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This month’s Picture Reviews (for those
who don’t have time to read a thousand
words) turn the spot light (top left) on
the painting of Richard Lowles of
Brothers in Arms, a professional figure
painter of obvious talent whose advert
may be found elsewhere in this issue.
The recipients of the paint job are some
of the 25mm. Sedgemoor figures from
the Dixon Miniatures stable, designed by
the talented Mark Copplestone.

The cottage at left is scratch-built in
15mm by Hales Models. The talented
trio from Skelmersdale are currently the
hottest property in one-off wargames
real estate. Roof lifts off for those who
like to put troops inside, but — and I've
had words with them about this! - the
door doesn’t open.

The Essex Miniatures Knight above is
painted by Bill Brewer, whose Rye
Stamp & Hobby Shop closes down at the
end of this month. As stated in our first
issue, Bill is to take up his brush full
time. Obviously if you've got some
heraldic painting in mind you'd have to
go a long way to find better at a
reasonable price. Bill isn’t cheap, but he
does give value for money.

The Jacobite Highlanders opposite are
from Front Rank Figures. Like the
Confederates shown last month these
were painted (— and based ) by Chris
Leason whose work is available through
Games People Play.

More PRs next month, including stuff
from two firms new to the hobby this
year —so don't miss issue 3 of Wargames
Illustrated, published Thursday, 22nd
October.




Opening Shot

It's too soon to have an overall picture of how our first issue was
received. Early indications are that it's gone down fairly well. One
shop, that stocks 36 copies of my old magazine, took 100 copies of the
new one and sold them all within a week. (The benefits of being in
Central London!) Some advertisers have also reported a good early
response. “It’s like there's never been a wargames magazine before!”
was perhaps the most ecstatic comment. (Thank you, Military
Miniatures — nice to see two “country boys” doing so well!) Peter
Gilder tells me he virtually filled all the places in the five Wargames
Holiday Centre weekends he advertised within a week of publication
- so if you're interested and haven't booked yet, better get in quick.
One painting service have had to cut down their ad space in issue
three: the response generated by their first ad is enough to keep them
going!

Response from readers is also beginning to filter in. Peter Gritton’s
system for “Wargaming Night Actions’ set in the Russo-Japanese
War, 1904-05, has already been transferred to a tabletop in Cumbria
for a Vietnam game, and a Midlands tabletop for a Marlburian ‘foggy
dawn’ attack by the French on the Anglo-Dutch lines. Andy Callan’s
rules for the A.W.I. happily coincided with the visit to this country of
a large contingent of American A.W.I. re-enactors, who eagerly
snapped up over 100 magazines from our agent at their H.Q.

Articles are beginning to come in steadily. All very welcome,
please keep them coming. Remember to stress the wargaming
aspect, not just the ‘potted history’!

In this issue we have a couple of sets of rules: by Andy Grainger for
Romans versus Gauls (or similar “Barbarians™), aimed at bmm scale,
but can be used with 15mm; and Eighteenth Century Naval rules by
Andy Callan. If you don’t want to adopt the latter in their entirety,
you can graft the signalling rules onto any set of existing
Napoleonic/Eighteenth Century naval rules without too much
difficulty.

Anyone who tries any rules published in Wargames Hlustrated and
feels inspired to write a ‘battle report’ should go ahead and send it in—
but, keep to a minimum those inevitable handmaidens of victory and
defeat, the self-glorification and the wailing and gnashing of teeth,
and emphasise the following: which parts of the rules worked well;
which didn't; any amendments or additions you made because of
either dissatisfaction with some aspect of the original rules or to cater
for any peculiarity in the scenario you used.

Finally, this issue should have been back to our basic 52 page
format, but since advertisers are being very supportive we've got 56

es, and I've put in a few more colour photos because I know some
of you like them. Keep up your support directly to the magazine and
to our advertisers and you should reap the benefit!

*NB Issue 3 will be published on the third Thursday in October
and will include rules for a WWII skirmish game; an ultra-modern
scenario; and rules for Highland Scots rebellions.

D.M.

Front cover: French cuirassiers charging across the Russian snow,
Wargames Holiday Centre Napoleonic action.

Back cover: More Napoleonics, at opposite ends of the scale. Top are
Heroics & Ros 6mm from the collection of Peter Dennis. This was a
multi-player game with five corps involved, French vs. Austrians,
played on successive Friday nights in Peter’s wargames room.

Below, from the collection of Dave Thomas, some Connoisseur
Napoleonics. The gate and walls in the background are from Hovels.
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MILI ART
o (THE EAST TOWER)
(™48~ 051638 3535 or 051 638 6585

15mm, 25mm + Micro painted armies, units, individuals and painting service.
We now offer over 500 different armies from Ancient Libyans — NATO.
25mm (80 piece) Starter Armies £51.50. 15mm (80 piece) Starter Armies
£32.45. 15mm, 1,000 + pt Armies (160 + Pieces) £61.95.
ANCIENTS - MEDIEVALS - RENAISSANCE - HORSE MUSKET -
NAPOLEONIC - A.C.W. COLONIAL - WWII - ULTRA MODERN

Hundreds of armies available in both 15mm + 25mm st above prices. PAINTED MICRO ARMIES,
designed, arganised and painted by Bruce Rea-Taylor auther of CHALLENGER rules * hists.

FULL RANGE OF TUDOR DESIGN BUILDINGS

MAIL ORDER - LARGE S.A.E. CATALOGUE 25p
62 Earlston Road, Wallasey, Merseyside.
All Cheques payable to: MILI-ART

et

MICRO-SCAPE

Pond Cottage, The Street, Sametleyton, LOWESTOFT, Suffolk,
NR3I2 BQR. Tel. (0502} T31423.

Painting and Terrain Service for All your Requirements

All Bigures, be they peasasis or puardimes are palsted o o very bigh
with that lschude dr shading eir. Flowse sate
yaur of varnleh: mait or glos. To add » touch of cluss, all fgures are
based oo  bigh qualiy phywood and cam be coversd with a  chalee of Hght,
mid, derk greem or deseri flck. i would  be adventageoss 0 emstomers
sapplied & Lelephose asmber for referral parposs.

wianderd,

Micro = Tank Painting Service

#mm. Lighl Vebicles [Armosred Car, APC) oy

Mredswm Vehacles (Sherman lank] =]

Heary Vehacke (Keng Tiper) aop
Estimates piven on ofber dems

Doa't forgel the berrain  amd New  Velersn Maganae which caters
for all perisds, an sxrelleni resd sl by Tip

Send L0 for full Betingy snd 8 smmple mam Sgurr  (please do mob request &
specific sample figure).

Plesse sdd 10% FLP for UK | BEP.O orders, 30% for Enrope asd 0% for
US4 sad  Anstralis,

Cheques | P.D.s payable to MICRO-SCAPE.

PETER LAING

Pioneer specialist in 15mm, easy to paint, wargaming figures and equipment,
owver 1,000 items to choose. Rapid mail order.
Ancients, Egyptians, Assyrians, Greeks, Persians, Romans, Carthaginians,
Gallics, Byzantines. FEUDALS, Normans, Saxons, Saracens, Vikings;
MEDIEVALS, including Siege warfare, Mongols. SAMURAI, RENAISSANCE;
Landsknechts, Turks, English, Spanish, ecs, ECW, including Scots.
MARLBURIAN, AWI, NAPOLEONIC, British, French, Prussian, ptian
Campaign. CRIMEAN, British, French, Turks, Russians. FRANCO Pﬁt?ESMN
WAR, ACW & INDIAN WARS COLONIAL, British, Dervishes, Boers, 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
sample. Please state interest.

PETER LAING

Minden, Sutton St. Nicholas, Hereford, HR1 3BD
Tel: 043-272518.

When replying to adverts please mention Wargames Illustrated.
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Early Assyrian Chariots
Early Assyrian Inf/Cav
Late Hebrew

USING
CHARIOT Mycenean & Minoan Greek Chariots
1 1 MINIATURES Mycenean & Minoan Greek Inf/Cav

& 15mm armies using MINIATURE FIGURINES

& NAPOLEONIC — French; British; Prussian; Austrian; Russian;
~ Brunswick: Saxon; Westphalian; Spanish: Dutch-Belgian; Bavarian;
‘Wurtemburger; Polish;
M SEVEN YEARS WAR - British; French; Prussian; Austro-
~ Hungarian; Russian;
AMERICAN CIVIL WAR - Union; Confederate;
*§r ENGLISH CIVIL WAR — Rovalist; Parliament; New Model Army;
- Scots Royalist-Montrose; Scots Covenanter;
THIRTY YEARS WAR — Imperialist; French; Spanish; Swedish;
Bohemian;
=~ [TALIAN WARS — Spanish: French; Milanese; Florentine; Venetian:
RENAISSANCE — French Huguenot; French Catholic; Polish;
YW Samurai; Swiss; Knights of 5t John; 16th Cent English: Moorish;
~ Landsknecht Mercenaries:
ANCIENT - Early Hoplite Greek; Early Achaemenid Persian;
"W Thraclan; Later Hoplite Greek; Later Achaemenid Persian;
~ Syracusan; Alexandrian Macedonian; Indian; Alexandrian Imperial;
& Aslatic Early Successor; Lysimachid; Macedonian Early Successor;
Seleucid; Armenian; Camillan Roman; Carthaginian; Parthian;
Spanish; Early German; Marion Roman: Ancient British; Scots-Irish:
Early Imperial Roman; Middle Imperial Roman; Late Imperial
 Roman; Pictish: Dacian; Gothic; Sassanid Persian; Early Frankish;
Palmyran; Sub Roman British; Arab Conquest; Slav; Carolingian;
M Thematic Byzantine; Nikephorian Byzantine; Norman;
~ Saxon; Viking:
MEDIEVAL - Al;ﬁlc—l'icmam Feudal English; Feudal French; Anglo-
4 Irish, 100 Years War English; 100 Years War French; Wars of the
Roses-Yorkist; Wars of the Roses-Lancastrian; Selju%gjrk: 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;
*W North West Frontier-British; Pathan; Boer War-British; Boer: French
~ Foreign Legion; Arab;
WORLD WAR ONE — British; German; French: American: Austro-
'W Hungarian; Russian;

~ 15mm | 15mm STARTER
F STANDARD 1mm PO @8 | PACKS INCLUDING
o + £1.50 P&P ’ . « INC P&P
? Vu |=-;-I T30 : SST?nNEéSI% ? 15mm armies using DONNINGTON MINIATURES
- m - i : » Mario %
. £1650 1+ ELSOPEP | ANCIENT Camilan Roman:Cataginian Maron omary
o Han Chiriasa Seleucid; Hellenistic Greek; Daclan; Saxon; Norman; Viking;
.? Tibetan LATE 17th CENT — Anglo/Dutch: French: Austrian/Imperialist:
i i AMERICAN CIVIL WAR — Union; Confederate; %
L e e nsiontonien | 25mm ARMIES £49.50 INC P&P"
Hittite Chariots
@ L‘Lfg::;"f"'c av Armies using MINIATURE FIGURINES f
% 1 Smm A IES New Kingdom Egyptian Chariots NAPOLEONIC — French: British: Prussian: Russian; Austrian;
L R Iul MNew Kingdom Egyptian Inf/Cav
3

-
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PHONE YOUR ORDER

: Fhe Guardroom
Made Army Specialists

WE NOW GIVE YOU A CHOICE OF TWO SIZES OF READY MADE ARMIES OR OUR STARTER PACK!
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Armies using ESSEX MINIATURES

ECW Royalist: ECW New Model Army; 100 Years War English;
100 Years War French: Wars of the Roses-Yorks: Wars of the
Roses-Lancs; Feudal English; Feudal French; Alexandrian '
Macedonian; Indian; Early Hoplite Greek: Early Imperial Roman;
Late Imperial Roman; Thematic Byzantine; Nikephorian
Byzantine;

1/300 MICRO TANK ARMIES

£15.00 inc. P&P. OVERSEAS ADD £2.50

British Israel Egypt
American French Belgium
West Germany South Africa USSR

Dutch Syria Libyan

WWIl German WWII British Il Russian

UK Customers ordering three or more armies

Pay postage for two only

OVERSEAS CUSTOMERS POSTAGE RATES

EACH ARMY EUROPE U.5.A WORLD
15mm STANDARD £4.00 E3.00 £60.00
15mm JUMBO £3.00 £6.50 £8.50
STARTER PACK £1.50 E£3.00 £5.00
25mm ARMY £5.00 E7.00 £9.50
JUNCTION

~ AWE
kAN
4I¥ HERE / Z
| n |
o

~—2 MILES—>»

A5
CAR
PARK

ARMIES ALSO AVAILABLE BY MAIL ORDER

T T T T I T T T B |

FOR FURTHER DETAILS SEND SAE OR IRC TO:
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THROUCH LISINC ACCESS 38 WEST ST., DUNSTABLE, BEDS. TEL: (0582) 606041

When replying to adverts please mention Wargames Illustrated.
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MINIATURE FIGURINES LIMITED
1/56 Graham Road Telephone (Factory)
Southampton SO2 0AX (0703) 220855
Fteglstered in England No 937844 V.AT. 1880298 31
FULL CATALOGUE POSTAGE & PACKIN
S5UK 15mm & 25mm = a
00 Seamai HISTORICAL MODELS FOR inimum 35p
£4.00 Seamail 15% up to £20.00
£6 Airmail THE DISCERNING WARGAMER 10% over £20.00
Postage Paud 30% overseas—sea
1870-1871 ‘ RAI. FAR I HA
|
FRENCH INFANTRY PRUSSIAN INFANTRY ‘ F A N I As Y
1M French Line Infantrymen 20M Prussian Line Infantrymen
2M French Line Chasseurs 21M Saxon Line Infantrymen |
3M French Guard Grenadiars 22M Bavarian Line Infantrymen | MANUFACTURED UNDER LICENCE
4M French Zouaves 23M Wurtemberg Line Infantrymen |}
5M French Naval Battalion 24M Silesian Riflemen IN THE UNITED KINGDOM
BM French Garde Mobile
PRUSSIAN INF. COMMAND ' BYINIION
FRENCH INF. COMMANDS 25M Prussian Line Command
7M French Line Infantry Command ~ 26M Saxon Line Command l l
BM French Guard Grenadiers Com  27M Bavarian Command BA LETECH
9M Zouaves Command 23M Wurtamberg Line Command The official models to use with the FASA Game
10M Naval Battalion Command 29M Silesian Rifles Command g i 7
11M Garde Mobile Command —All you need to ﬂ'ghf The Successor Wars"” —
PRUSSIAN ARTILLERYMEN The are great.
FRENCH ARTILLERYMEN 30MA Prussian Field Gun Crew y g
12MA French Line Field Gun Crew
13MA French Mitrailleuse Crews PRUSSIAN CAVALRY 20-B06 Hunter, 35 Ton Missile TANK ........c.ccocenrrsssresssrsmsreresens £2.00
20MC Prussian Cuirassiers 20-807 Stricker Armoured Car ......
'::'EC"FC"' c::“,'-“" . 21MCexeasian Desgoins t 20-808 Pegasus Lt. HOVEr TANK.........ooooeesreeemreessseeseesrsseeee
rench Cuirassiers
2MC French Dragoons 23MC Bavarian Lancers 20-816 Vedem:e,50TonTanl-:........................................,........... i
3MC French Hussars 20-822 Demoalisher, Super Heavy Tank .. e E3.00
4MC French Chasseurs A Cheval PRUSSIAN CAV. COMMAND 20-831 STG-3RStINGEr......cvcrusiomrmsssnssenses s £1.50
5MC French Chasseurs d'Afrique 24MC Cuirassiers Command 20-832 WSP-1AWasp...... o E1:50
25MC Dragoons Command & z
FRENCH CAV. COMMANDS 26MC Hussars Command e e e A
6MC Cuirassiers Command 27MC Bavarian Lancer Command 2 kit t ;
7MC Dragoons Command 20-835 GRF-INGriffin.............. - £2.00
8MC Hussars Command ARTILLERY GUNS 20-836 SHD-2H Shadow Hawk. .. £250
13:{% g:as&eurs E&Tman% 1MGA Prussian Field Gun 20-837 WVR-6R Wolverine..... . £250
asseurs rique Com 2MGA Prussian Siege Gun .
11IMC Mounted Staff Officers 3MGA French Field Gun ;ggg %‘; ngﬁnle:!abm?r" g%
AMGA French ‘Mitrailleuse’ - 1l o gm0 | e e AR R ] .
| 20-840 WHM-6R Warhammer..........ovimiimmissnsesssnsnnies. £2,50
- 20-841 RFL-3N Rifleman............
20842 ARCR AT e e ensenaas
20-843 MAD-3R Marauder ...........ocomsesmserassemsssssresasmssrassessssases
OTTOMAN TURKS 16th CENTURY ||l Z08u crviocust....
b n L T T D 5[ e e e T e N U S A A
INFANTRY CAVALRY .30-346 g:]vL-‘I %iollath
68X Janissary Arquebusiers 69XC Heavy Feudal Spahi 0-847 S-8 5 wesome
69X Janissary Archers 70XC Light Feudal Spahi Atk DR e E 0 T T ) e O Rl e ot
70X Janissary Spearmen 71XC Turkish Delli 20-849 CNO-ACaNUION ....occiiiiicmsiisiisssasiasisissasssrssssassasssassa
71X Janissary Halberdiers 160XC Spahis of the Porte F i
150X Naval Janissary 151XC Muteferrika Guard ;gg? V?i_—lzhf::f: f:;:::
151X Acemi Oglans 152XC Arab Light Cavalrymen
152X Azab Bow/Swords 153XC Akinijis with Spear and Bow 20-B52 CPLT-C1 CBIAPUIMN.. ccioeseissssisismsiisesssiamsssssasssnias sesmaasissss
153X Azab Swords & _Shields 154X C Akinjis shooting bow 20-853 PNT-9R Panther......
Iﬁiﬁ“iﬁ“&“ﬁéﬁ'ﬁs AL B 20-854 HBK-4G HUNChDACK. .....co.civvmssussiasssesssssiasssssasiasssnssssns. £2,00
ab Halber ol COMMAN
155X Azab Swords & Shields 165XC Feudal Spahi Command gg_::: g:b-;ggstsa[ gﬂsg
156X Azab Arquebusiers 156XC Suleiman, Turk Commander, g ;
157X Arnauts Arquebusiers and Standard 20-857 UMR-60 Urbanmech £2.00
158X Artillery Guard | 20-858 CDA-2ACicada .......... £2.00
CANNON 20-859 SCP-1N Scorpion £2.50
ARTILLERY
1T1XAH Bombard L i
158XA Turkish Artillerymen 12mu:1moﬁ1";afé 20-860 VTR-9B Victor...... £3.00
(Topdiis) pack
75p per pack e Mode! scale — 3.3mm to T metre. All details Copyright FASA Corp.
TRADE ENQUIRIES WELCOMED FOR PRODUCTS BY MINIFIGS, RAL PARTHA & GHQ MICRO ARMOUR.
PHONE or WRITE NEVILLE DICKINSON FOR DETAILS.

