian
Camillan Roman-Franco-Prussian 1870-Swiss-Burgundian

English Civil War — with Scots and Highlanders.

TIN SOLDIER RANGES

15mm. Fantasy-Aztecs-Medievals-Viking-Saxon-Norman-Carolingian
antine-Arab Hellenistic.

The UNIVERSAL SOLDIER (Headless Figures with add on Heads/Shields/

Weapons to make your own figures).

25mm. Fantasy-Peter Adams Fantasy-Samurai-Aztecs.

1/300 SKYWARRIOR white metal planes.

NEW SKYWARRIOR 1/300 AIRCRAFT

wWwil MODERN
GB207 Whirlwind .......ccovennens GB106 Jaguar..
GB208 Wellington .. WP105 MiG28 Fulcrum.,
GB209 Meteor F3.. Us123 A10..

NG208 ME163 KOMET
SU203 YAK3..
SU204 LAS...

US213 C47/DC3 ...
US214 Dauntless .
US215 Waco Had

Trade enquiries welcome for
SUSSEX MINIATURES and TIN SOLDIER.

MAIL ORDER welcome.
AMERICAN EXPRESS

US124 Fi4 Tomeat ...
US125 RockwellB1 ...... o3,
US126 AA4F Skyhawk ..............

Feve 25mem and 15mm seit n:nl.?rhudm our, simply cut them cut, peel off the
backing and attach them 1o the fllag - The range to dats comprisas:
EIMFIMLIHIMY B04-15 : Fi Infaniry 1804-12
1 Franca 1 1 o, 1 France Line 1 1
No. 2 Britain infantry 1801-15 Na. 2 France Line Infantry 1812-14
No. 3 Britaan infantry 1801-15 Mo 3 Russia infantry 1813
No. 4 Britain infantry 1801-15 Mo. & Austradnfantry 1806-15
No. 5 Austria Infantry 1808-15 No. 5 Prussia 1803-15
No. 6 Prussa Infanry 1803-15 No. 6 Betain 1801-1
No. 7 Russia infentry 1803-15 No. 7 Beitain 1801-15
No. 8 ACW. Union infaniry No. 8 Britain 1801-15
No. 9ACW. Confederate infariry No. § France 1815
Mo 10 Bavana 1803-15 No.10 Spasn and Porugal 1806-14
No.11 wmamlr-rmm!s Mo, 11 AC.W. Confedersts Infartry
.12 Brunswick and Nassau ﬂfar-rwhs Mo.12 AC.W. Union infantry
mtsmmlmm m.mmmm&i: o
m_m .14 Brunswick Nassa
No. 14 Spain and Fortugal 1808-14 Mao.15 Garman states. Saxony, Hassa eic. 1806-14
MNo.15 France Infantry 1815 Mo.16 Garrnan states, Baden,
No.16 Cavalry standards, Ausiria, Britain, Prussia, 18121
Purssia 1801-15 Mo, 17 French Guard Inf
No. 17 Cavalry standands, France, Saxony, Baden Mo, 18 Nap Cav.standards Fuss Pruss/Aust.
Bavaria et 1804-15 No.18 AW] Amer. & Franoe
No. 18 Genman siates infantry. Lippe, Mo 20 AW Brt & German
Wursiernberg, Baden eic. 16812-14 MNo.21 ECW FAoyalist inf & cav
No 18 ECW ini.& cav Mo 22 ECW Royalist inf A cav.
No.20 ECW Royalist inl & cav Mo.23 ECW Pam. inl & cav.
Nou21 ECW Partl. inf 8 cav. HNo24 ECW Pam. int.& cav.
No 22 ECW Partt inf & cav.
WATERSLIDE TRANSFER

Ha-ralclc symbels. 4"x 5" 5ha€lsfﬂled with devices in various sizes suitable for many

ications in diftferant scajes,

mﬁ Lions, les and other beasts

Al Red, A2 MYeImMWhmMEJmAEGw
Series B Crosses, trefoils, fieur-de-}

B1 Red, B2 Black, BG\"EHU\H' Wl’h‘lﬂ B5 Blue, BE Green
s-enes C Ermine, vair, chequy