When replying to adverts please mention Wargames Illustrated.



HEROICS & ROS FIGURES

1/300th SCALE METAL FIGURES £1.15 Packs containing 50 infantry, 20 Cavalry or 6 Guns & Crews

DISCOUNT OFFER: 10% discount on all orders over £50.
15% discount on orders over £100.
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HEROICS & ROS FIGURES
Unit 12, Semington Tumpike, Semington, Trowbridge, Wits BA14 6LB, England. Tel: 0380870228
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MEWHD S Gt Grenaosens Ancart Penod (12 20)
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MACWIS  Corvecerats intarery Atackrg Inchuces il GEMGAIN rudes) and Asmy Lisss (£3.00)
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II.I.iEE.YT.IH.EI'W MICRO-TANK ARMIES
[1_|IBLETOP GANES | sime——— Rz
DAYBROOK, 3 Sttt e s e
NOTTINGHAM o RRneN
NG5 6BB 10% P&P | TrerchWWiRues. . . ._.£175  BRAEL ..o o]

Min. 18p in UK. 60p Surface Mail.
Qverseas: 15% Surface Mail. 60% for Air Mail,
Send SAE for catalogue

Alliance Miniatures, P.O. Box 2347,
Des Moines, lowa 50310.

a-n'rmwm
Micro Armeour 1
{33 each unless stated] NEW-ACRYLICS
prorh ARMOURY PAINTS £1.25psach
White Primes
Uy Mz U Sp Hsd
M1 e Orange %::’t
Kheki Yeliow
Dark Field G
Medium Green Qlive Dra
Dt Gy
Dark Brown %m
Red Silver
ﬂ Bronze
=
Brick Red DarkGray
metal
: e B F-nadsg"m:maemaum] ...... 25
QueGrm G OMG Corps Commander.....—..........£295
s Musket Brown NAPOLEONIC ARMY LISTS UNUSUAL GIFT. (PRICES INCLUDE POSTAGE)
: A well researched set of Ammy Lists covaring both B00
frhionoos Ao Sumocehirany Nk &
il values ane
Gl andSound of the Guns ules.......... E250
TREES SCALES & PRICES Anew conceptin Modern Wargaming which
! 17300 15mm  25mm allgws players to field and control unds upio
Deciduous Green 5p Sp £1 Dvisional lavel with ail s assets. All aspects of
mmm g gﬂl: El madern Warfare are coverad and Corps level
s At b i il
o Elossom s s o army 295
_
NEWHFREFLY
WWII 1/300th & 1/200th Micro,
NEW Rules by Bruce Rea Taylor
Author of
GRID_ IRON HEROES / D AN Flas v
mmﬂf;mllﬁuh—m all aspects of the Period and ALSO includes
i available: ists, suitable for club or competition TERCIO - REVISED EDITION
Z5mm AMERICAN FOOTBALL RGURES ST R S0 Arevised eiion ol our populat Renaissancs
Super Sherman games Ries & Army Lists 426
== lseEs e
TABLETOP FIGURES FORTHE BESTIN 15mm s i
e S
MR41 French Musketeer MBC16 Spanish Escopetero
NEW 15mm ANCIENTS 15mm RENAISSANCE V& b pismmen MAC1T Oficer o raing
MA43 Dutch Musieteer MACIA Standard Bearer (250) A2 Unionchanging
s FIGURES (formerlyby s Spenish Piemar s i & Uneniemy ©
ASC2 Light Cav Spear & Bow) ASGARD) MR45 Europesn Officer MRC19 me A1 cm&’m""‘_'ng‘d figa). . 30p
ﬁ E;hmeﬂgal[.dmlﬁ?i MR47 Europesn Standand MRC20 French Miller A11 Conf.charging
Cavalry INFANTRY 10p sach MACZ1 German Reiter  firing
ﬁ Etﬁnmbtt:fg:lﬁ Late ¥5th Century Early 17 C MRC22 Spanish M-at-Arms A13 Conf. Command (3 igs) .. 30p
#SC7 with Bow W Bumndin asnn Wil CenchMsnan MRAC24 Ditch Lancar e ;m“"-.'.'%
& L o e £ Bt i
i
S B i o MR52 German Muskoteer bt B Gt e A23 Zouave Command (3fgs) ... 0p
AS5  Heavy Shinger Swiss Fank Pikeman MRS3 German Pieman Late 17th Cantury A30 Iron brigade charg
ASE LyMedSiinger SRE: S| ey ERAmen M54 Genrian Grent infantry MACZ8 Spanish Caballo Coraza o o brgeds =
AST Heavy Mace/Axeman MRS Swiss Light Pikeman MRS5S Swedish Muskatesr S oiond A32 Iron brigads firing
ASS General forchari MA?  Swiss Halbardier MFEE Swedish Plkeman MACI0 Envedish Colasair A3 Iron brigade Command (3 figs) ... 30p
with shd MRS Swiss Arqusbusier Cavalry 20p sach
ASS LyMed spear Swiss Crosshowman 17 MAC31 Cav (Lobster Helmet) ACT
MR10 Swiss Homblower M Pike AC2 Uni
%WMGWEG%JG 00 MR11 English Billman Mgg ssgm:mm MACII LiCav + Pistal AC3
SRzt i . s s b St i
EGC3 LiCavairy (Bow) B S MRSD English Fikeman MAC35 Cavalry Standard (25p) -
EGT Spesrman Med) m{; ES O sase e B e P MACE Fangarian Hussar 480 Cout 0 only
Eggz Litayan L1} - MRIE lrish MRE3 New Madel Army Muskst MRCS3 Croat Horse Archer AC12 Horseholder _10p
G4 LightArch MR17 Secot Noble Fikeman MRAG4 Highlander Swortsman GUNS
EG5 LightSiinger A L X e MRS Caveranter Fikeman MRDX1  Earhy 16 C. Gun
EGE Javelinmen MR19 Scottish Highlander MRBE Covenanter Musketeer M otz 1Eh C G
MFZ1 hafian Halbardier MRE? E“rmm MRX3  Early Thh.C Gun
3 MRZZ hafian Arquebusier MRS Bl Archer MRXA Early 17ih C Lt Gun
0 by o MRZ3 halian Crosshowman P
HAC3 Heavy Cav (Lance) R T e — CAVALRY 20p sach RO 2ot T with Rammer and Bl
HACA Heavy Mad X Late 15th Century MRXE Early 16thC. with Powder Barrel &
HACS Light Cav Long Spear) MA26 Landsknecht Heavy Pike MRAC1 Burgundian M-at-Arms p
HACS Light Cav T e i MEXS  Early 160hC. with Swab
HAC? LtCav Bow, Jav, Shd -4 D chen Coumemiel MRX10 Earty 16th C. Master Gunner
HACE Mtd General MF30 Spanish Fi MRAX11 Late 16th C. with Ball
HAT - htinfLiav.Sha) MRS Spanish Halbardier o MRX12 Late 181 C with Swab
HA3  Comvics ev,5hd) et Brmbittoh ar MRCS - aan bod CBow MRX14 Late 1607 wih Powder
HAZ  Halberdi W33 Spanich Swond & Buckier MRCE  Swiss ith Rammer
HAS  Swordsman(Sword,She) oy o MAC7  Englsh VXIS Eary 17 it Comse had 5o
HAB Archer (Bow) NEGS: Eemysn St MRCS  English Demi-Lancer MRX17 Early 17thC. with Swab & Bucket
HA7 Archer [XBow} IS . English Bovder Horss MRX1E Officer with Linsta
HAB Spearman (Long spear, Shl Late 16th Century MRACT0 Early Reiter  Spear -
HAY Stong v T S MACT1 irish Cavalryman U.S. CUSTOMERS
JerewE150 MRS ngwi" MRAC12 French Gendarme All our products are available from
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JMilitary  IMiniatures

Hi folks! Welcome to yet another NEW Wargames Magazine. Of course MILITARY
MINIATURES are in at the very beginning (groans all round).

Just to remind you we are the world’s biggest figure painting firm, and the world’s largest
supplier and manufacturer of terrain. YES, even our antipodean neighbours in AUSTRALIA,

are on OUR map (see Gary Wells for details, cobber).

Just to remind you of our very own

25mm 40 piece sets of painted figures at...........ccccoecvnvenenn. £35
25mm 120 piece painted armies at..........ccrsemmerrsssessersssssss £99
15mm 140 piece painted armies at.......cmmmse. £84

These are all painted, texture based, varnished in Matt or Gloss, and
blessed by a well known wargames deity! And don't forget folks, these
prices include the cost of the figure. No hidden extras with us!

But you know all of this from our adverts in “other” magazines, so
what's new Doc'. Well friends, our full time staff down in the
wargames laboratory have been working on a number of new projects,
just for you.

CONNOISSEUR ARMIES

By the legendary BRIAN DESBURGH, who is probably the finest painter
living in the UK.

A basic Connoisseur army can contain for example, three Infantry units,
two Cavalry units, Staff and artillery for a total of approximately 100
painted, based, varnished and blessed pieces £399, plus £5 for special
Securicor delivery.

WARGAMES FOUNDRY HISTORICAL ARMIES, AND SETS

A 40 piece set will cost £38, a 120 piece Army will cost £110.

Armies include the following: MEDIEVAL 14thC, WARS OF THE ROSES, WARS OF RELIGION,
EARLY IMPERIAL ROMANS, MARLBURIAN, ENGLISH CIVIL WAR: Including SCOTS LOWLAND,
HIGHLANDERS, FRANCO-PRUSSIAN and SAMURAI®

*Samurai sets are £45 armies are £130

HEXARAIN AND MINI-MATRIX

These systems further enhance the TSS basic range of two foot square polystyrene terrain blocks,as seen at all major wargames events
this year, and purchased in van loads by YOU the wargaming public.

MINI-MATRIX
One foot square terrain blocks fully compatible with the basic range
of TSS two foot squares, and incorporating some rather nice new
features!

HEXARAIN

One foot diagonal terrain hexagons incorporating a vast range of
types giving you an incredibly flexible terrain system!

These new systems are prepared to the same exacting standards as our current lines, and are backed by the speedy and professional
service that you have come to expect, and are of course entitled to expect, and above all positive marketing of our products based on an
in-depth knowledge of Wargaming ensure that ALL our products are WHAT THE WARGAMER WANTS, and are available at a realistic,
and affordable price. Why pay more!

The full range is now available in the following colours, as are the TSS lines:
1. Grass, verdant green 3. Oceanic, (cruel sea...) blue
2. Desert, (God, the heat...) sand 4. Deep-space, (the final frontier...) black

Now you can really make your board-games come to life with our Hexarain system. Mini Matrix/Hexarain and TS5 lines are available in
any guantity, you do not have to order “sets”, however here is an introductory offer which may interest you:

Hexarain or Mini-Matrix terrain pack
including trees, hills and other features delivered to you by Securicor, FREE OF CHARGE

MINI-MATRIX £34.95 HEXARAIN PACK £54.95

contains 15 blocks, hill pack, contours and trees contains 15 Hexagons, hill pack, contours and trees

SAMPLES
Okay, so how do you get to see all of these fabulous sounding goodies. Well, it only takes a phone call, or a
letter or any other means of communication you may have! If you phone you get to talk to Jane, and if you
write, your letter will be read by Jane!

We will send you FREE of charge: A 15mm painted figure, a 25mm painted figure, a TSS hill, and a sache of
flock, and a load of old rubbish to read about how wonderful all of our products are.

For a sample of Mr Desburgh’s work you have to send money. This will cost you £5. State clearly whether you

MILITARY MINIATURES, Dept WI,
11, NORTH STREET, WISBECH, CAMBS PE13 1NP
Telephone: (0945) 581582

would like a 15mm or 25mm Desburgh sample. You can't lose.
S mcm
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THE FINEST 15mm FIGURES IN THE WORLD COME OF AGE —
No time to write fresh copy this month as ['ve been acting as batman, A.D.C.,
& Guard of Honour to nigh 700 American War of Independence
re-enactment fanatics, and all this at my age — when [ should be taking things
a little easier. In fact it's my birthday today, but I've reached an age where
that's better kept secret. So, we'll just have to repeat our list of some
SUPERUNITS (20:1) and BATTALION PACKS (50/60:1) — and don’t
forget our complete catalogue at £2.50 post paid (UK and BFPO).

BRITISH - PENINSULA PERIOD RUSSIAN - 1812 PERIOD
SUPERUNITS BAT PACHE‘&' SUPERUNITS BAT. PACKS
£
Line Battalion gggé ggg Eg}g :jﬁ !\M‘\usteteer Battalion SuU23 4.32 g;g? ggg
Light Battalion ; ; usketeer 2nd Battalion E - ;
Fusilier Battalion SUo3 396 BP15 144 Musketeer 3rd Battalion - BP38 0596
Guards Battalion Suo4 480 BP14 192 Musketeer in Greatcoats SU29 432 BP39 096
Light Dragoon Regiment SU05 540 RP34 216 Musketeer 2nd Bt (Gets) - - BP40 0596
Heavy Dragoon Regiment SUo6 540 RP32 216 Musketeer 3rd Bt (Gcts) - - BP41 096
Highi}g?ld Battalion suo9 4.8{01 Bgﬂ l,gg Grenadier ést Bt (GGcts} Su46 432 BP42 ggg
The Rifles SuU10 24 BP21 1. Grenadier 2nd Bt. (Gets) - - BP43 0.
KGL Line Battalion SUll 384 (Use BP13 Grenadier 3rd Bt (Gets) . - BP44 0596
KGL Light Battalion Sui2 384 Use BP19 Position Battery . - BP45 6.00
Hussar Regiment Su17 540 RP22 216 Dragoon Regiment SU42 675 RP63 216
Hussar Battalion SU43 6.75 RPB4 3.78
BRITISH - WATERLOO PERIOD Eh‘a" il ST E‘ig 2%2 3'32
> sack Pulk Su47 6. ;
Line Battalion SU32 396 BP16 1.44 S
Fusilier Battalion SU33 396 BP59 1.44
Guards Battalion Su34 480 BP5B 1.92 PRUSSIANS 1812-15
Household Cavalry SU39 540 RP60 162 Musketeer/Grenadier Bt SUis5 384 BP46 1.44
Heavy Dragoons SU41 540 RP33 2.16 Fusilier Battalion SU16 384 BP47 1.44
Royal Scots Greys SUa4s5 540 RP67 2.16 Grenadier Co. x 2 - - BP4B 0.72
Landwehr Battalion Sugﬂ gg g:g? }ﬁ
FRENCH Reserve Battalion SuU31 3. ;
Line Battalion SU07 360 BPO1 1.44 Jager Battalion SU38 288 BP54 144
Line 2nd/3rd Battalions - - BP02 1.44 Dragoon Regiment suz24 6. RP50 2.16
i ; Kurassier Regiment SU25 648 RP51 216
Light Battalion Suo8 360 Use BPO2 g
Middle Guard SU13 288 BP04 144 Hussar Regiment Su26 g-ﬁ Rpgg i}g
Id Guard SUl4 480 BPO3 1.44 Uhlan Regiment suz27 RP
ghassgg; a Cheval Rgt SU19 648 RPO7T 270 Landwehr Uhlan Regiment SU28 648 RP55 216
Hussar Regiment SU20 648 RPO8 270
Dragoon Regiment SU21 648 RPO9 270 AUSTRIANS
Polish Lancer Regiment e o dd = RELG e 10 German Fusilier - Helmet Su48 360 BP68 1.92
Cuirassier Regiment S36 6.75 RP11 270 G G di SU49 288 BP69 144
Grenadier a Cheval Rgt. SU37 675 RP12 270 O : :
Hungarian Infantry Shako SUs0 432 BP70 1.92
Hungarian Grenadiers SuUs51 288 BP71 1.44
PORTUGUESE Jager Battalion SU52 288 BP72 1.44
Line Battalion SUig 336 BP56 096
Cacadores Battalion SU3s 300 BP57 096
Dragoon Regiment SU40 540 RP82 162

Remember, the above units can be combined to form brigades, divisions, and even armies when you add artillery and staff
from our SUPERSET range. All the above can be supplied painted to a very high standard. Send an S.A.E. for our painted unit
list

We are in the process of producing a GEO-HEX catalogue which will feature many additions to the basic set We will also
shortly be announcing the GEO-HEX map system which makes this the ultimate wargaming terrain. We shall be at
ARMAGEDDON 19th/20th September.

ARTILLERY SS Series £1/set

BRITISH FRENCH RUSSIAN

3 S9pdr 4 Loading crew 5 Bpdr4 Loading crew 7 12pdr 4 Loading crew
3F 9pdr 4 Firing crew 5F Bpdr 4 Firing crew 7F 12pdr 4 Firing crew
4 6pdr 4 Loading crew 6 12pdr 4 Loading crew 8 20pdr4 Loading crew
4F Bpdr 4 Firing crew 6F 12pdr 4 Firing crew BF 20pdr 4 Firing crew

Designed by Anthony Barton and cast in pewter by Tylers of England
5 Moors Lane, Oreton, Nr Cleobury Mortimer, Kidderminster, Worcs DY14 8RH 074 632 627

In NORTH AMERICA : Tom De Voe,BATTLE HONOURS AMERICA. =
17 Ridge Road, Budd Lake, N.J. 07828 (201) 691 2423 &
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Barclaycard & Access Orders Welcome
Telephone Loughborough 213789

SKYTREX

Mail Order address:
28 BROOK STREET

This contains rules, dice and enough
German and British ship models to give
a balanced game.

WW2 EXPANSION PACKS
BRITISH BATTLE GROUP ...... £3.00
Rodney, Warspite, Malaya, Dorsetshire,
Fiji, 2 x Tribal Class destroyers.
BRITISH CARRIER GROUP ... £3.00
Ark Royal, lllustrious, Glorious, Ajax,
Exeter, 2 x "J" Class destroyers.
GERMAN BATTLE GROUP .... £3.00
Tirpitz, Graf Zeppelin, Graf Spee, Hipper,
Koln, 2 Maas Class destroyers.
ITALIAN BATTLE GROUP ...... £3.00
Vittorio Veneto, Cesare, Trento, Bolzano,
Garibaldi, 2 Soldati destroyers.
BRITISH CONVOY ................ £3.00
1 Merchant aircraftcarrier, 2V&W Class
destoyers, 2 Flower Class corvettes,
6 Merchant ships.

Hundreds of WW1, WW2 & Modern
Ship models on the full lists.

Thisisthe Russian “jeep” issued from 1943
onwards and was used for many years by Soviet
and other Soviet supplied nations. The model
includes a driver.

GERMAN 37mm Flak 18 AA gun
£2.95

This model can be ground or vehicle mounted.
Thekitincludes the towing carriage.

BRITISH3.7in AA gun £3.95

Thisis a superb model much requested by our
customers. Our largest and mostimpressive to
date. This gun isthe equivalent of the German
8Bmm gun and could be used in AA anti-tank or
long range gun support missions.

The model can be constructed in firing or towed
positions.

GC1BRITISH4 MAN GUN CREW £1.00
GC2 GERMAN 4 MAN GUN CREW £1.00
GC3RUSSIAN 4 MAN GUN CREW £1.00

GC4 AMERICAN 4 MAN GUN CREW £1.00

ILLUSTRATED CATALOGUE50p

24-HO RVICE FOR
CREDIT CARD ORDERS AND INGUIRIES WYMESWOLD
OUT OF NORMAL WORKING HOURS LOUGHBOROUGH
LIMITED LEICESTERSHIRE
Telephone: 0509 213789
DAVCO 1/3000th NAVAL
Davco 1/3000th ships are well detailed HINCHLIFFE 20"_"“ WWZ For%as\;cnuiEE;.ZO
metal models, which with the huge range superb 1/76th scale whitemetal kits $.G. Simulations Inc.
available allows you to command yourown NEW THIS MONTH 2071 Range Road,
fleets and recreate naval campaigns. Fﬁ:g;\?;g;s
WW2 STARTER PACK £6.50 RUSSIAN GAZ67A £1.95 Tol: (813) 443 3822

AUSTRALIAN AGENT
BATTLEFIELD
50 Clissold Parade,
Campsie, N.S.W. Australia.

POSTAGE & PACKING
U.K. 10% order value
{min. 20p)
over £9 post free.
BFPO (Europe) as above
BFPO (Qutside Europe)

30% order
Europe 20% order
U.SA.
Canada
N. Zealand 50% order
Australia

WE ACCEPT BARCLAYCARD,
ACCESS, BANKAMERICARD,
EURQCARD, VISA, CHARGEX,
& MASTERCHARGE. JUST
SEND YOUR CARD NUMBER
AND EXPIRY DATE.

THE MODERN SKIRMISH SCALE
ACTION 200

1/200 scale = 9mm figure height

The quality of these models has been shown at exhibitions.
Over 350 models WW2 and Modern in the range already including
infantry and aircraft with more new models every month.

U.8.8.R
[ 1/200th MODERN AIRCRAFT HREok BENE e e
Rk GAS83 Mil Mi24 Hind D' £2.85
GABSO Huey Cobra e200 MODERN RUSSIAN FORCES
GABS1 Ball UH1D Iroquols £2.00 2
GABS4 CH47 Chinook £385 AT0  Infantry Section B80p
GABS7 AHB4 Apache g250 AAT1  Mortar Section 80p
BRITISH AT2  HQ. Section 80p
AT81- Z5U 23/4 SHILKA ATT  Sagger ATGW Team (x2) 80
GA784 Lynx C e e o
ATO3 TS5 80p
MODERN BRITISH FORCES MODERN U.5. FORCES ATO4 TEZ 80p
ATO5 Te4 80p
o e Neary Bdclon 0OP  AS0  US. Infantry Squad 60p A706 T72 s0p
. Mortar Section 60p
AB2  NATO HQ Section §0p AB1  U.S. Mortar Squad B0p ATOT T74 60p
ABZ  U.S. H.O. Section 80p A732 BRDM2 60p
ABB MILAN ATGW Team (x 2) &0p
ABO1  Centurion gop 7804 MaBA3 BOp AT33 BROM2 - Sagger 80p
AB03  Chieftain gop AB0B  MEDAI 80p A734 BRDM2- Sa8 80p
ABOT MBOAZ2 BOp A735 PT76 &0p
ABO4  Challenger 80p
AB30 Ferret Scout Car 80p ABOB MBOA3 BOp AT37T BMD 80p
AG31 Fox A/Car aop 209, MiAbmme B0p A740 BTR152 80p
AB32 Scorpion Recce Tank 80p zg? HCthm&n;::Nﬂar 60p A741 BTRSD 80p
AB33  Scimitar Recce Tank 80p umemar Scoul Car 60p A742 BTRE0 PB 80p
ABA1  Fwid2 AP.C. gop 7822 Hummer RED-T25mm. AT42A BTRABO PK 80p
AB41A FV&32 - GP mg turret 70p auto cannon TOp A743 BMP1 80p
AB42  FV432 with Swinglira ATGW 70p ggﬂ Hummer E-O-W- 70p A744 BMP-A 30mm. Recce 60p
AB43  FV432 - Wombat AT 70p 4 Hummer Command B0p AT45 BMP 30mm. - Spandrel 60p
AB44  FV432 - 81 mm. Mortar LT v S T 70p  A751 Asuas 60p
AE46 FV432 - Raden Cannon Top L33 AX 80p A753 SAU122mm. SPG TOp
AB48 Spartan AP.C. gop AB41 ACAVAPRC, TOp ATS4 SAU 152mm. SPG Top
AB4D  Striker S.P. ATGW 80p AB42 M125B81mm. SP Mortar  80p  ATB2 ZH 151 Truck 60p
ABS4  Abbot 105mm. SPG 70p AB43  M183 Vulcan SPAA 70p A765 Ural 375D 60p
AB55 MCV-80 Warrior AP.C. 70p AB44 M113-TOW ATGW 60p AT6T BM21 on Ural Truck 80p
ABB1  Bedford TK 4 Ton Truck gop /B48 M3 Bradiey AP.C. 70p A771 BAV Zil 485 BAV Amphib. Truck  60p
ABE2 % Ton Landrover 60p AB48 MS577 Command Vehicle 70p A791 25U 23/4 Shilka B0p
ABS4 M08 A1 185mm. SP.GB. BOp ATO8 Sab Gainful SPAA £1.00
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An ancient galley, conceived by Hales Models, who are also responsible for the bridge in the background. The beautiful figures are

Essex 25mm., painted by Vista Enterprises for Mike Roberts of the South London Warlords. Terrain is from Games Innovation —now
marketed by Paul & Teresa Bailey. Adverts from all these enterprising firms may be found elsewhere in this journal. The salt sprinkled
around the sweeps to represent spume is from Grandways supermarket (— who did not have the foresight to advertise herein).

CARAVELS, COGS AND CARRACKS!

by Ian Hales of Hales Models

A couple of years ago I had planned a campaign based upon the
Greek and Persian War of 480 BC and this involved the use of naval
as well as land forces. The problem was that there were no suitable
ship models available for wargames purposes from commercial kit
manufacturers (i.e. the decks being too cluttered and the models in
general being too narrow for figure bases). A decision had to be
made: either to remove the sea-borne operations from the
campaign, or to build my own ships, so I decided to have a go. At
this point things became a bit difficult as information on ancient
warships is scanty (unfortunately Warfleets of Antiquity has been
out of print for many years). Nevertheless I managed to obtain
enough information from various books and magazines, the most
helpful being Warfare in the Classical World by John Warry. This
book contains useful cross-section diagrams as well as plan and side
views of Greek and Roman galleys. My first ship models looked
pretty, but they were too small for what I wanted, so the fleet was
built again and after a couple of attempts I achieved the result I was
looking for, and that's how it all began.

1986 saw the launch of Hales Models and at several wargaming
events our models created quite a lot of interest, especially the

ships. As far as I am aware, we are the only firm to produce
custom-built ship models specifically for the wargamer in 15/25mm
scales and enquiries have been varied, ranging from Greek galleys
to Nile paddle steamers.

Why use ships in wargames? The extra dimension of water is a
challenge in itself and can be a source of many varied and
interesting scenarios, such as a Viking raid on a Saxon village, or
the Persian invasion fleet at Marathon or even a Renaissance
Galeasse bombarding an Italian port! Ships can be used in
campaigns to carry troops or supplies, or as floating artillery
platforms, or for small scale skirmishes such as pirate raids or
fantasy adventures. The possibilities are endless, all it requiresis a
bit of imagination.

Construction of Ships

When making models, whether it be ships, buildings, fortifications
or whatever, it must be remembered that a balance has to be
achieved between realism and practicality for wargames, so
although a museum display model would be nice, it wouldn’t be
very useful to us in a wargame. But with careful thought and
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planning a satisfactory result can be arrived at. The materials I use
are plywood, cardboard, milliput and dowel rod, which are all
easily obtained from any model, hobby or art shop. The size of the
shipis determined and then the basic shape is cut out from plywood,
this forms the main deck, if the ship has a poop deck and foc’sle
deck then these are built up from card. The hull sides are also of
card and these are glued into place. (I usually use gummed paper to
hold the sides onto the deck when fixing the hull.) After the hull
and decks are completed I cover the whole area with milliput which
is engraved with a cocktail stick to represent planking and
woodgrain. You can use card strips for planks, which is effective but
not as realistic as using milliput. However, it has the advantage of
being less messy to use and doesn’t have to dry. Other details such
as doors and hatches are added at this stage.

When everything is dry I paint the entire model black, then I
brush with natural wood colours and lighter browns until the final
dry brushing with mast oak or a similar buff colour which really
brings out the woodgrain effect in the milliput. Not all ships are
plain brown though, and many can have colourful embellishments
such as shields on each side of a Viking longship or medieval cog, or
coloured panels on a Greek trireme, even sails can have motifs
emblazoned on them, which all add to the colour and spectacle. The
next stage is fitting masts, yards and sails. These are of many shades
and sizes but are generally square, rectangular or of lateen type. I
usually model ships with sails billowing, simply because I think it
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GRAND MANNER

BY PETER GILDER
The premier Napoleonic Wargame Rules, suitable for all scales.

£3 '95 POST FREE

The new updated second edition available direct from publishers
SELLY OAK & DISTRICT SOCIETY FOR WARGAMING,
44, Mulberry Road. Bournville, Birmingham, B30 1TA

looks better, but it is just as easy to have them furled. Sails are made
from paper, painted in an off-white, unbleached linen colour, with
folds and creases also painted on corners to add to the realism.
Milliput is used for furled sails. These are then fixed to masts made
from dowel rod, which will vary in thickness depending on whether
the ship is 15mm or 25mm scale and stand about 6" or 7" tall bearing
in mind that the masts will be sunk into decks for about 1" of their
length. Rigging can be added if desired but it does tend to obstruct
movement of figures on board. Personally [ tend to put just enough
on to represent it.

Some ships, such as galleys, used oars as well as sails and these |
make from cocktail sticks for 25mm or from micro-rod for 15mm
models with milliput shaped and moulded at the ends. Greek and
Roman types also included rams on the bow (the front bit!) and
these are constructed from a combination of card and milliput.
Finally flags can be added for that extra bit of colour,

Ship models are a challenge to build, but with time and patience
they are well worth the effort. I hope that this short article may have
been of some interest and that it may have inspired some of you
landlubbers out there to try using water in wargames and see what a
difference it makes!
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“IT’S DOWN TO THE TRIARII!”
A Wargame of the Camillan Roman Army

by Andrew Grainger

Hastati, Principes, Triarii. Many readers will be familiar with these
terms which describe the different types of soldier who made up the
Roman battle formation invented by Camillus and employed
primarily during the Punic Wars. Unfortunately it has always
seemed to me that the linear melées which they fought make rather
tedious wargames. Until I saw the colourful tactical diagrams and
illustrations of the troops in the “coffee table™ books by Peter
Connolly (2) and John Warry (3). It seemed that these apparently
crude slogging matches could be quite tense as commanders tried to
pace their armies like boxing coaches, judging the right moment to
commit their respective lines of troops. They would be concerned
that the units would perform their battledrills correctly, not allowing
the enemy to catch them off balance as they did so. At the same time
the somewhat idiosyncratic system of higher command practised by
the Romans, whereby different consuls could take charge on
alternate days, might, I thought. make a pleasant change from
games about Caesar or Trajan.

Camillus’ Battle-Drill (See Diagram One)
Before looking at the nature and role of the Consuls who commanded
the Roman armies let’s have a look at the battledrills of the Legions

DIAGRAN ONE;

CAMILLUS' BATTLE TACTICS
T LA A e LU il S 7 VST T ot AT R
M U VA Y £ g e e T RIS
" =3 = e '_' i) b _l I |
N S R o i O B e e
R e T T o P T W T
......... WL
:
FHASE ONE; Ceeliss LS6IIN 36FL3VE0 508 BATTE
TR0 0 g ' s T T g VL S
’ * $ t ?
T o i T e AL v v U itk O PRI TR
) L =1 M e | Ve el Faen e = =]
L ] 1
(2 Ty e e v T Y e i s Qe et
M R e il Pl e R e e i L
i t t t
ek i
PHASE TUD: Tn ML/TES VTR Trlcts Tol (EGIEN HOSING SLONED Dve 16 ENEMY'E CHARGE.

LS
B SR | P L i G i W

R 1 Y P e i N e 1
e e Sk I s e R T

1= R Yy o B Sy A T L M

AP, SR L Py
F R
PHASE FOUR; SEEInG Tl TR AdSTHTT RAE TIRZD TWE LEGION CDWSANDER RECALLS ThE®
BN TREY FAL A4 INTS THE SPELES IW THE ARINCIFERAINE. RE PAISCIPED GERLDY WD CSARGE
i TeE AT Y RS TRE WASTAT] BOVDAE ThEm,  IF TeEY TOD BERIN T0-TIAE TRE {DmeRsER (A6
FeLL THE GACH MAD LT THE WDw REFRCEAED MRSTATS E AMGTRER 5D (R FinL TeE WOUE MRRT BACK
HriW T R

ascribed to a leader called Camillus who lives duning the fourth
century BC. The Greek historian Polybius (1) gives a very
comprehensive description of the Roman Army and its drills at this
time, while fully illustrated descriptions of the Roman tactics are to be
found in both Connolly and Warry.