Red, C2 Black, C3 ‘reJluw l:‘.d. wnnlg C5 Blua, C6 Green

S-un&s D Axes, l'lulsa shoes, shells,

D1 Red, D2 Black, D3 Yallow, Whrln DS Blue, DE Green
Price as-par 25mm Flag Sheets

REVO FIGURES Standard range Napoleonics and E.C.W. plus multi-piece Normans,
Saxons, Vikings and Landsknechts

Flag sheets 15mm = 40p each, 25mm = TOp each + 20% p&p over £5.00 post fres (UK.
)

only|
Figures 25mm Napoleonics and E.C.W. <ovre 20p pe ool figure
20p per ridar figure
40p per horse
30p per rider figure
40p per horse
+ 20p p&p over £10.00 post free (UK only)
WHITTLESEY MINIATURES

PO BOX 46 Ammma&esmaybum

bl el o mungy 205131

Send s.2.8. of Lr.c. for lists ot 60p for sample figure and fiag plus lists.

Figures 25mm Mulipar...................

When replying to adverts please mention Wargames Illustrated.
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LANCASHIRE GAMES

8 DUCIE STREET, BARDSLEY, OLDHAM OLS8 2RD

This month just an update on our most recent releases as so many of you have requested.

SEVEN YEARS WAR FRANCO PRUSSIAN INDIAN MUTINY
Prussia Ausiria Prussi British
SYWP1  Musketser march amack SYWAT Intaniry march attack FPP1 Prussian Line Inl.advancing (Pickiahaube) IMB1  Advancing in campaign dress
SYWP2 Muskoteer charging SYWA2 Infantry achvancing FPP2 Prussian Ling Ink; Fuoldmutz) IMB2  Command in campaign dress
SYWP3  Muskteer cOMMmAnd pack SYWA3  Infaniry charging FPP3 Prussian Line Inf.atvancing (Great Coat) IMB3 Regular in shell jacket
SYWP4  Fusiber march aftack SYWA4 Line command FPP4. Prussian Line Command MB4 B O
SYWPS Fusiber charging SYWAS Grenrer (assoned) FPP5 Prussian marching nfie shung MBS Heﬁgua: in
SYWPE Fusiber command pack SYWAE Grenzer command pack FPPG Prussian marching rifie over shoulder MBS | “’“ﬁ:g‘.*‘”
SYWPD  Fieid jaager SYWA7 Grenader Em | ntantry (prone) in CAMpAign dress
SYWP10 Cuirgssios SYWAB Hungarian infantry FPFT.LM bt IMB7 Highlander ;
SYWP12 Dragoon SYWA12 Cura: : [BAKS Acvancing i Campelon s (poskad cop)
1 t 255104 ing in n cap)
SYWP13 Dragoon command SYWA!3 Cuirassier command Caolonial Ensmias IMB10 Naval D:?ammp%aum- i o )
SYWF14d Guard mushetoes SYWAT4 Dragoon Mahdist IMB11 Charging British infantry
SYWF16 Hussar SYWA15 Dragoon command CE! Hadendowa Swordsman
SYWP17 Hussar command SYWAIT Hussar CE2 Hadendows Spearman
YWP20 Bosnuak Lancer SYWATE Hussar command CE3 Madendowa Rleman IM51 Advancing with levelled musket
Skion Garinks Stabas CE4  Ansar Swordsman M52 Sepay firing
SYWS1 Muskeieer SYWG1 Bavarian sdaniry marching {in waistcoat) CE5 Ansar Fiflerman {Jehadiya) IMS3 charging
SYWS2 Muskeiser command SYWG2 Bavarian infaniry marching {full coat) CE6  Ansar Spearman IMS5 Sagoy (prona) fiing
SYWS3 Grenacher SYWG3 Bavarian Grenadier CET: Ansar Command IMSE Light horse with caring
SYWS4 Grenader command SYWG4 Hesse Darmstadt Grenades CEB  Mahdist Cavalry with Rifla IMS? Sepoy commend in loimamock cap
SYWS5 Dragoon H 3 CE®  Mandist Cavalry with Sword IMS8 Sepoy charging in kilmamock cap
- CORRI STWH'.“;!T:MBN al ready SE'}? Manﬂ:: E;::hm ﬁ g::a' charging n:bell lop shaskeo
Britain e i c CE12 f'm Erois NE: The: abiove S8p0s can bé Usad a5 mutineers
SYWE1 wwmrquﬂghc:[ﬂ::m:‘ e mm Mikia standing {ssid) CEi3 Pack Camels £1.00 mr:u: il S+ 5
ey farieyconmat Ermmcl E3 s IMNE2 Grouching with musket
SYWE? Guard cavaly SYWF17 Hussar (wearing cloak) Honter charfng IMMS Advancng with musket
SVEWI0 Ling cavaiy command Pack prites IMM4. Elephant wifh Ight gun & crew
SYWB11 Light inc (Assid) sw-wgdm:sc t'.a.uu ::ﬁ Elnﬂmm\u:amwmy & crew
S5YWwE1a dr Command pacs Adwancing Spear
A pack t!% IMMT Mutineer 3t ready with musket