Essentially Camillus wanted to design a tactical system which was
more flexible than the old phalanx. He achieved this by forming the
Legion into three lines according to the strength and equipment of the
soldiers; each line being divided into ten company-sized groups
known as maniples (lit: handfuls) and deployed in a checkerboard or
quincunx formation. In this way the lines could move through each
other as they became tired or disordered, thus presenting the enemy
with a constant front of fresh troops.

In front of the heavy legionaries were the Velites, skirmishers
armed with light javelins whose aim was to disrupt and slow down the
enemy’s initial attack. The first line of legionaries was composed of
young men known as Hastati. They were armed with two heavy
javelins (pila), a sword and a large shield. Behind them stood the
Principes, older men but equipped in the same way. At the rear were
the Triarii, the best armoured and most experienced soldiers armed
with long spears who acted as a last ditch defence if things were going
badly. If the Triarii were called upon it was a sign of desperation. The
Romans had a saying, “inde rem ad triarios redisse” which might be
loosely translated as “It’s down to the Triarii now!”.

Each maniple was composed of two centuries of 60 men in the
Hastati and Principes, and 30 men in the Triarii. This gave the Legion
1200 Hastati, 1200 Principes and 600 Triari plus 1200 Velites.
Normally the two centuries deployed behind each other, thus
allowing movement through the lines, but when the order to join
battle was given the rear centuries swung forward in line with their
comrades and closed off the gaps. If the Hastati got into trouble then
the same procedure would be followed but in reverse. The rear
centuries would once more withdraw behind the front ones and the
complete maniple would move back through the Principes who would
then close up as the Hastati had done. This movement must have
required impeccable timing. One can imagine the tribunes and
centurions watching for a lull in the battle and giving their trumpeters
the order to give the appropriate call. There must have been occasions
when the legionaries would have had to create the lull themselves with
a last-minute counter-attack or shower of pila at which time the
courage of the troops and the skill of their centurions would have been
at a premium. The whole process must inevitably have been messier
than shown in the neat diagrams, particularly when one remembers
that the Legion was commanded by a group of six tribunes!

It should be noted that a similar system to relieve the ranks of
fighting men was employed inside each maniple, and the cavalry
provided by each Legion also deployed in their own checkerboard
formation on the flank of the army.

The Tactics of the Army (see Diagram Two)

A typical consular army consisted of two Roman and two Allied
Legions. All the Legions seem to have been organised, and fought,
along broadly similar lines although Allied Legions had fewer Velites
than Roman and up to three times as many cavalry. This would give a
total of 600 Roman and up to 1800 Allied cavalry in the Army. It
should be noted that the best third of the allied cavalry and the best
fifth of the allied infantry (i.e. about 500 cavalry and 3000 infantry)
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were selected to form a picked force known as the extraordinani. This
force was used as the advance guard, a covering force or for special
tasks.

After such a complex system of legionary tactics it is perhaps
surprising to find that the tactics of the Army could not have been less
sophisticated. The two Roman Legions were simply formed up next
to each other in the centre with the two Allied Legions on their flanks
and the combined cavalry on the wings. They then launched a massive
attack at the enemy centre or, if outnumbered, conducted a dogged
defence. Hannibal, in particular, demonstrated that these tactics were
too stereotyped and unimaginative.

The Consul

It was clear that the interest in this period for the Roman player would
not be in the execution of daring manoeuvres but in the monitoring of
his Army’s performance in conducting hard-fought but relatively
straightforward operations. The Roman Consul must have watched
his Legions and their commanders tensely as they carried out their
battle-drills. Roman Legions were commanded by a group of six
tribunes while the Allied Legions were commanded by Roman
prefects. These arrangements must surely have led to a good deal of
friction and have affected the fighting ability of the Legions.

The Consul also had to consider the omens for battle. It was
customary to examine the entrails of goats or conduct some similar
ritual before battle to divine some idea of the prospects of victory. No
doubt some commanders “arranged” for the augurs to find
favourable omens, but “fibbing” could have carried its own penalties
if the troops ever found out!

Sometimes consular armies were combined. When this happened
the consuls would each take it in turns to command the whole Army

on alternate days. More friction! Tactically
the combined armies would group all the
Roman Legions in the centre, flanked by the
Allied Legions and with the cavalry on the
wings.

The Enemy

Camillus’ system was used for about 200
years (from about 300 to 100 BC) before it
was replaced under Marius and Sulla, During
that time the Romans fought many enemies.
The period is dominated by the great struggle
against the Carthaginians, but wars took
place with barbarian Celtic and German
tribes, the Macedonians and the Numidians.
These enemies all had very different military
and social characteristics. Rather than trying
to design a set of rules to accommodate all of
these armies straightaway I decided to start
off with a set of rules which would allow me to
pit Camillus’ Legions against the Celtic
tribes. Because the tribes were made up of
disparate clans which would not necessarily
operate in a co-ordinated way they could be
dealt with by a series of die rolls. Later on I
could develop a two player game to deal with
the more sophisticated opponents.

Figures and Scales

In order to represent an Army of eight
Legions with a battlefront of nearly two miles
I decided to use 1:300 models. a full range
being available from Heroics. After a bit of
trial and error I fixed on a Ground Scale of 1
mch to 100 yards. It would be very fiddly to
base figures so that each maniple could be
shown in its various configurations. | decided
to compromise by using a figure scale of 1
figure to 100 men. The figures were based in
threes so that a Legion occupied a frontage of
about 2 inches (200 yards) which is about
right. Some liberties had to be taken with the
Triarii since six figures would not be enough
to fill the space. But it seems that the
Legion’s standards were placed at the rear so that the withdrawing
troops could rally on them so [ filled up the space with command
figures. The Wargame Camillan Legion is depicted in Diagram
Three.

Only nine packets of Heroics figures are needed even for a large
army of eight legions, one packet of Triarii and two each of Velites,
Hastati, Principes and Citizen Cavalry. Such an Army would cost only
about £11.00. If it was desired to use more figures a Ground Scale of |
inch to 50 yards could be used. This would involve about twice as
many figures. or more if greater depth was to be given to units,
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THE RULES
The Aim of “It's Down to the Triarii” is to
produce a fairly short but tense and interest-
ing game for players at Army Commander
level.

To introduce and maintain a strong ele-
ment of tension | decided that it was
important for the game to use an umpire. For
my test games he also handled the Celtic
opponent but his main function 1s to operate
the rules and keep track of the real status of
the Roman Legions. The display of figures
on the table will give the Roman Consul a
general idea of what is going on but to get
more information he will have to travel about
the battlefield. Generally speaking the closer
he gets to the front line the more information
he will get but the less the influence he will
have on the wider batile.

SETTING UP THE GAME
Sequence
To Start Game:
a) Roll up Roman Army
b) Roll up Celtic Army
¢) Write Plans
d) Deploy Armies
e) Establish Omens & Morale
f) Dice for Barbarian Orders

The Roman Army
Sufficient models will be needed for a
Consular Army of four Legions, two Roman
and two Allied. Roll 1d6 for the number of
bases of allied cavalry. Then dice for the
Quality of each Legion;

Roman: 1.2 Poor: 3. 4. 5 Average; 6 ¢lite.
Allied: 1, 2, 3 Poor; 4, 5 Average; 6 élite.

If more than one consular army is to be
used there should be one plaver per Army.
They should then dice to see who commands
the whole army. The senior will then draw up the plan and give orders
to the Legions, the other will command the Cavalry, placing his
personal figure with the Roman Cavalry.

Each Legion has 10 Fatigue Points which are reduced during the
Combat Phase as its fatigue increases. Fatigue is also shown on a
Status Card held by the Umpire:
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CURREST ORDERS

Legions which continue fighting after they are exhausted will
break.

Neighbouring Legions throw 1d6 to see if they join the rout: Poor 1
or 2, Average 1, élite never break.

Once half of the Legions have broken the remainder break
automatically. Once broken. Legions cannot be rallied.

Legions can recover Fatigue Points by Resting and by Inspiration.

Units, whether Roman maniples or Barbarian Groups, are
removed from the table if they are attacked when exhausted.

2) The Celtic Army

It is necessary to “roll-up™ a barbarian army formed of groups of
about 5 figures. Several groups, e.g. perhaps 8. 10, 12 of 15 figures
may be mounted on one base in an irregular pattern.

The Army has a Tribal Leader and Baggage Train.

Roll 2d6 for the numbers of tribal bodyguards.

Roll 2d6 for the number of tribal chiefs (clanleaders).

Roll 2d6 for each chief to get the number of groups they control.
Roll 1d6 for each chief to get the number of skirmisher groups.
Roll 1d6 to get the number of light cavalry groups for the tribe.
Roll 1d6 to get the number of heavy cavalry groups for the tribe.

A Clan might therefore consist of anything between 2 groups (1000
warriors) and 12 groups (6000 warriors). The Umpire must keep track
of its activities on a Status Card:

LA CUREEST OREEE:

The numbered track represents Fatigue Points (FPs). Each group
represents one FP so that a Clan of 8 Groups would commence the
game at 8 on the track. The Combat System depicts losses in FPs so as
the battle goes on the track will move down towards 0. All Barbarian
Clans start the Game fresh. Only when they are Fresh can they attack
and they always lose 1 Fatigue Point (FP) per Move in Combat, 2 if
they are defeated. When all the FPs are used up the Clan is regarded
as Tired and will no longer attack but only defend. Further losses will
cause it to become Demoralised and break. When a Clan breaks, its
neighbours must dice to remain on the field: roll 1d6 to equal or beat
the number of FPs lost so far. The Tribal Leader may visit a Clan
during the Turn and inspire it — he gives it back 1 FP but this FP must
be used in the current Turn to launch an attack.
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3) Deployment
The two Commanders draw up their deployment and plan on paper
and then both armies are deployed on the table; normally in a simple
battleline. The next step is to establish the Omens (see Section 4) and
then try to gauge the temper of the Army. By now the Umpire will
have thrown a morale dice for each Legion to see how it is going to
perform on the day:
1 = Quality falls one level
2-5 = No Change
6 = Quality rises one level.
Once deployed the consul may visit his Legions and address them.
It takes one Turn to address each Legion. The speech may have the
effect of inspiring the listeners; roll 1d6, 1, 2, No effect; 3,4, +1 FP; 5
+2 FPs and 6 it actually recovers any fall in morale it may have
suffered during the umpire die roll. The umpire should convey to the
Player some idea of the morale of the troops and their reaction to his
speech, but in suitably guarded terms.

4) Omens

At the start of the game the Roman Player will throw 1d6 to
establish the Omens. There is an equal chance of Bad, Reasonable or
Favourable omens, each reflected by a different Combat Results
Table (CRT). The Player must then choose whether to divulge the
true result of the Omens to his Army. If he owns up, perhaps to an
unpleasant truth, then Army morale will remain unchanged although
he will have to use the appropriate CRT.

If he chooses to pull the wool over his soldiers’s eyes he can use a
more favourable CRT but Army Morale may suffer if unexpected
defeats occur.

Normal Army morale: Whole Army becomes demoralised when 3
Legions rout and must withdraw to camp.

Deduct 1 Legion for each level of fibbing.

e.g. Bad Omens but player selects Reasonable CRT: means whole
Army is demoralised when 25% of the Legions rout, Bad Omens but
Favourable CRT chosen: means whole Army is demoralised when
any one Legion routs.

5) Orders
The Roman Commander can issue stylised Orders to each Legion
once his battleline has been deployed. They are: Move, Deploy,
Charge, Rest.
Barbarian Orders are random and diced for by the umpire at the
start of the game.
Roll 1d6 for each Chieftain:
1, he waits 1d6 turns then throw again
2-4, he attacks straight forward
5-6, he moves to the nearest flank.
or: Throw 1d6 as above but for the whole Tribe.

PLAYING THE GAME
Turn Sequence:
a) Command Phase, i.e. Commander chooses to either:
(i) stay at tent or, (ii) visit Legion, (iii) go into front rank.
b) Move Troops
¢) Combat
d) Adjustments, etc.

6) Roman Player Actions

The Roman Commander has a different perspective and has
different capabilities depending on where he chooses to place himself
during the Command Phase at the start of the Turn. He can either:

a) Remain at his Tent
b) Go to a particular Legion Commander
c) Place himself in the front rank

a) From his Tent the Player should have a reasonable view of the
whole battlefield, subject to visibility and obstructions and will be
able to write orders to his Legions which are delivered by courier in
the usual way. He can also give up to two pre-prepared orders by
means of his personal standard.

b) By placing himself with a particular Legion Commander the
Player can inspire that Legion (which is reflected by increasing its
FPs) and he will receive more detail of the enemy facing it. He will be
told which of the three battlelines has been committed according to

the Status Card but not the precise number of FPs left. Although he
will still be able to see something of the activities of neighbouring
Legions he will not be able to influence them.

¢) Fighting in the Front Rank is attended by a degree of personal risk
but improves the Legion’s Combat power and gives him a picture of
the enemy facing the Legion, including an indication of its Status.
While in the front rank the player loses knowledge of, and the ability
to influence the battle. Indeed, the umpire should ask the Player how
many moves he intends to stay in the front rank, calculate the
appropriate number of Turns of combat and only when he leaves the
front rank should he go back to the action elsewhere.

7) Movement
Movement is either Tactical or Non-tactical (in yards per move)

Tactical Non-Tactical

Roman Legions 200 1000
Barbarian Clans 300 1000
Skirmishers (both sides) 300 1000
Cavalry (both sides) 400 2000
Commanders 400 2000
Pack Mules 200 1000
Baggage Carts - 1000
BAD TERRAIN use discretion,

reduce by about 50%

Tactical is movement made when units are deployed in battle
formation.

Non-tactical Movement represents movement in march column.

It takes half a move for a Roman Legion to deploy.

It take as many moves for a Clan to deploy as it has groups, less 1d6.

It takes no time for Skirmishers to deploy.

A Charge is simply a Tactical Move ending in combat.

A wheel, pivoting on the standard, is permitted in Tactical
Movement at a cost of half a move.

Units can alter direction without hindrance during Non-tactical
movement.

Barbarian movements should be subject to unpredictability.

8) Combat

Combat is between Legions and Clans on the Combat Results
Table (CRT) below. Losses are in terms of “Fatigue Points” (see
Status). Select CRT according to Omens and player choice:

Score Bad Reasonable Favourable
1 R3 Bl R2 B1 R2 Bl
2 R2 Bl R2 B1 R1 Bl
5 R2 Bl R1 Bl R1 Bl
4 R1 Bl R1 Bl RO B2
5 R1 Bl RO B2 RO B2
6 RO B2 RO B2 RO B2

Modifiers: General/Tribal Leader in front rank +1, Legion/Clan
élite/poor +1/—1, higher ground +1, disorder, flank or surprise —1,
poor terrain —1.
If the General/Tribal Leader is in the front rank of a unit a roll of 1

indicates the possibility of injury:
Roll 1d6: 1,2 — a close shave!

3.4 — wounded & taken to rear for 1d6 moves

5 — killed

6 — captured

9) Results

Units attacked in Non-Tactical mode take double losses.
Exhausted units take losses in the form of groups permanently
removed.

Units which lose more FPs than their opponent are disordered and fall
back 100 yards. They cannot attack next turn.

Roman Legions can recover Fatigue Points during Rest (1 Point per
Hour) and through Inspiration. To benefit from a Rest the Legion
must be withdrawn from Combat and given a Rest order for a
minimum of 3 turns.

As can be seen from the CRT Barbarian Clans always lose 1
Fatigue Point per Move in Combat, or 2 if they are defeated. When all
the FPs are used up the Clan will only defend unless personally led
into an attack by the Tribal Leader.



Example of Combat

In this example a Clan of 8 Groups (4000) warriors has just moved
into contact with a Roman Legion of Poor Quality. The Roman
Player is at his tent so will only get a vague impression of how the
battle is going. He rolled “Bad Omens” at the start of the Game but
decided to tell the troops that they were “reasonable” and so the CRT
headed REASONABLE will be used.

Neither Legion nor Clan has yet been in action but the Roman
Player made an effective speech after the deployment so the Legion
begins the Battle with 11 FPs; the Clan starts at 8.

The GM rolls the dice (1d6) to adjudicate the Combat and it comes
up 2 (—1 for a Poor Legion =1) so the Romans lost 2 FPs (down to 9)
and the barbarians are down to 7. Because the Romans lost more FPs
than the Gauls they are treated as Disordered (see Section 9).

The Feedback to the Player might be something like “You can see
the barbarians crunch into IV Legion which has recoiled from the
shock and is being followed up by the enemy™.

Next Turn the Player decides to visit the Legion and on arrival
could be told that “fighting was fierce but the Hastati were still
hanging on".