P&l IMME Mixed bag of casualbes (British, Sepoy &
UK + 10% {min 30p)
K Mutnears)

£
surface = 15% {min £1)

This month see our 7yrs war & Franco-Prussian figures in the photo review section.
NEW See issue 12 for our first releases of early renaissance & French Napoleonic NEW

PAINTING SERVICE
Don't forget our painting service & ready painted units for more details send large s.s.a.e. or 3 IRC's for catalogue

POSTAGE AND PACKING

UK 10% of order value (min 30p)
OVERSEAS — 12'4% SURFACE (min€1.00) 25% AIRMAIL (mine1.00) WENOWTAKEMASTERCARD & ACCESS

When replying to adverts please mention Wargames Illustrated.

25 + 15mm CATALOGUE 6mm CATALOGUE
£1.00 including postage and IRREGULAR

50p includin ostage and
sample figure MIN[ATURES £ sa?'npll:'e 2

(Please state a preferred range for the LTD.
ki DEPT. W14, 4 PARK ROAD, NORTON
NEW NEW MALTON, N. YORKS YO17 9EA ! i
The first of our WWI Divisional packs in 6mm TELEPHONE: (0653) 697693
[Figure scale 1:20, 1 gun = 1 battery) POSTAGE AND PACKING 12% [Minimum 25p)
1914 British Division: 3 inf brigades [total 600 figs] Delivery within one w

Tos- =g {1 201 6mm FANTASY RANGE - DESIGNER IAN KAY

Sart. batts. + HQ £15.00 - : = 2 5
This new range gives you the chance to besiege Minas Tirith, or to levy the
1916-18 British Division: as above, but cav. replaced by 2 tanks cheapest and nastiest fantasy army in the wargaming world.
R e ik The drawings below are to 6mm scale. Why not send for a list and sample.
Slightly over 1500 pts. WRG) Infantry and Cavalry strips are of 5 men, except foe Champéons, UNDEAD = Them dry bones
Sp'lgllil;:'TIU ;unsdasr:a-s 10 archers, 10 LC, 2 colonebla (sa. 24 pike Crosaures, Engines and Wagons which arg based individuadly. UNIIO} 2 Mounmed nd 2 dismeumied Zombie chasmpions o
3 E 4 o e et e MEN OF WEST. Remarkably similar to 15th English, UNZIL)  Mountad skelstons with hand weapans p
18 arque. + 12 swordbuc |, 2¢24 ltalien arquebusiers, 1 gun, Burgundians, et “UNJL  Skelgion foot warriors with hand weapons: A 12p
1general £4.70 m:f E)‘Mnnil‘lﬂdimu&dﬂuﬂ‘!m in Plate armour 249 UNSIL)  Skeleton foot command group with standard Al
Franch: 20 gensdarmes, 20 archers, 10 LC, Swiss/Lansquenat block | Charging Knights on barnded horses % DWARVES — Stout chaps! :
48 piks, 12 halberd, 12 skirmishing Xbow), 2¢4 Itslion Xbow,  halch Lenuearts on urroured forses = EEMCITN OO P e g S - ':-g
Tgun, 1 general £450  NWSIC) Plaes armoured piemen dvancing on fool 125 +DWILH  Owarf warriors wit spears A 12
imperialist: 10 gensdarmes, 10 archers, 10 LC, 1 colonalla (24 pike, 18 m‘g' :f";:’:::g'm:;';‘mmh“w s it Eg SDWAIL)  Dwarl crosshowmen . AR
arquebus, 12 sword + buc.), 1 Landsknecht block (38 pike,  +MWBIL] Longbowmen oe foot : 129 +OWS(L)  Dwarf command proup with standards and chiefs A ip
12 halberd, 12 skirmishing arquebusiers), 2x24 ltalian +MWS(L) Crossbowmen on foot 12 % g:a: mﬂ%‘n;hwmer n;c:!mem crew D ¥
arquebusiers, 1 gun, 1 general DRSO, R INdguna ot oot % ikl st bl i
3 » 1 gun, 1 ge W11 el with crew o GOBLINS - Camnon fodder for the Orcs
Ralian: {only 1000 pts.~ but useful as allies or marcenaries) 10 MW12  Laden supply wagon and wagoners 45p GOt Boar drawn Gobiin chariot B M
sl . 10 archers, 10 LC, 24 pik 3 X1 9 OACS-  Fairly Ioathsome GO2(L!  Goblinboar riders B #p
e S8 e s acw sy DRIOI 2Mounted and? diamounted orc champions Mo +GOAL  Gobininfanuy At
gene ; ORZ  Wolf drawn o chariot with 3 crew %o GD4IL)  Goblin infantry Command A2
Later French: As earlier French, but arquebus replaces Xbows £4.90 %L}] gug&wmnmmnammm o CREATURES~ Cheap and nesty
fan: ~OR4L © foot warriors with hand weapans 12
Later italian: As above, but arquabus replaces Xbows £350  Tooon e Koot itiiors th s E:; &Igbﬂ %
=ORGL)  Orc foot archers 12 R Tm'lf 4
2mm Ancient Armies [Fig.scale: 1 to 20) HORIKY: ot exkarman ohoup il sisediteg i FANTASY ARMIES
Early Imperial Roman: & lagions {sach 10 cohort blocks, 800 suxiliary 0ORs mm@mﬂﬁm gg Army of the West 35 Mounted, 180 foot & chempions mm
inf., 240 aux.cav., 40 LC + Generals £10.00 OR10 e Seif-propefiad battie wagon S Western Camp  Sisgé angines, wagons and tants 050
Ancient Briton: 1500 foot warriors, 50 chariots, 48 LI £950 ELVES- A lofty 7mm of forest nabiiity a 1Orc Division 4 Crariots, ) mounted, 180 foot & charmpions  £600
EEL;:E!I ?l'\luul‘!fwﬁid'zdrsmmr!!d Eif Champions Mp Ore Camp Siege engines, battle wagons and huts £400
L Hoirsa drawn Eif chariot Bn Eiven Ay 4 Crariots, 20 mousitad, 1 champi
* Many more Ancient 2mm & WWI Bmm to follows * EL3Ll  ENcavainy with snces and bows. 240 Even m“ m.hﬁ.f‘m m.ﬁ-‘rmﬁm g E&g
R i o i ko 1?2; Undesd Battaion 4 mounted, 120 foot & champians 48
o : :
_ NEW RELEASE! ELBL) Eifinfantry commendgroupwithstanderdend priests. 1ip mﬂ E."Dm? wa?&ifﬂm snd stane defences E;;g
2mm railway track + locos for late EL7  Eff bohshooter with crew o 508 Bngines, wagons
£ - BB Pakanirinie ah B cnandirty %5  Goblin Warnand  ZChariots, 3) mounied and 120 foot £450
C.13th — ring for details Hafling Milis~ 120 foot and personalities £140

When replying to adverts please mention Wargames Illustrated.