The GM rolls the dice again and it comes up 5 (—1 for a Poor
Legion and —1 for Disordered =3). Becausc the Player is with the
Legion the Romans gain 1 FP through Inspiration (see Section 11)
and so at the end of the Turn the Romans are still at 9 and the Gauls
have dropped to 6. The barbarians become disordered since this Turn
they lost more FPs.

The feedback might be “Your arrival seems to have stabilised the
situation in that a lull has occurred while the enemy regroups.”

It should be noted that because the Player has been with IV Legion
his feedback from the other parts of the battlefield will be greatly
reduced.

10) Cavalry & Skirmishers
Units cannot move non-tactically through deployed Skirmishers
though they may do so in tactical mode in which case the Skirmishers
are removed from play.

Cavalry can drive through skirmishers, but can only attack Legions
or Clans from the rear or when they are exhausted.

Cavalry v Cavalry and Skirmishers v Skirmishers use the CRT as
normal, but losses are taken in terms of groups removed rather than
marked on a Status Card.

11) Inspiration
When with a front line unit the General can influence the unit’s
combat ability by modifying the die roll on the CRT.
When with a Legion Commander the General can inspire the
Legion by giving back Fatigue Points to it at the rate of 1 per turn.
The Tribal Leader cannot give back Fatigue Points although he can
personally lead an otherwise Tired Clan into an attack.
Tribes do not benefit from Rest; only Romans do that.

12) Initiative

There will be moment when Legions have to take decisions without
the guiding hand of the Player. These normally relate to advancing/
withdrawing after combat or changing formation. All depends on the
quality of the Legion. When a decision is called for roll 1d6 to see if the
legion shows initiative: Elite requires 3,4.5.6; Average: 45,6 and
Poor: 6.

SCENARIO

Briefing for The Roman Consul
Itis 237 BC. You are campaigning in the valley of the Po where a large
Army of Gauls has come down from the Alps and is plundering the
area. You are camped on a slight ridge covering the main road to the
important city of Fasilinum which you must protect since it has no
walls. The campfires of the Gauls are visible on the hillside opposite.
You estimate that there are about 30,000 of them, nearly all infantry
since their cavalry is away raiding. This force is much too big for you to
attack with much hope of success; even a defensive battle will be hard.

You have, however, just received a message that the other Consul
is close at hand with his army and is marching to your assistance. He
expects to be with you at about 11 o’clock the next morning.
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Your Army consists of the following:
V LEGION (Roman): has marched with you all year so far; good
teamspirit. (Elite)
VI LEGION (Roman): still recovering its confidence after a recent
battle which went wrong. (Poor)
CAMPANIAN LEGION: good fighters but getting restive to return
to Campania (which is miles from the direct Gaulish threat).
(Average)
UMBRIAN LEGION: an extra Legion, raised locally which has only
just joined your army. (Poor)
You have 1000 Roman (Elite), 2000 Campanian (Average), and 3000
Umbrian (Poor) Cavalry.

Your fellow Consul’s Army is of about the same size.

You must now prepare your battleplan with the aim of at least
holding the Gauls off and if possible shattering their army and
recapturing their plunder.

Note: () The Player is not given the precise grading.

Briefing for the Gauls (who are run by the Umpire)
The Gauls have done well so far, capturing plenty of plunder and
scoring local successes against the Legions. Their next objective is
Fasilinum. Although the Army is very large a number of the Clan
chieftains would now prefer to get home with their loot rather than
risk a clash with a large Roman Army, particuarly as some of the
raiding cavalry are sending reports that reinforcements are on their
way.

The die Rolls give the following Army:
Tribal Leader CASIO with 5000 warriors (count as élite) and six Clan
Chieftains:
Clan Leader ATARIO with 3000 warriors
Clan Leader STRADO with 3000 warriors
Clan Leader RIADA with 5000 warriors
Clan Leader GODODDIN with 2000 warriors
Clan Leader FENIO with 3500 warriors
Clan Leader VOTADINO with 2500 warriors

There are only 1000 cavalry which have returned from raiding. A
further 2000 are expected shortly.

To reflect the uncertainties the Umpire would roll dice to see where
and when the relieving Roman Army would arrive, its composition,
whether the Gaulish cavalry would turn up and whether any Clans
would go home before the battle.

Umpire Notes

The Umpire should see himself rather like the Gamesmaster (GM) in
a Roleplay game, rather than as a person who is out to pick holes in
the Player’s Plan and trip him up. The Rules are for the guidance of
the Umpire who may want to change them to suit his scenario. They
will not cover everything. The Player is not given a copy of the rules
but the GM should explain the Sequence of Play and the contents of
Sections 1, 3,4,6,7,9, 10, 11 and 12. In other words the Player should
be given details of his capabilities and those of his Army but not the
precise way in which they will be adjudicated and measured.

The sample Scenario printed above shows how the Quality Rating
of each Legion is disguised so that the Player must make a judgement
about it rather than simply “knowing it. When the Player deploys his
Army and addresses the troops, for example, he should not be told,
“You've added +1 to that Legion” but “That speech went down
well!” or some similar phrase. In combat, especially, he should not be
told that “Legion V is at Strength 5” but “Legion V has committed the
Principes, they're heavily engaged”; the GM can take this from the
Status Card.

The key to an exciting game is to let the Player work to get
information; in this way a dull slog in which all the figures are set out
on the table can be enlivened while still retaining high aesthetic

appeal.
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“A MONMOUTH!”

by Ian Castle

The last great pitched battle to take place on English soil occurred
on 6th July 1685 at Sedgemoor, Somerset.

This article will look at the causes, highlight the events of the
campaign and describe the Battle of Sedgemoor, a battle which
almost brought an early end to the unhappy reign of James II.

The campaign would lend itself, ideally, to the wargamer who
wishes to fight a campaign, but does not have the resources to build
vast miniature armies.

The Causes

In February 1685 the death of Charles II left two claimants to the
throne. The first was Charles’ brother, James, Duke of York; the
second was James Scott, Duke of Monmouth and Charles’
illegitimate son, who was in exile in Holland following a failed plot
organised in 1683 to depose Charles and put Monmouth in his
place. James was unpopular with the people of England due to his
Catholicism, while Monmouth, a Protestant, was much loved.
James announced himself as James II shortly after his brother’s
death.

Whilst in exile Monmouth became the focal point for other
political and religious exiles who had fled to Holland, and finally he
was persuaded to raise an army, return to England and claim the
throne for himself.

A two-point attack was planned, the Duke of Argyle was to sail
to Scotland, raise the Clan Campbell and march on Glasgow while
Monmouth was to land at Lyme Regis in Dorset and raise the West
Country, wheih had shown him great support on his tour of the area
in 1680, and then march on London.

The Campaign

Monmouth began to raise money for his expedition by pawning
his gold, silver and jewels and those of his mistress, Lady Henrietta
Wentworth and her mother.

He gathered about himself 83 fighting men to help lead the
rebellion, these included a party of Dutch gunners to serve his four
light field-pieces. He purchased enough infantry arms for 1,500
men and cuirasses for the 1,500 cavalry he hoped to recruit. The
cost of this equipment and two small ships to carry it was £3,000.
Then in order to protect his expedition while at sea, Monmouth
hired the Helderenberg, a 32-gun Dutch frigate, which cost a further
£5,000; money which in hindsight would have been better spent on
more weapons for his army.

On 1st June 1685, Monmouth sailed from Texel at the mouth of
the Zuider Zee and arrived off Lyme on 11th June. The landing was
unopposed and for a short while the Duke knelt on the beach and
thanked God for his safe delivery from the perils of the sea. He then
marched into the town where he unfurled his standard, a green flag
embroidered in gold with the words “Fear Nothing But God”. As
soon as the townspeople realised the identity of this new arrival he
was greeted with great enthusiasm amid cheers of “A Monmouth!,
A Monmouth!, The Protestant Religion!” which echoed from
street to street. The King, in London, received news of the landing
30 hours later, on the morning of Saturday 13th June. Immediately
he issued orders to despatch four troops of horse, two troops of
dragoons and five companies of foot from London to Salisbury to
bolster up the militia of Devon and Somerset who had received
instructions to try and contain Monmouth. They were placed under
the command of Lord Churchill, later to become the Duke of
Marlborough. Care was taken not to weaken the defences of
London to ensure that the population did not rise in defence of
Monmouth. Meanwhile, in Lyme, Monmouth spent the first few
days organising those men who had flocked to his side into
regiments and ccmpanies, and instructing them in the basic military
skills. There were not enough firearms for all the recruits, so those
who arrived too late to be issued with the flintlocks brought from

Holland had to make do the best they could. Old weapons from the
Civil War years were resurrected, sporting guns were acquired,
guns from the days of Elizabeth were brought back into service,
while those less fortunate armed themselves with rusting pikes,
knives, hatchets and scythes attached to wooden poles.

The cavalry was placed under the ineffectual command of Lord
Grey, but there was not enough time to train the men or accustom
the horses to gunfire, which proved to be a problem throughout the
campaign. Only two or three troops appear to have equipped
themselves and behaved in a manner to gain praise from their
royalist opponents. About 800 men joined the cavalry, but they
never received the cuirasses brought over with the expedition
because, inexplicably, they were left on board ship and were
captured by the British sixth-rate man o'war Saudadoes.

On 15th June, Monmouth marched out of Lyme on his way to
Taunton. The Devon militia under the command of the Duke of
Albemarle and their colleagues from Somerset, had been in-
structed to attempt to intercept Monmouth when the opportunity
presented itself. As Monmouth left Lyme a race began for the town
of Axminster which lay on his route. The Somerset militia scouts
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were the first to arrive, but they were easily driven off by
Monmouth’s vanguard. The remainder of his army then prepared
to defend the town, cannons being placed on the road down which
the main body of the militia were advancing. This show of defiance
by Monmouth’s rebels was enough to convince the militia that their
day’s work was over and they turned and fled leaving behind arms,
cquipment and indeed, many new recruits for Monmouth’s army.
To be fair to the militia, they had never really been trained for war,
merely to provide assistance to the Government in controlling civil
disorder.

Monmouth entered Taunton with a force about 5,000 strong on
18th June and received a tumultuous welcome. Once again, the
cries of “A Monmouth! A Monmouth!™ roared through the town.
Many new recruits joined, building his army to about 7,000 men.
The infantry were now formed into five regiments, the Red
Regiment under Colonel Nathaniel Wade, the White Regiment
under Colonel Foulkes, the Yellow Regiment under Colonel
Edward Matthews, the Green Regiment under Colonel Abraham
Holmes and the Blue Regiment under the command of Colonel
Bassett (Buffett?). Twenty seven standards were presented to
Monmouth for his regiments by the daughters of some of Taunton’s
leading citizens. On 20th June Monmouth was proclaimed King by
his supporters. He stayed in Taunton until 21st June while he
decided on what his next move should be; finally, he elected to
march on Bristol, then the country’s second city, where he hoped to
find many more potential recruits. This delay was exactly what the
royal forces needed. The Duke of Beaufort moved the militia of
Gloucester, Hereford and Monmouth into Bristol to secure the
city. On 21st June, Churchill and his 6 troops of cavalry, 4 troops of
the Earl of Oxford’s Regiment of Horse Guards (the Blues) and 2
troops of the Royal Dragoons had been reunited with the five
companies of the Queen’s Regiment of Foot (“Kirke’s Lambs”)
under Colonel Percy Kirke at Chard, all having left London on 13th
June. These men were followed by five companies of Trelawney’s
Regiment who were escorting artillery from Portsmouth. Further
reinforcements were closing in on the West Country: 6 troops of
horse and dragoons were heading for Bath under the command of
the Earl of Feversham, accompanied by two battalions of the Foot
Guards. In addition to these, a further two battalions were making
their way west: Dumbarton’s Regiment (Royal Scots) and a
battalion of the Coldstream Guards. On 22nd June, Churchill was
informed that Feversham had been given overall command of the
royal forces.

As Monmouth marched towards Bristol via Bridgwater, in the
pouring rain, he was constantly harried in the rear by royalist
cavalry patrols, and his own inexperienced cavalry, which
outnumbered its opponents initially three to one and later two to
one, were able to do little to control it. In order to gain more time
for the defenders of Bristol, the King ordered the destruction of the
bridge over the Avon at Keynsham, midway between Bristol and
Bath, as this was the only route by which Monmouth could attack
the city. Monmouth ordered a Captain Tiley with a troop of horse
to capture the bridge and repair it for the advancing army. The only
guards left at the bridge were a troop of mulitia horse who
immediately rode off to Bristol to warn the city. Tiley completed his
task by dawn without further incident. A plan was drawn up to
attack the city at night, so the army rested during the day and
sheltered from the rain in Keynsham Village. Feversham, not
having realised how close his opponent was to Bristol, was suddenly
fired into action by news of Monmouth’s position and immediately
ordered all his cavalry at Bath to ride to Bristol. In the early evening
of 26th June, while the minds of the rebels were concentrated on the
night’s work ahead, they were surprised by two parties of royalist
cavalry, three hundred and fifty strong, that swept into the village,
fought a brief skirmish and then rode away having killed about 14
rebels for a loss of 6 or 8 of their own men. Some prisoners taken by
the rebels falsely informed Monmouth that the royalist army was
close by and due to this information he abandoned his plans to
storm the city and marched his army away towards Bath. Here he
sent forward a trumpeter to ask for the surrender of the town.
Monmouth had not expected the town to comply, but when they
shot his trumpeter dead, he turned away to the south and camped
for the night at Norton St Phillip, the end of a day that had promised
much, but had ended with his men exhausted, soaked through by
the heavy rain and disheartened.

The next morning having discovered that Monmouth had left
Keynsham and moved to Norton St Phillip, Feversham sent
forward an advance party of forty five horse grenadiers under
Captain Hawley, supported by five hundred infantry and most of

the horse under the command of the Duke of Grafton and Colonel
Kirke, to discover his intentions. Monmouth had, in fact, intended
to leave the village and head for Frome just as the advance guard
arrived. The rebel rearguard under Captain Vincent attacked the
royalist troops with great vigour, cutting off all but fourteen of the
grenadiers. Wade's Red Regiment was ordered up to the right of
the rearguard and fell upon the rear of some companies of the
royalist main body. The royalists, now surrounded on three sides,
began to pull back following further pressure exerted by the Green
Regiment. After about an hour, the royalist forces managed to
reach safety, having suffered many casualties in the process; a sharp
reminder to Feversham that the rebel infantry would not be so easy
to brush aside as their cavalry had been. The rain had continued to
pour throughout the day. The royal army withdrew to Bradford-on-
Avon where it spent the following day, and was joined by the
remaining unit of the army, Dumbarton’s Regiment, which had just
arrived, having escorted a train of artillery from London. That
evening Monmouth marched his rebel army to Frome through mud
and rain. While at Frome, he became disillusioned with the
rebellion. The news of the failure of Argyle’s rebellion in Scotland
depressed him enough to make him consider deserting his army and
fleeing abroad, but he was dissuaded from this action.

On Tuesday 30th June, Monmouth left Frome to march to
Bridgwater, and slept that night in Shepton Mallet. Feversham
followed and occupied Frome. The next day, Monmouth moved to
Wells but Feversham, still somewhat shaken by the action at
Norton St Phillips, remained at Frome feeling now was not the time
to attack Monmouth, having only 2,000 infantry. Feversham was
expecting further reinforcements from three Scots regiments
shipped to London from Holland, and all the time more of
Monmouth’s men deserted the army and returned home or took
advantage of the King's Pardon. By 3rd July, Monmouth was back
in Bridgwater which he had left two weeks before, having achieved
nothing. His army was now reduced to 5,000 men. Feversham had
made camp at Somerton 10 miles distant. The royalists rested on
Saturday 4th July, not knowing whether the rebels intended to
stand or run, and then on the Sunday Feversham advanced his army
to Weston Zoyland, a village three miles south-east of Bridgwater
and separated from it by a wide marshy expanse known as
Sedgemoor. Orders were given for the militia to close in around
Bridgwater and prevent Monmouth from breaking out.

Monmouth was confused, the people of Bridgwater no longer
wanted him, they could see the end of the rebellion and wondered
what their fate would be for supporting it. The people of Taunton
felt the same. Surrounded north, south and west by militia and
confronted to the east by the regulars, Monmouth decided,
incredibly, that he would make a second attempt on Bristol. As
there was no further need to strengthen the town defences, the men
from Taunton were granted leave to visit their families, while those
who lived in Bridgwater and the surrounding villages were: joined
by theirs to say what would be, for many, their last farewell. As a
mark of the loyalty and the belief in their cause of these men, it
should be noted that there is no record of desertions over this last
weekend of the rebellion.