NOW MADE IN THE U .K.!

FLINT AND FEATHER
(see horo__on page 42 ).

Great Lakes lndfﬁucf

Mail Order specialists in board wargaming.

Specialists in old and out of print games and maga-
zines
Avalon Hill, Battleline, Clash of Arms, Columbia Games,
G.D.W., Historical Concepts, Hobby Japan, Omega
Games, OSG, Panther Games, Peoples Wargames, Quar-
terdeck, Simulations Canada, SPl, Taskforce, Victory,
Westend, WWW, Yaquinto.
S&T subscription £14.00 3 issues or £26.75 6 issues.

Other subs are available for Grenadier, F&M, General elc.
GDW Europa fans — ETO & Europa Nuis & Bolis in stock.
| also buy your unwanted games and magazines, send lists.
Send large SAE + 25p in stamps for my 10 page catalogue.
Second Chance Games, 62 Earlstone Road, Wallasey,
Merseyside. Tel: 051-638-3535

CLASSIFIED ADVERTISEMENTS

Ads should be accompanied by a cheque made payable to Stratagem
Publications Ltd., 18 Lovers Lane, Newark, Notts. NG24 1HZ.

Rate: 15p per word. Minimum charge: £2.00 (Don’t forget to add

159 VAT!).
FOR SALE

25mm SCI-FI VEHICLES/SPACESHIPS. Send s.a.e. to: Sci-Fi
Models, 45 Whitehouse Crescent, Nuneaton, Warwickshire, CV10
8MU.

PAINTED NAPOLEONIC 25mm and 15mm Russian, Austrian,
French, British, Prussian Armies for sale. Also ACW, ECW,
SYW, Ancients, Colonials, Airfix. Tel: Saddleworth 6711.

LIGHT INDUSTRIAL (nine inch mould) CASTING MACHINE
with melting pot and temperature controller, suitable for home or

business production of white metal castings — £750. Tel: (evening)
0602 663148.

L] L] .
INIa 3lp
Rafm Mlﬂl ature Nel oo o -
INd  Huron Hunter with Bow (3) YWip
| ING  Iroquois Warrior Firing Musket (3) Hip
INT  Mission or Coureur de Bois Indi m\-llh \iuxkclﬂl Hip
INE-'“ ?;urﬁl Tribe Wi unt;rr'm st :lr
1(:"' TOP OUALITY 25[‘[‘[]11 FIGURES {::t Lh:‘,:-ﬁ(::uﬁi:,mt” P i ],qlr::
INI2  Canoe with two Indian Paddlers £1.50
{:}: ‘I:..n’ge( n;i}d‘\:- wl%t;urﬂmﬂ#mﬂd Trade Gixds I[-Eli:::
s - anoe with e White Men Faddicrs - -
We will be at these shows: INIS Miami Wamor () . p
INI6  Potawsatoni Warnior(3) e Elp
21 May — S.E.E.M.S., Rochford Youth Centre, Essex. EEEE Es::;;:;‘"g::fg‘f;":"m“' b 4
= I h Musket (3) o
4 — 5 June — CAMPAIGN 88, Milton Keynes. 20 atléfil"&'.néih.‘f - ﬁ
N21 Goreham's Ranger ( i
— IN22  Chief P M
11 June — PARTIZAN 88, Grove Sports Centre, Newark. i Concf Pomtic.._ _::'g
18 June — ORCFEST 88, Bilston, Nr Wolverhampton. mgi ?L:*"’:’?:?’:“F} T — o
2 I'J'Wi 1 L L]
25 JI.I!'IE pr BLITZ 88. Central Ha]l, COVC“‘]’Y. IN28 B:::;h]: .n1||tl:dn’.nl:.:!man Kit 1759, ﬁnngl"-l NEER ‘!m
7 :Ezu‘: Enl:‘sn !:‘ lnl:r":L Hfmt(k( mmp:;:én I?“q{‘:ﬁ’n} :}p
= 3 tish Nort! omim }
10 JUIY RAMPAGE 88" ngh Road“ “f{}rd' IN31a Emtru. mInfnmcrr‘ﬁ‘;{ul:lmgmlmr‘mwnl"-l 'Jﬂ::
IN3Ih  Amerncan Infantry in Hunting Shirts, Slouch Hat (3). Hip
IN3lc  American Infantry in Hunting Shirts, Wide Brim Hat (3) . Hip
IN3Id  American Infantry in Hunting Shirts. Sh-dtm:(-lmh Wp
IN32  American Infantry in Regimentals (3) Hp
IM33  French Infantry in Wastooat {3) Hip
IN3  Compagnic Franche de la Marine (3) Hip
: IN35  French North American Comma mi'l|(i:|mm(|‘?|‘:1l 3) . ::ip
For samples and list send £1 (U.K. only) to: IN37 Scoutish Highiand Intaatry 1793) o %0
IN38  Scottish Highland Grenadier 1759(3) ..., Hp
- IN39  Scottish Highland Co d G 1759 i £1.20
Unlt 8 1Nl lu::t::er:l u1i+:.Mu.:.|n:|T-:ln i ‘J‘lIF:
Or age Mill ? M INAh General Washington. Foot 30p
General Montcalm, M i i
i illgate Museum Workshops, ot FF::‘E;AIE:E‘LE”""“M: o
2 F h A srist (3 )
@ Newark, Notts., NG24 4TS. INGG Bt A Aslers 5 h
. IN4d  Colonal v. Fi 3 L
Telephone : (0636) 701843. IN4S Inn:‘lll-lff:.flrv:ru‘n Beapskin, T
INISS  81b. Artillery Piece, 1759 Tiip
2 INISY  41h. Repgimental Gun, 1759 2 ) ; .. Tup
U.K. customers only. Trade enquiries welcome. R e I e e
Mail order add 10% postage, minimum 30p, maximum £2.50. INI62  British Galloper Gun. 1759 70p
PARTIZAN PRESS
SECOND CHANCE GAMES ECW & RENAISSANCE GAMING SYSTEM FOR 15 & 25mm FIGURES
FORLORN HOPE: Regimental Brigade level wargaming for ECW £2.99

FILE LEADER: Company/Troop level rules. Skirmish gaming with a difference; with speed; and with a
It of funi NEW £1.50
ONCE UPON A TIME IN THE WEST COUNTRY - 1.1 Scale skirmishing £1.25
EMGLISH CIVIL WAR-GAMES: ABERDEEN 1644, MONTROSE & THE BATTLE OF JUSTICE
MILLS. The first in a serles covering all major ECW battles. The latest research on the battle with all the
flag. uniform, equipment & other information needed to game it. This achon s especially goou for

LOWARGAMING 2.99
SYMOND'S DIARY OF THE MARCHES OF THE ROYALIST ARMY. 90 pages. Flags, Fbglmml
lists etc — Reprint of the most famous source for ECW Military history.
OUT JUNE 10th DRDER NOW £3.99 PLEASE ADD 10% P&P
WRITE NOW FOR OUR LATEST ECW & RENAISSANCE BOOKLIST — NEARLY 700 NEW
BOOKS ON THE PERIOD.

ARTIZAMN P

26 CLIFF W
MILITARY BOOKS bought and sold. SAE for catalogue. Mike
Smith, Chelifer Books, Todd Close, Curthwaite, Carlisle CA7
8BE. Tel: 0228 711388.

BOOKS BOUGHT FOR CASH. Top prices paid for books on all
military, naval, aviation and transport subjects. Keegan's Book Shop,
Merchant’s Place, Reading, RG1 1DT. Tel:(0734) 587253.

WARGAMES BARGAINS: New, second-hand painted/unpainted
15/25mm figures. Send SAE stating interests to: Hopkinson, PO
Box 125, Taunton, Somerset.