The rebel army was formed outside the town ready to commence
the march to Bristol when a spy named Godfrey, a local man, came
to Monmouth with important information. He gave Monmouth the
royalist disposition at Weston Zoyland. He informed him that no
special defences had been constructed, and that the artillery was
separated from the main body of the army. In addition to this, he
volunteered to lead the rebel army by a route that would take it
round to the far left of the royalist position, avoiding the artillery
out on the right as they looked. Monmouth decided that this could
be his great chance of victory and, after climbing the tower of St
Mary’s church and surveying the scene himself through his
telescope, he decided to change his plans and attack Feversham's
army that night. While the idea of a night attack carried many risks,
if he could get into contact with the royalist troops with surprise on
his side, then his two to one superiority would surely tell. With
Feversham defeated, who could halt his march on London and the
Crown?

The Battle of Sedgemoor

Feversham'’s dispositions seem to show that he expected no
attack by Monmouth. On the extreme left of his position were
placed the 16 guns astride the Bridgwater-Weston Zoyland road.
About 500 yards to their right were placed the 6 infantry battalions,
their tents drawn up between the village and the Bussex Rhine, a
great drainage ditch, which protected the village to the north and



west at a distance of about half a mile. There were 2 crossing points
of the Bussex Rhine, to the north of the village the upper plungeon,
and to the west, the lower plungeon. The officers, cavalry and
dragoons were billeted in Weston Zoyland itself. To ensure
Monmouth did not slip away unnoticed, a cavalry patrol under
Colonel Oglethorpe had been sent out to keep watch on the roads
that led from Bridgwater to Bristol and Bath. Sir Francis Compton,
with 150 cavalry, was sent out onto Sedgemoor in front of the
royalist position to act as sentries. At 11 o’clock, on the evening of
5th July, Monmouth and his army marched to battle.

The rebel army marched away from Bridgwater on the Bristol
road, a strict silence being observed by all men in case their
presence was detected by the cavalry patrols. If any man made a
sound he was to be knocked to the ground by those nearest. The
password for the night was to be ‘Soho’, from Monmouth’s London
residence in Soho Fields, and was to help recognise friends on a
dark and extremely misty night. At Bradney Lane the army turned
right, and then left into Marsh Lane, which took them within a mile
of Oglethorpe’s patrol stationed on Knowle Hill, yet the 5,000 men
remained undetected. About 3 miles from Bridgwater the rebels
reached Peasey Farm, where the column halted, left the baggage
train and received its final orders.

Lord Grey and his 500 cavalry were to go ahead of the infantry,
led by Godfrey the spy, cross the Bussex Rhine at the upper
" plungeon and get behind the royalist camp, capturing the officers
billeted in the village and the artillery. While the cavalry were
causing chaos in the camp, the rest of the army, led by the Red
Regiment, was to move up to the Bussex Rhine, open fire into the
camp, then cross the wide ditch and attack the totally disordered
royalist infantry.

From Peasey Farm, the army marched out onto Sedgemoor and
trudged silently on for another 2 miles through dense, clinging mist;
the column stretched out for approximately a mile. The royalist
army, now convinced that there would be no movement by the
rebels that night had, in fact, withdrawn most of the 150 sentries
under Compton from the moor, feeling it unnecessary to leave
them too far out on such an unpleasant evening. Everything was
going to plan until Grey’s cavalry reached the Langmoor Rhine,
another wide drainage ditch that crossed the rebels’ path. The
crossing point was marked by the Langmoor Stone, but in the mist
Godfrey could not immediately find it. As he searched for the
Stone, a shot rang out; the rebels had been discovered by one of the
few sentries left on the moor. The trooper galloped back to the
royalist camp and gave the alarm. Meanwhile, the rebels had finally
effected their crossing and the cavalry set off in pursuit, across
another mile of damp moorland, towards the Bussex Rhine as
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planned. Sir Francis Compton led his 150 cavalry to intercept the
rebel cavalry and was badly wounded, but all but one troop of rebel
cavalry were forced to retire. Captain John Jones’ troop of rebels
received much praise for the valiant effort it made to fight its way
through the royalist cavalry and gain control of the vital upper
plungeon, but their efforts failed without adequate support.
Feversham’s infantry had tumbled from their tents as soon as the
alarm was sounded, and fell into position between the tents and the
Bussex Rhine. From left to right were Kirke's, Trelawney'’s, the 3
Guards battalions and, nearest the upper plungeon, Dumbarton’s
Regiment. Grey reorganised his cavalry and rode back to the
Bussex Rhine to search for another crossing point. In the dark, he
managed to pass Dumbarton’s men unseen. However, when he
drew level with the first Guards battalion, he was challenged and
discovered. Shots crashed out and Grey's cavalry were struck with
terror, their untrained horses reared and galloped madly to get
away from the slaughter, fleeing in all directions and taking no
further part in the battle.

Monmouth marched into battle with Wade’s Red Regiment,
being guided to their target by the slow matches of Dumbarton’s
outdated matchlock muskets. They were followed by the artillery,
Matthew’s Yellow Regiment and Holmes™ Green Regiment. The
other two regiments had been left so far behind that by the time
they arrived at the field of battle it was too late to play their part.
Wade’s men halted about 40 yards from the ditch, prepared to
advance across it and charge into the ranks of Dumbarton’s
Regiments and the first battalion of Guards. Outnumbered as the
royalists were, it could have been a difficult time for them, but at
that moment Matthews’” men moved up on Wade's left, some
distance behind and opened fire across the ditch. Wade's men could
not go forward now into the fire of their comrades. Now that the
initial opportunity had passed, Wade found it impossible to
persuade his men to cross the dark depths of the ditch. Holmes’
Regiment then moved into position on Matthews’ left. Very few
casualties were caused by the musketeers due to a tendency to fire
high. However, a great toll was taken of Dumbarton’s Regiment by
the rebel artillery, which performed their task with great skill.
Feversham had ordered his men to hold their fire. This stage of the
battle appears to have lasted for about an hour and a half. It became
desperately apparent that the royalist guns were needed, but they
were 500 yards away and the civilian drivers had deserted as soon as
the battle had commenced. Help was to come from an unexpected
source. The Bishop of Winchester, an old soldier of the Civil War,
had accompanied the royalist army to Weston Zoyland, hoping to
see the destruction of his many tenants who had joined the rebels.
He rode out to where the artillery had been placed and harnessed
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up six guns to his own carriage horses and brought them into the
firing line, whence they quickly silenced the 3 rebel guns.
Ammunition now began to run low in the rebel firing line, most of it
already having been wasted. In preparation for an advance, Kirke's
and Trelawney’s Regiments were moved from the extreme left of
the line to the extreme right, facing Holmes’ Regiment. The Royal
Dragoons were placed with Dumbarton’s men, who had suffered
heavy casualties. As first light broke, the cavalry, including
Oglethorpe’s patrol which had returned after discovering Mon-
mouth’s departure from Bridgwater, crossed the upper and lower
plungeons and formed up facing the flanks of the rebel infantry.
Oglethorpe, hoping to make amends for missing the rebel army as it
marched from Bridgwater, charged into Holmes’ Regiment before
the order was given and was repulsed, but he managed to reform his
men. At this point, the hopelessness of the position became
obvious. Monmouth, who up till now had played a prominent part,
leading his men on foot by example, accompanied by Lord Grey,
left the field and saw the final destruction of his army from Knowle
Hill. Feversham decided the moment had arrived and he ordered a
general advance, the infantry, who had been under fire throughout
the early hours of the morning, launched themselves across the
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ditch with great ferocity, Matthews’ and Holmes' men turned and
fled, Wade retained command of his and managed to retreat to
Langmoor Rhine where his men were finally broken by a cavalry
charge. He did, however, manage to escape from the battlefield in
safety, still accompanied by 200 or 300 of his men. Many rebels
were slaughtered in the Langmoor Rhine and in the surrounding
cornfields. One of the hardest hit regiments was Bassett’s, who
never reached the field of battle, but were caught up in the rout.

The exact casualties of the battle are unclear, but it is estimated
that between 200 and 400 rebels died on the battlefield and 1,000
more were killed in the Langmoor Rhine and the cornfield. Many
fugitives were still being hunted down and killed hours after the
battle. About 500 prisoners were taken and locked in the Church at
Weston Zoyland. Twenty two were executed the following
morning, including the Dutch gunner who had been in command of
the artillery and had caused many casualties. Total royalist
casualties are estimated at 300.

Monmouth was captured two days later, on 8th July, by men of
the Sussex militia. He was hiding in a ditch, dressed as a peasant.
He was executed on 15th July, the executioner needing 5 blows of
his axe and a knife to finish the job.

So ended the rebellion. To ensure the people of England did not
feel inclined to rise again, an exhaustive search was carried out to
bring as many rebels as possible to justice. Two hundred and thirty
men were officially executed (ie not including the many executed by
the army in the early days after the battle) and about 800 were
sentenced to transportation by Judge Jeffreys’ Bloody Assizes.

On the battlefield of Sedgemoor, there is a memorial stone which
bears the following words: “To the Glory of God, and in memory of
all those who, doing the right as they saw it, fell in the Battle of
Sedgemoor, 6th July 1685, and lie buried in this field or who, for
their share in the fight, suffered death, punishment or transporta-
tion, PRO PATRIA".
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THE BYNG TOUCH

Wargaming fleet actions in the age of sail
by Andy Callan

I've never been very happy with the 18th/early 19th century naval
games I've played over the years, largely, I suspect, because I
always felt like an ignorant landlubber. But quite apart from the
sense of bewilderment I felt faced with invariably complex rules
covering all the niceties of wind angles, turn circles, arcs of fire,
ranges and calibres, the games themselves had always fallen far
short of being historically satisfying. The main problem was that
just manoeuvering the ships was so darned complicated that no
player, it seemed, could manage to handle more than 3 or 4 at a
time, so unless we confined our attentions to small scale inshore
operations there were never enough players to be able to control
fleet-sized forces. And we’d all rather be Admirals than Captains,
wouldn't we?

What particularly peeved me was that the rules for movement
and firing were so complicated that they took up all the players’
time, with the inevitable result that the command and control
aspects had to be grossly simplified. The net effect was that each
player ended up doing more or less what he wanted and I honestly
can't remember a properly formed line of battle lasting beyond the
first couple of moves of a game. Nobody else seemed worried about
this, though.

I blame Nelson for this sort of thing — he’s got a lot to answer for.
First of all he has the nerve to quit the line at Cape St. Vincent. then
he ignores signals at Copenhagen, and finally. at Trafalgar. he as
good as tells his captains to do as they like as long as they get
properly stuck in! It seems to be that most Naval wargames set in
the age of sail are so influenced by this behaviour that the authors
appear to assume that this was the normal way of doing things. The
fact is that Nelson was utterly unorthodox, broke every rule in the
book and took enormous risks. This was all very well against the
sort of poor quality opposition the British were fighting in the
Revolutionary and Napoleonic wars. Bald headed aggression,
backed by superior traiming, gunnery, armament (all those
carronades) and a revolutionary new signalling system (of which
more anon) was more or less infallible against the despised Frogs
and Dagoes. Fortunately for the British Navy, it never had the
chance to try such headstrong tactics against a halfway decent
opposition, although the shortcomings of the ‘go at them’ heresy
were revealed for those who cared to look in sundry small scale
setbacks during the war of 1812.

Wargamers, I believe, have been equally dazzled by Nelson’s
successes, and seem to have made the mistake of approaching the
design of wargames in the age of sail as if Trafalgar were the norm.
In fact, the tactics and outcome of the battle were very much the
exception. Nelson took enormous chances because he accurately
assessed the poor training and morale of his enemy. He would
never have got away with it against the old Royal French Navy.

If we step back in time twenty-five years or so before Trafalgar
we find a very different situation. Two navies, the French and the
British, fight protracted campaigns in the West and East Indies
during the American War of Independence. They have distinctive
tactical methods, but technically they are more or less equal - if the
French have the edge in long range accuracy, by the end of the war
the British have developed a clear advantage in the close range fight
thanks to improved gun drill and tackle and the introduction of the
carronade. There are fots of battles on the high seas (in stark
contrast to the Napoleonic wars) none of them particularly decisive
you might say, but with well-matched, equally skilled opponents
this is hardly surprising. But the battles are tactically interesting,
the manoeuvres before battle having a fascinating, ballet-like
quality in no way comparable to the brutal carnage of the typical
‘Nelsonian’ battle. We are, after all, back in the Age of Reason.

All this is very difficult to game. We twentieth century
wargamers are much more at home with the “get stuck in to close
quarters’ approach of the Nelson school, because it's so much more
dramatic, but the point to remember is that the tactical situation
had totally changed by then. The old, tried and tested methods of
the 18th century had been chucked out of the porthole along with
the Standard Fighting Instructions which had governed British

naval tactics since the time of Queen Anne. The British Navy had
been able to do this firstly because the old formalism was no longer
necessary against a less well trained opponent, but perhaps even
more significantly because the introduction of improved methods
of signalling, culminating in Sir Home Popham’s telegraphic
signalling code made the passing on of orders infinitely simpler,
thus taking away the need for standing orders to regulate the
actions of a fleet.

It has been traditional to vilify the old Fighting Instructions,
because under them the British Navy won no glorious victories to
compare with those of the 1790’s and 1800’s. But, as I have tried to
stress the opposition was very different, and you can only get away
with clever tricks like ‘breaking the line’ and concentrating your
forces if you can be sure that the enemy isn’t sharp enough to do the
same thing to you at another point in the line. Sound standing
orders impose a minimal level of competence, and individual
brilliance on the part of an Admiral can only be of any use if he can
communicate his intentions to his captains. Rodney and Suffren (to
take a British and a French example from the 1780°s) were full of
wizard wheezes but just didn’t have the means of making the signals
which could have put them into effect. Without the signalling
developments that became available to Nelson and his contempor-
aries any sort of cleverness was impossible, so the Fighting
Instructions at least had the virtue of providing a plain menu of
simple tactical choices, with effective signals for their implementa-
tion. It was Admiral Byng's misfortune to make a hash of his
manoeuvring either (opinions vary) because he tried something
fancy and ignored the Instructions (he had a book of them open in
his hand during the action off Minorca) or because he failed to grasp
some of the basic, but unstated, principles which they were founded
on. In any event, he was Court-Martialled and shot “pour
encourager les autres™ as Voltaire had it, which naturally had the
effect of damping down any taste for tactical innovation amongst
his fellow admirals. British naval practice came to be ‘If in doubt,
play it by the book’ and that way you covered yourself against
accusations of misconduct.

Now all this is ideal for wargames purposes if you want to give
your games a proper flavour of the times. Lay your hands on a set of
these Fighting Instructions, apply them as standing orders, and you
are well on the way to getting your model fleets to behave like their
historical counterparts. Couple this with a command and control
system based on the signals that were possible under the
Instructions and the game is going to reflect the problems faced by
both Admirals and Captains. Last but not least, devise a set of
movements and fighting rules that are simple enough to leave time
to handle the manoeuvre and firing of twenty-odd ships a side then
you've really cracked it.

This is how I went about it:

The Fighting Instructions

Although often referred to (usually in disparaging terms) in
standard histories of naval warfare, | had never seen the Fighting
Instructions fully printed out until [ was able to lay my hands on two
publications in the excellent Navy Records Society series, namely
‘Fighting Instructions 1530-1816 (Vol. XXIX 1905) and ‘Signals
and Instructions 1776-1794 (Vol. XXXV 1908). Edited by the
redoubtable Julian S. Corbett, doyen of contemporary British
Naval historians, these two volumes tell the full story. For our
purposes, the latter is the more valuable, since it contains all the
minor variations and additional instructions issued by different
Admirals during the AWI in an attempt to create a more versatile
signalling system. The net result is a plethora of ambiguous and
difficult to interpret instructions, representing something of a
guarantee for confusion in the heat (and smoke) of action. The
revolutionary nature of Popham’s invention becomes perfectly
apparent.

Unfortunately these two books are very hard to come by and are
likely to tax the resources of even the most diligent inter-library
loan service. Fortunately, help is at hand. I had developed this
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game I am about to describe, ready in time for the 1986 Wargame
Developments Conference blissfully unaware that the ever-
enterprising Bill Leeson had simultaneously produced a reprint of
the full Sailing and Fighting Instructions in his admirable
‘Wargames Library’ series. The booklet is now available from Bill
at 5, St. Agnell’s Lane Cottages, Hemel Hempstead, Herts, HP2
THI, price £2.50 plus 30p and packing.

Armed with a set of the Fighting Instructions, and thus aware of
what signals can and cannot be made, the next step is to translate
them into a tabletop signalling system that will produce the desired
results.