PAINTED 15mm BYZANTINES, 175 cavalry, 74 foot — £80.
Painted 15mm Normans. 81 cavalry, 206 foot — £65. Painted 25mm
Roman/Spanish, 350 foot, 50 cavalry — £60. Call Peter 061 7374432.
WWII WARGAME ARMIES FOR SALE. British and German.
Over 75 vehicles and 400 soldiers. All painted. Phone Adrian 0634
244904,

SALE 15mm SYW. Prussian, 210 inf., 72 cav., 5 guns, Russian, 182
inf., 75 cav., 5 guns. 80% painted - £120inc. p.& p. C. Howorth, 17
Hargreaves Drive, Rawtenstall, Lancashire.

15mm PAINTED. Ancient, Medieval, Renaissance, Fantasy.

Quality at bargain prices. S.a.e. D. Watson, 63 Monmouth Road,
Dorchester, Dorset.

When replying to adverts please mention Wargames Illustrated.
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MILITARY CLASSICS? Comprehensive secondhand catalogue
from: G.R.E. Jones, 58 Appin Road, Glasgow, G31 3PF. Books
bought.

OPPONENTS WANTED

RUSSIAN 1/300 NAPOLEONIC EMPIRE 3rd player, London
based, seeks apparently COWARDLY, SKULKING French
opponent for games. Contact Tim Huff 01-455 4199 (after 6 pm).

SERVICES

G.J.M. FIGURINES
Wargames Figures painted to collectors standard.
5mm to 30mm.
For sample 25mm figure, and lists send £1.50
payable to Gerard Cronin, 63 Woodiall Drive,

A

Crayford, Kent. DA1 4TN
5mm a speciality. Telephone 0322 58073
MERCENARY PAINTING SERVICE. all scales, all periods

including fantasy. Wargames or collectors standard. S. A E. for list or
£1 for sample to:— A.Matassa, 136 Brompton Park., Belfast 14.
N.Ireland.

WARGAME AND FANTASY FIGURE PAINTING, Professional
Service. For sample figure send £1 and 18p stamp to: R.T. Rees, 62
Dickens Avenue, Corsham, Wilts.

FIGURES PAINTED: all sizes of figures painted, based and
varnished to wargames, collectors and showcase standards. Plastics
painted as well. Please see picture on p.59 of this issue. All
enquiries to Gary Worden, 02572 77736.

30,000 + SECONDHAND WARGAMES FIGURES always in
stock. All scales. Most manufacturers. S.a.e. for lists to: A.J.
Dumelow, 70 Ferry St., Stapenhill, Burton-on-Trent, Staffs. DE15
9EY. Tel: (0283) 30556.

YOUR OWN DESIGN on a T-shirt or sweatshirt — no minimum
order. Details: Tramp, 3 Bird Street, Lichfield, Staffs. (0543)
252950,

MOONDUST ENTERPRISES. Painting & mail order service. Send
s.a.e, or 2 IRCs stating interests to 39 Gilpin Road, Newton
Aycliffe, Durham, DL5 5EQ or phone Aycliffe 310335.

WARGAMES FIGURES PAINTED TO COLLECTOR’S STAN-
DARDS. Sends.a.e. ortwo IRC's for price list to: D. Seagrove, The
Last Detail, 196 Parlaunt Road, Langley, Slough, Berkshire. SL3
8AZ.

CLUBS & SOCIETIES

MANUS O’CAHAN’S, the only Scots/Irish Royalist regiment in the
Sealed Knot, is now recruiting nationwide for the 1988 season.
Pikemen, musketeers, pipers, campfollowers are all required for an
exciting season which includes a refight of Auldern on the actual
battlefield. Those interested should get in touch with us NOW! In
Scotland: Donald Linn, 118 Brunswick Street, Flat GF1, Glasgow.
Tel: 041 552 3730. In the North of England: Steve Langan, 20
Emerald Street, The Groves. York. Tel: 0904 21408. In the South
of England: Bruce Maclellan, 60A Victoria Street, Aylesbury,
Bucks. Tel: 0296 85022.

CLUBS RECRUITING

ESSEX WARRIORS. The club meet at the Village Hall, Writtle,
near Chelmsford, one or two Saturdays a month from 10 am to
about 5 pm. New members 16 and over welcome. Further
information from John Jackson, 0206 272 776.

FORTHCOMING EVENTS

F.ILA.S.C.0. '88. Aninnovation at the Convention this year will be
a number of talks of interest to many wargamers. The following
have been arranged so far (some others may be added): 11.00 The
Society of Ancients. Talk on their organisation and aims. 13.30 Ian
Hale (Hales Models). Talk on the construction of model buildings,
etc. 14.30 Wargames Developments. Talk on their ideas for
wargames. 15.30 Roundhead Association. Talk on the English Civil
War battles they put on.

WANT A FIGHT? Then come to Leicester Wargames Society open
day 21st/22nd May at West End Community Centre, Andrews
Street off Hinckley Road. The two-day event will include
demonstration games, participation games, trade stands, refresh-
ments etc. Entrance fee: 30p.

HOPEFULLY FORTHCOMING EVENT

MODELS, WARGAMES AND BOARDGAMES ’88. We are
hopeful of staging the above event at the Corporation Hall at
Stockton-on-Tees on Saturday, 4th December 1988, however there
is a possibility that the venue may have to be changed owing to
proposed redevelopment of the area. We are currently investigat-
ing the situation. watch this space for further details! David R.
Clemmet & Thomas Davidson, co-organisers.

CALENDAR

MAY

Sat 21st and Sun 22nd: Present Arms '88 at Rocheway Youth
Centre, Rocheford Essex.

Sat 21st: Bridgehead '88, N.E. Regionals, at the Museum of Army
Transport, Beverley, Humberside.

Sat 21st & Sun 22nd: The 4th European Championship of
Wargaming, Salle de la Roquette, rue Merlin, Paris XIth, France.
JUNE

Sat 4th & Sun 5th: Woughton Centre, Milton Keynes

Sat 11th: Partizan '88, The Grove Sports Centre, London Rd.,
Newark. East Midlands Regionals for the National Championship.

Sat 18th: FIASCO 88, Armley Leisure Centre, Leeds.
Sat 25th: Blitz '88 at Central Hall, Warwick Road, Coventry.

JULY
Sat 9th/Sun 10th: Midland Militaire, Birmingham.

Sat 9th/Sun 10th: Challenger '88 at King Edwards School, North
Road, Bath. S.W. Regionals of the Nationals.

23rd/24th: To the Redoubt '88, The Redoubt, Marine Parade;
Eastbourne. A convention in a Napoleonic artillery fort. Great!

Sun 31st: Sabre 88, Old Swan Hotel, Harrogate.

AUGUST
Sat 6th: Claymore '88, Adam House, Edinburgh. Top show of the
vear in Bonnie Scotland.

Fri-Sun 19th-21st: Warcon One, City of Birmingham Polytechnic.
See ad. elsewhere in this issue).

SEPTEMBER
Sat 3rd, Sun 4th: National Wargames Championship Finals, at the
Portland Leisure Centre, Muskham St., Nottingham.

Sat 10th: Ceasefire '88 at the Armitage Centre, Firs Athletic
Ground, Fallowfield, Manchester. Features the MAFV A National
Championship Finals.

17th/18th: “Colours™ at Armageddon '88, The Hexagon, Reading.
24th/25th: Euromilitaire, Folkestone.
OCTOBER

Sat 8th & Sun 9th: Osprey World Championships, Assembly
Rooms, Derby.

opposite top: 25mm Ancient Greeks by Essex Miniatures; painted
by Gary Worden, these were prize winners at last year’s Northern
Militaire. The ruin from Hales Models.

opposite below: ‘They gloom, they glower, they look so big.’
25mm Stratagem Highlanders painted by Sue Maidment. Crofts:
Hales Models.

When replying to adverts please mention Wargames Illustrated.
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