Command and Control

The contemporary signalling system described in the Fighting
Instructions used a limited range of nineteen different flags, whose
meaning varied according to the mast or position on the rigging
from which they were flown. Those wishing to be perfectly
culturally accurate will no doubt wish to duplicate this system
precisely. Personally I decided against this, on the grounds, that the
original system was likely to prove too complicated for the average
wargamer — or at least the wargamer who isn’t going to be playing
this game again and again (game designers always seem to forget
that most of the people who will be playing their games fall into this
category). What was needed was a more easily comprehensible set
of signals, which were still true to the spirit of the originals. What I
did was to pick out the most useful of the standard and additional
signals, condensing them into a set of 21 different variants,
translated into the simplest possible language from the rather
tortuous and elaborate 18th century prose. Then, using modern
International Alphabetical Flag Code (easy to find in any book on
sailing, but see the diagram) I allocated a single flag to each signal,
thus leaving five spare letters for any special instructions our
wargames Admiral may wish to dream up before a particular battle.
Modern numerical flags were similarly used to indicate courses,
distance, speeds and to identify individual ships by number. The
range of flags available to each player is therefore:

Prepare to . . . (execute when hauled down)
Engage the enemy
Ship(s) to quit the line .
concerned)

Engage closer

General chase

Steer for opponent in enemy line

Go to opposite tack all together

Go to opposite tack in succession

Wear to opposite tack all together

Wear to opposite tack in succession

Turn in succession, course . . . (followed by numerical flag,
giving course)

Turn all together, course . .
giving course)
Form/maintain line of bearing on starboard tack, course . . .
(numerical flag)

Form/maintain line of bearing on port tack, course . . .
(numerical flag)

Get into Admiral’s wake/grain

Fill sails to make . . . (unless followed by numerical flag,
means make all speed)

. . (followed by numbers of ships

. (followed by numerical flag

Brace sails to make . . . (unless followed by numerical flag,
means heave to)
Close up to next ahead at . . . (followed by numerical flag,

giving distance in cables)

Fall away from next ahead at . . . (numerical flag)

Ships to exchange stations . . . (followed by numerical flags of
ships concerned)

Form line of battle abreast at . . . (numerical flag, giving
distance in cables)

Admiral’s personal additional instructions
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otes on Signals

: The capacity to make a ‘preparatory’ signal apparently only
came in during the AWI. Previously ships obeyed signals as
soon as they were seen, which obviously led to a certain lack
of co-ordination in line ahead.

>

cf Article XIII in the Fighting Instructions. Normal engaging
distance is Point Blank, ie. somewhere between 600 and 1000
yards (Article XX).

Used when ships are damaged and getting in the way, or
clearly out-matched. The ships falls away on the unengaged
side of the line and the next astern closes the gap.

cf Article XXVI. Signal for line ahead should be hauled down
at the same time. “Then every ship in the fleet is to use his best
endeavour to come up with the enemy and lay them on board.’
Note that Article XXI stated that ‘None of the ships in the
fleet shall pursue any small number of the enemies’ ships, till
the main body be disabled or run’,

Ships generally tried to engage their opposite number. Thus
the ship at the head of the line would steer for number one in
the enemy line and so on down the line. Flagships always tried
to engage each other so this often led to adjustments being
made in the order of sailing.

Note that this converts a line ahead to a line of bearing. In the
diagram (2) the fleet has tacked all together from the
starboard to the port tack.

Lead ship tacks first, others follow in his wake.

As for G except no risk of losing stays, but fleet loses leeway
(see movement rules, below)

Van ship leads down lee side of fleet and steers for opposite
tack only on passing rear ship.

Used to call ships back into line who are out of station
astern/ahead respectively.

Manoeuvre to be carried out on the unengaged side of the
fleet, where possible.

: Special orders, to be given at the start of the game, in the light

of previous experience of playing to these rules!
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LINE OF BATTLE AHEAD (the National Flag) is taken to
override all other signals while it is kept flying. Admiral Graves
tried to excuse himself after the botched battle of the Chesapeake
(which doomed Cornwallis at Yorktown) in the following memor-
andum to the fleet: “When the signal for the line of battle ahead is
out at the same time as the signal for battle, it is not to be
understood that the latter signal shall be rendered ineffectual by
too great an adherence to the former”. This was news to all
concerned, and Hood summed up the general feeling of the fleet:
“It is the first time I ever heard it suggested that too strict an
adherence could be paid to the line of battle. According to Mr.
Graves’ memo. any captain may break the line with impunity when
he pleases”. Since the game [ am describing here is set in the period
before Nelson made such disobedience fashionable, Hood’s
attitude should prevail in the minds of the players.

Other Flags Available

In addition to the alphabetical signal flags the players also need
numerical flags to enable them to be more precise in the content
and addressing of the former. Thus each player needs a set of
numerical flags, based on the modern system, which can denote
speed, distance and direction. Numbers one to eight are all that is
needed because a ship won't do more than eight knots (see
movement rules, below), has no conceivable need to signal a
distance of more than eight cables, and eight numbers are sufficient
to indicate the eight principal points of the compass (North,
North-East, East, South-East, South, South-West, West, North-
West) that will be needed under the movement system described
below, which uses a ‘gridded sea’. A second set of numerical flags,
of a different size and shape (see diagram) but still based on modern
examples, is needed to identify each individual ship. Here you need
as many flags as you have ships. Finally, each player should have
four more flags: the National flag (ie. the Union flag in the case of
the British), which is flown as the signal for forming (and
maintaining) the line of battle, and three flags to indicate the Van,
Centre and Rear squadrons of the fleet (in the British case, the
White, Red and Blue ensigns). Thus equipped, our wargames
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admirals have a vocabulary of signals roughly equivalent to that
possessed by British Admirals in the latter stages of the American
War of Independence. The range of signals is sufficient for a fairly
standardised range of battle manoeuvres, but there are a number of
omissions which will only become obvious after you have played the
game a couple of times , (ie. I'm not going to tell you what they are).
To help remedy this some admirals drew up their own additional
instructions and this option is open to you, using flags V-Z. It wasn’t
possible, however, to fill all the gaps before Popham’s telegraphic
code came in, so if you find yourself, at the crisis point of a game,
unable to make the signal that will win you the battle because you
don’t have the vocabulary to do so, then you will be going someway
to appreciating some of the frustration that must have been felt by
eighteenth century admirals . . .

Signals procedure

For the game to have the right sort of ‘feel’ to it I wanted to come
up with a gadget that would enable me to physically ‘run up’ a
signal. After various unsatisfactory experiments with paper clips
and sellotape the solution I came up with was based on signal flags
pasted to card flown from a *mast’ made out of a triangular section
poster-holder. All this is easier to show in diagram form than to
describe in words

-
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I prepared two sets of standard sized cards, one red, one blue, so
that each fleet would have a full set for the Admiral’s use. The
signal flags, drawn so that the flag appeared on one side of the card
and the meaning of that particular flag on the other were then stuck
to the card leaving a strip of card clear down one edge for it to be
inserted in the ‘mast’. I found it easiest to draw a set of master flags
and their meanings on A4 paper in a layout that would enable them
to be copied onto address label sheets. This way there was no
messing about with paste. Your local copy shop will do this for you
at modest cost, and once you have drawn up the master sheets you
can run off as many copies as you wish. Each Admiral thus has a full
set of signals: alphabetical, numerical and squadronal which he can
set out in front of him in some convenient filing rack. (I made mine
out of a couple of cigarette packets.) To run up a signal the Admiral
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draws out the appropriate cards, inserts them in the masts, and
turns the signal rig so that the flag side of the card faces the table,
and he can see the meaning of the signal on the reverse of the card.
As shown in the diagram above the signal rig is a shaped length of
wood with sockets for three masts. The foremast is used for signals
to individual squadrons, the mainmast for signals to the whole fleet,
and the mizzenmast for signals to individual ships. Using this
system it is possible to make quite complicated signals, within the
limitations imposed by the vocabulary available. E.g. an example
of a complex signal with orders to a whole fleet, a squadron and two
individual ships: =
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Game structure

How to make use of this signal gadget in running a game? It's no
good having a set of signals unless you’ve got someone to make the
signals to, so I'm afraid that this idea isn’t suitable for a two player
game. There are various possible combinations of players and roles
but the basic idea is that the player commanding a fleet is not
allowed to move the model ships on the table-top. Instead he gives
manoeuvre orders to another player, using the signals, who then
moves the ships accordingly. This effectively simulates many of the
frictions of command since the wargames admiral will find himself
having to plan ahead and give orders with a precision he is entirely
unaccustomed to in a traditional *hands on’ game.

A. B.
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Diagram *A’ shows the simplest game structure — a three player
game where the Admiral gives orders to his fleet, while an umpire
controls the manoeuvre of the enemy fleet. This structure is
particularly suitable for re-fighting such actions as the battle of the
Nile, where one fleet passively awaited the attack of another.
Indeed if you re-fight this particular battle this way the French
tactics, which look like madness on paper, begin to make sense —
the fleet is perfectly formed and ready for battle and not subject to
the disorder that almost inevitably sets in once you try to
manoeuvre under sail. Such a one-sided set up can nevertheless
give a perfectly satisfactory game - the players find themselves
almost fully occupied trying to regulate the movements of their own
fleet, without having to worry about the enemy.

Diagram ‘B’ gives a variant on the three player game, where the
umpire represents the fleet captains of the two opposing fleets and
moves both sets of model ships in accordance with orders received.

Diagram ‘C’ and ‘D’ show set-ups suitable for re-fighting very
large fleet actions with twenty or more ships a side. Ideally in these
cases the Admirals should sit slightly back from the table, perhaps
on a low chair. From such a position it's remarkably easy to lose
track of whose ships are whose once the fleets close for action.
Anything that goes some way towards restricting the table-top
Admiral’s god-like vision is to be encouraged.

Note that in all these games it should be impressed on the fleet
player(s) that anything other than the strictest adherence to signals
will be punished by a Court Martial. Signals must be obeyed to the
letter and if this leads to post game argument with the admiral
claiming that his signals have been misinterpreted then this is
entirely in keeping with the sort of thing that used to happen all the
time in the eighteenth century.

Rules

Since the use of this system places far greater emphasis on
signalling and the manoeuvre that goes on before action is joined
youaren't going to have time to use complicated combat rules. Now
that you are commanding fleets of perhaps twenty ships a side you
need a highly streamlined set of rules that will enable you to run
down the line of battle working out fire effects with speed and a
minimum of brainwork and record-keeping. Equally, during the
manoeuvre phase, the movement rules need to be simplified, so
that the fleet player can rapidly shift around a large number of
model ships without recourse to tape-measures, protractors, turn
circles and the like. Accordingly the rules set out below are written
with these principles in mind so that detail has been sacrificed in the
interests of efficiency of play. Purists will no doubt quibble with
them but I believe the overall effect is correct. Of course you don’t
have to use these rules, since I believe that the signal system
described above could be adapted to any set of movement and
combat mechanisms.

Originally, the set I drew up for unveiling at the 1986 Wargames
Developments conference was designed for use with Gallia
1/3000th ships on Standard Games blue one inch hex cloth.
Unfortunately I understand the latter is no longer available, so in
presenting the rules to a wider public here I've re-written them for
use on gridded cloth — this pattern is much easier to come by, and I
managed to pick up a six feet by five feet piece for £4 from the first
draper’s I visited. Actually squares seem rather more nautical than
hexes since you can use the faces and corners to give eight possible
movement directions, thus corresponding to the eight principal
points of the compass. It means you have to tack at 45 degrees off
the wind, which is rather generous (18th century warships could
normally sail no closer than 6 points — about 67 degrees off the
wind) but as it applies to both fleets this evens itself out. Changing
from hexes necessitated a revision of the combat rules too, since
squares do funny things to arcs of fire. Originally I'd used The
Nelson Touch, by John Armatys (Dodo publications) virtually
straight, since these were specifically designed for fleet sized
actions on hexes. The set printed below might be described as a
linear descendant of the Dodo set and I willingly acknowledge my
debt to John in this respect. (Readers interested in a hex-based set
should write to John at 82, Westbourne Road, Sheffield, S102QT
for details of The Nelson Touch and indeed of all the excellent and
modestly-priced Dodo publications.)

THE BYNG TOUCH
Wargames Rules for Fleet-Sized Actions in the Age of Sail

Turn Sequence

All actions, except firing at point blank, are simultaneous for
each fleet. Each turn has three sequences: 1) Manoeuvre; 2)
Signals; 3) Combat. A complete turn is thus worked out in this
order:
1) Manoeuvre sequence

a) Move ships (test for tacking as you go — see below)

b) Test for movement randomisation

¢) Test for collisions

d) Test for repairs

2) Signals sequence
a) Make any fresh signals
b) Test to see how far down the line the signal is logged.



3) Combat sequence
a) Announce any firing and boarding. Determine targets.
b) Leeward ships fire. firing is simultaneous except
¢) Windward ships fire. at point blank range
d) Work out any boarding actions

Movement and Manoeuvre

The playing surface is divided into squares. The squares should
be no smaller than the length of a typical model ship. One square =
one cable. One square moved = 1 knot.
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The figures give the minimum and maximum number of squares
that may be moved in a fresh wind. For game purposes winds are
divided into four strengths: Light, Moderate, Fresh and Strong.
Frigates move +1 in all cases except into wind
Light Winds = —2 on all speeds
Moderate Winds = —1 on all speeds
Strong Winds = +1 (reaching or running), —1 (into wind or close
hauled)

Changes in wind strength and/or direction are determined by the
umpire, according to whatever criteria he deems appropriate for
the scenario being played.

Movement is simultaneous. Move Van ship first then whole fleet.
Dice for any variations in tacking (see below) as each ship makes its
move.

Dice for movement randomisation (see below) after all ships have
been moved.

You need a pair of dice for each fleet.

For average and very efficient fleets use 1 Red Average Dice and 1
Green Average Dice.

For notably inefficient fleets use 1 Red Average Dice and 1 Green
D6.

Movement Randomisation: Ships move at the speed the Admiral
wishes (ie, unless otherwise ordered, they conform to the speed of
the flagship) only if they are close — hauled in line of battle. In any
other formation or on any other heading their movement is subject
to randomisation as follows:

Roll the Fleet’s two dice.

If the scores are the same then all ships move at the desired

speed.

If green is lower then every (red dice score) ship moves one

slower than flagship

If green is higher then every (red dice score) ship moves one

faster than flagship

If the scores were green 4 and red 3 then every third ship
(counting outwards from the flagship) would move one faster than
the flagship on that turn. Note that this still applies even if the
flagship is doing the notional maximum speed.

Collisions: Friendly ships may not voluntarily occupy the same
square. If this looks set to happen due to faulty manoeuvre (or
movement randomisation, above, or tacking, below) roll the green
dice to determine whether a collision takes place:

2 or less: collision

3 or 4: rearmost ship veers to leeward may only be called
5 or more: rearmost ship veers to windward [ back into line by
specific signal

from admiral
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If a collision occurs effect is minus one on maximum speed until
repaired (Roll green dice at the end of each turn. Needs a roll of
exactly 4). Ships move on locked together for one turn after a
collision.

Tacking and Wearing

1) Tacking Tacking is quick but risky.
It takes one turn only. All three masts are needed to tack.
It is not possible in light winds.
When tacking roll green dice. 2 or less = lost stays, tack fails,
swing back onto original course, may wear next turn. Damage to
rigging is as for collision.

&

l TACKING
TAKES ONE MOVE

2) Wearing Wearing is slow but safe.
It takes two turns to complete. There is no risk of damage. Note
loss of distance to leeward.

WEARING
TAKES TWO MOVES l

L A Oh'aind
S ‘\‘ Position
( T |fesition
: 1 |afrer
\ '.’ Move 1
Position
afber
Move L

Turning

Ships may alter course by one compass point (45 degrees) at the
start of a manoeuvre sequence and then by one additional point for
each square moved. Maximum number of turns is four points. May
not cross wind unless tacking.

Mast

See combat rules. Minus two on maximum movement for the first
mast lost, minus three when second mast lost. Any ship with no
masts left drifts downwind at one square per turn (Light or
Mode;‘ate winds), or two squares per move (Fresh or Strong
winds).

Distances in Line
onE TWo THEEE Fouk
CABLE  CABLES CABLES CABLES
._A_“__)-— e
- <. < <3 L

Normal distance in line ahead is two cables unless otherwise
signalled.

Notes on the Movement Rules

Movement Randomisation: Maintaining the formation of a line
of sailing ships was a very difficult job. Some ships were better
sailers than others (especially in the days before copper sheathing
was introduced), some crews were better trained, and some
captains were better at their duties. Add to this all the vagaries of
wind and tide and it’s easy to grasp some of the difficulties Admirals
laboured under. Since the introduction of Line tactics, however,
experience seemed to show that it was easiest for the fleet to
maintain station when all the ships were sailing Close-Hauled — that
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is steering as close to the wind as was possible. In this position it was
easiest for individual ships to make the fine adjustments to sail and
rigging that would enable them to keep station with their next
ahead and next astern, regardless of any individual differences in
sailing performance. The other great advantage of steering this
course was that it enabled you to get to windward of any enemy who
wasn’t doing likewise and to gain the wind of an enemy was of
course every Admiral’s ambition. So a close-hauled line ahead is
the ideal formation. In every single battle of the eighteenth century
one or both of the fleets was close-hauled. A fleet steering such a
course is therefore fuly rewarded in game terms.

Wind:I've deliberately not specified a mechanism for generating
changes in wind. Dice-generated systems always seem to give weird
results so I find it best to work out the wind pattern before the game
(you could for example, listen to the shipping forecast on Radio 4,
or look up the weather in one of the ‘Quality’ papers). It doesn’t
really matter what method you choose so long as you have a
pre-determined wind pattern for the game, which is kept secret
from the players.

Wind and Gunfire: [t was a commonly observed phenomenon that
wind strength tended to drop once fleets had engaged — opinion at
the time held that this was due to the ‘concussion of the air’. We can
never know now whether or not this had any meteorological basis in
fact but since the mariners of the time seemed to expect it to happen
then perhaps we ought to consider incorporating it into our game.
As arough guide we can say the wind drops off by one strength level
as soon as ten ships are engaged, and by two strength levels once
twenty-five ships are engaged.

§
Signals are hoisted half way through a turn, after all movement
has taken place but before combat results are calculated.

Obviously not all the ships in a fleet could see a new signal hoisted
from the flagship at the same time, so it would have to be repeated
down the line until all ships had logged it. This is why the Admiral
usually took station half-way down the line — his signals thus didn’t
have too far to travel! The process could be considerably speeded
up if one or more frigates were stationed on the unengaged side of
the line with the job of repeating all signals made by the flagship.
The signals thus repeated were visible to the whole fleet a lot
sooner.

To reflect these difficulties, whenever a new signal is made, roll the
red dice to see how far down the line (ahead/astern/abreast) the
signal is logged on that turn. Where the fleet is not formed in line
the signal will only be seen by ships in line of sight of the flagships
mainmast. e.g:

I'i"l‘n-“

4
.
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The dice score was three. The signal made from the flagship (6)
was seen as far as ships numbers 3-9 and by the frigate (f).

Those ships which have logged a signal may act on it in the next
manoeuvre phase. All shipsin line of sight will see a signal repeated
from a frigate stationed outside the line. Thus in the case above if
the dice score on the next signal phase was two then the original
signal would now be seen as far as ships number 1 and 11, but by the
whole fleet if the frigate repeated the signal. The usefulness of a

preparatory flag, to make sure the fleet acts together, becomes
immediately apparent. A repeating frigate can haul down a
preparatory flag immediately, so the whole fleet can act on a
previously logged signal on the movement phase after the flagship
hauls down the preparatory flag. Otherwise restrictions are as
above.

Combat Rules

The random factor in fire effect is represented not by dice but by
using a pack of playing cards. A well trained fleet uses a set of cards
from which the picture cards (ie. Jack, Queen, King) have been
removed. A less well-trained fleet might use a set in which one, two
or all three of the sets of picture cards are included. The more cards
included, the less efficient the shooting.
After each ship fires re-shuffle the cards.

Record Keeping: You need to keep a simple record of firepower
and damage for each ship.

Name: HMS Monarch. (74 gun, Third Rate)
Code No . . . (to identify model)

Guns Port: 12345
Star: 12345 Masts:

Guns and masts are crossed off as they are lost.

Fore Main Mizzen

Note: HMS Monarch, as described above, thus has an initial gun
factor of five on each broadside. This is calculated by taking the
total number of guns (74) dividing by ten (all fractions round UP
and then subtracting the Rate (3).1e. 74 = 10=7.4 = 8 minus 3 = 5.

The maximum permissible firing factor is 9 (i.e. the normal figure
for a 100 gun First Rate). Larger ships, although rare, did exist, but
they do not seem to have been markedly superior except perhaps in
the ability to absorb damage. Thus they may only fire with a dicing
factor of nine, although this may leave them with spare capacity.
Thus the famous Santissima Trinidad (130 gun, First rate) would
have a broadside firing factor that looks like this: 123456789 (10)
(11) (12) and so could lose three points to enemy fire before its own
firepower slackened.

Note that under this system the combat effectiveness of a 100 gun
first rate is greater than that of a 74 gun third rate by more than the
mere difference in guns would suggest. This is in accordance with
contemporary assessments of the relative effectiveness of different
rates. Note also that this system effectively keeps non-line of battle
ships (eg.frigates, say a 44 gun Sth rate) out of the line of battle since
their gun factor is rate at zero or less! To game an action between
frigate squadrons however, all you need to do is not deduct the ship
rating in the gun factor calculation. Thus a 36 gun frigate would
have a gun factor of 36 + 10 = 3.6 = 4.

Firing
Arcs of Fire

ia) PERPENDICULAR ARC

PB D 5 M PISTOL
PB [DS | M @@1&3* B
PB D 5 M KAKE

DoubuE
SHOT

ib) DIAGONAL ARC




Ships fire broadsides only, and only one broadside at full effect in
a turn. Well-trained fleets may fire both broadsides but at HALF
firing factor (Y2s round down).

Broadsides may not be split. Target priority is: 1) Nearest
Enemy; 2) Enemy that passed by or was passed in preceding
movement phase; 3) Enemy fired at in previous turn; 4) Player’s
choice.

Effect of firing
Work out firing score = gun factor — range + position bonus

Range deduction = At point blank subtract 3, at double shot
subtract 2, at musket shot subtract 1 and at
pistol shot make no deduction. (Note that in
all cases except point blank range on the
diagonal arc the range deduction is the same
as the number of squares from the firer to the
target).

Position bonus = Stern rake plus 2, Bow rake plus 1.

The firing score gives the number of cards to draw. To register a
hit draw a card with a number less than the firing score:

e.g. 74 gun 3rd rate (gun factor 5) firing at point blank range = 5-3
= 2. Firing factor is 2. Draw two cards, needs aces to hit.

e.g. 90 gun 2nd rate (gun factor 7) firing at musket range with a
stern rake. = 7 — 1 + 2 = 8. Firing factor is 8. Draw 8 cards, needs
sevens or less to hit.

Every third hit is taken on the opposite broadside (eg the third hit
scored on a ship’s port broadside would in fact be taken off its
starboard broadside). Hits taken from rakes are taken equally on
each broadside.

Mast Hits: Each hit with a spade card = a mast hit. Draw again for
every such hit. Hearts = foremast, diamonds = mainmast, clubs =
mizzenmast, spades = enemy’s choice. A hit on an already
demolished mast is wasted unless there is another ship, in line of
fire and in range, beyond the target, in which case that ship takes
the damage.
NB This applies to both friend and foe!
Boarding

‘Was a rare and desperate enterprise. Ships must be in the same
square to board. The target must be stationary or moving at only
one knot. Unless the boarding is mutually agreed both sides draw a
card. Boarder must be higher to force action. The duration of a
boarding action is unpredictable. Draw a card at the end of each
combat phase. Needs a red for the action to be decided. Only then
work out the result: For each ship total guns remaining — masts lost
+ red dice. Highest wins. If the boarding fails no new attempt may
be made, but the opponent may attempt to counter-board.

Ships involved in a boarding action may only fire at each other. A
ship that successfully boards another takes no further part in the
battle.

Surrender
Ships strike their colours if, a) successfully boarded, or b) if all
masts lost and at least half guns lost and under fire.

Notes on the Combat rules

— The use of cards instead of percentage dice is a whim, really. I
prefer them in the context of this game because they seem more
eighteenth century!

— Fire from bowchasers and stern guns is disregarded as being of
little relevance in a general action.

— Ships to leeward fire first at point blank range to reflect the
advantage they had in being able to keep their lower deck gunports
open. Ships to windward risked flooding if they tried this (cf the
Thesee at Quiberon Bay).

— Ships didn’t have the manning to fire at full effect from both
broadsides. It was often the practice not to have the guns run out on
the unengaged side. This could be tricky if the enemy got round on
the ‘blind side’. (cf battle of the Nile).

—Don’t get miffed if a friend knocks your mainmast down. It used
to happen to the best of them. To quote from the blessed Horatio’s
Trafalgar memorandum ‘Nothing is sure in a sea fight beyond all
others. Shot will carry away masts and yards of friends as well as
foes.”

— Arcs of fire look a bit strange but this is more or less inevitable
once you've opted for a squared playing surface. Since it’s the same
for both sides the effect evens out.
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The Name which makes the Giants temble!

See us at:
The Osprey World Championships ‘87
at The Assembly Rooms, Derby
Saturday & Sunday the 10th & 11th October

With our full range of 25mm Samurai,Grand Alliance &

our NEW RANGE OF DWARVES!
Also our 15mm Age of Marlborough & Samurai ranges
(including some new releases). I
VIKINGS & Indian Maharattas.
OR: SEND E1.75p for our FULLY ILLUSTRATED

CATALOGUE, PACKED WITH INTRICATE LINE
DRAWINGS OF ALL OUR FIGURES.

If you just want the NEW RELEASES LIST, Simply send
an S.A.E.

Our Distributor in the USA 5
Mr. |. B. Hood
Area Code: 304 547 0000
‘Wargames', Box 278,
Route 40 East
TRIEDELPHIA, W.V. 26059

ALSTRALIA:
‘BATTLEFIELD’
50 Clissold Parade,
CAMPSIE, Sydney, NSW, 2194

DIXON MINIATURES, Spring Grove Mills, Linthwaite, Huddersfield HD7 50G

— Gunnery doctrine is assumed to be the same for both sides. In
practice, to quote John Paul Jones “on the wave as on the field of
honour (the French) wish . . . to wound with the delicate and
polished rapier rather than kill the enemy with the clumsy, you may
say brutal, pistol”. Things were never quite as simply as ‘British fire
at hulls, French fire at masts, but the latter did have a rather more
indirect approach to naval tactics (perhaps because they didn’t have
the trained manpower reserves to risk too many close quarter
actions), so it was often the case that a British fleet would find itself
so damaged aloft as to be incapable of continuing action if the
French chose to evade. On the other hand, by the close of the AWI
improvements in gun tackle had given the British a faster rate of fire
and the introduction of the carronade had made them even more
formidable at close ranges. If you want to make the rules more
period-specific therefore you might try: French Fleets (pre-
revolution) hits with club cards cause damage to target ship's yards
and rigging only. Effect as for collision.

British fleets (after 1781) +1 to firing score at musket and pistol
ranges.

A Final Word

Commanding a fleet in action during this period must have beena
frustrating business, so the game is designed to reflect this. Don’t
expect miracles, for as Admiral Jervis said ‘two fleets of equal force
can never produce decisive events unless they are equally
determined to fight it out, or the commander in chief of one of them
so bitches it as to misconduct his line’. There’s bound to come a
time, fighting a battle under these rules when you’ll find yourself
echoing Jervis’s sage sentiments ‘Now my dear Kempy, do for
God'’s sake . . . oblige by throwing your signals overboard and
make that which we all understand — Bring the Enemy to Close
Action!”

Bibliography

You can read all the glossy picture books that you like but you'll
never grasp the nature of naval warfare under sail unless you read
John Creswell's Bntish Admirals of the Eighteenth Century:
Tactics in Battle (Allen and Unwin, London, 1972). Read it in
conjunction with Bill Leeson’s reprint of the Fighting instructions
(see above) and you've got all you need to make an otherwise
mysterious tactical art perfectly understandable.
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13 WESTBOURNE PLACE
HOVE, E. SUSSEX BN3 5PE
Telephone: (0273) 25759

Formerly the PARADE GROUND we now manufac-
ture the old Corvus range under the name of
SUSSEX MINIATURES.

THE TIN SOLDIER range will retain its name. We
also stock the SKYWARRIOR range of 1/300 white
metal planes and other figure ranges, board-
games, rules, paints, brushes and other wargam-
ing items.

In the near future we hope to be manufacturing
our own Fantasy figures in 25mm.

Send large S.A.E. for listings or come and see us.
We are open from 10am to 5pm Monday to
Saturday.

We will be attending all the major shows this year.

Trade enquiries for SUSSEX MINIATURES and TIN
SOLDIER welcome.

not possible for us to carry everything to each show so, to save disappointment, we suggestyou

KEEP WARGAMING

Paul and Teresa Bailey
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:
3rd/4th Oct Society of Ancients AGM

Cecil Sharp House, London, NW1

World Championships, Derby

Assembly Rooms

10th/11th Oct

18th Oct SELWG, Lewisham
Leisure Centre
18th Oct International Model Exhibition
Stoke Mandeville Stadium
31st Oct/1st Nov Morthern Militaire, Oldham

Queen Elizabeth Hall
Warfare, Reading
Shire Hall

14th/15th Nov

28th/29th Nov Poole Wargames Convention
Henry Harbin School
28th Nov BMSS, Bristol

The Watershed

We stock a wide range of figures (Minifigs. Ral Partha, GHQ; Heroics & Ros etc. ), books & rules|
(WRG; Tabletop: Empire etc.), terrain (integral Terrain; K & M Trees; Ahketon). However, itis
contactus in advance and we can bring your order with us.

No shows near you? Then don't forget our mail order sarvice, or visitour shop
{Tues-Sat 10.00am-6.00pm).

For full details of all our services, send an s.a.e. to the above address.

VISA and ACCESS Accepted

 PIONEER MINIATURES )
15, Mount Pleasant, Brierley Hill West Midlands DY5 2YY 0384 77176

Late 19th Century Specialists

American Civil War

ACW1 Infantry firing ACwW20 Cavalry with sabre

ACW2 Infantry loading ACW21 Cavalry with carbine/

ACWl Infantry at ready shotgun

ACW4 Infantry advancing ACW22 Cavalry with pistol

ACHS Infantry Officer ACW21 Cavalry Officer

ACW6E Drummer Boy ACW24 Cavalry Standard Bearer

ACWT Standard Bearer ACW25 Cavalry Bugler

ACWE Negro Infantry ACW26 Dismounted cavalry

ACWS Zouave Infantry ACWI0 General

ACW10 Mcunted Infantry Officer ACW3! Galloping horse
ACW32 Cantering horse

PRICES ACW3I3 Trotting horse
INEANELY.oscisanees 1p ACW34 Walking horse
Cavalry .. «eeallp ACW35 General's horse
Horses.... ceanl2p

Ganerals...ouvsnnen 33p

The above figures have the usual Ploneer hallmark
of detail but now with an added bonus. There are
at least 2 poses for most of the above codes each
have been altered in some way, by the addition of
blanket rolls, back packs, water bottles etc..
There are also various types of headgear, tepls.\
I

slouch hats, bowler hats etc.. | B
We will supply a random mixture unless youlry.
specify you would prefer a given type of [J\

headgear.

Don't forget our other ranges:-
France Prussian War 1870/71

Austro Prussian War 1866 :
Russo Turkish War 1877/78 ‘

SAE for full lists and sample.

POSTAGE & PACKING

(1] S 1080 (min 30p max £2)
OVerSeAS.uustsasanannanas 20% (min E1)
Airmail crxesnes30N (min E2)

See us at Sheffield (22/23 Aug),Armageddon
(19/20 Sep),Derby (10/17 Oct),SELWG (19 Oct].

“ Proprietors. John Delaney & John Hollyoak

VISTA
ENTERPRISES

The Painting Service for
discerning wargamers.

Now part of the
Battie Honours Group

Send an S.A.E.t for information
8%

Sales Office, 5 Moors Lane,
Oreton, Nr Cleobury Mortimer,
Kidderminster, Worcs. DY14 8RH

Tel: 074 632 627

When replying to adverts please mention Wargames Illustrated.



COLOURS AT ARMAGEDDON
Presented by Newbury and Reading Wargames Society

1987 is the eleventh year in which Newbury and Reading Wargames
Society have hosted their two day annual ‘Armageddon’ in
Reading. During that time the show has grown to be the biggest,
most diverse and most colourful exhibition of wargames and
military modelling in the country, regularly attracting about fifty
traders and over 4.000 visitors each year. In recognition of the
pageantry and military colour presented by the exhibition and also
in response to suggestions that after ten years a change of name was
in order, this year the show is billed locally under the title of
‘Colours’. For the moment at least the show is still referred to as
‘Armageddon’ among military modellers and wargamers and in the
magazines. You can be assured however that ‘Colours’ and
“‘Armageddon’ are one and the same and under whatever title you
see the show advertised you are still in for the same treat. All the
ingredients which have made Armageddon so popular in previous
vears, together with some new attractions, will be packed into this
years event.

Armageddon is of course primarily about wargames and centre
piece of the show 1s the Armageddon Wargames Championships
which will take place throughout the weekend. There are six
separate competitions, each an open championship for individual
players run as a Swiss chess league (further details are given below).
They attract a wide entry including overseas competitors. The
Championships will mainly be held in the Main Auditorium and
back stage Waterhouse Room. In addition a large number of
demonstration wargames, some organised as participation games in
which the spectator at the show can take part, will be mounted
during the course of the weekend, mainly by visiting clubs and
organisations who will compete for the Armageddon Trophy for
the best display.

Anyone wishing to buy figures, games, books or any item
relating to the hobby will have no difficulty at Armageddon 87
which as always will incorporate a really Big Trade Fair situated in
the Main Auditorium and Lower Foyer. There will also be a Bring
and Buy Stall catering for secondhand items (Lower Foyer).

If you are interested in any aspect of military history, grand
strategy or battlefield tactics, modelling, painting models, competi-
tive gaming, military uniforms or boardgames, or, if you just enjoy
admiring models and representations of historical military activity,
you will find plenty to appeal to you at Armageddon.

THE OSPREY WORLD CHAMPIONSHIPS 1987

On Saturday 10th and Sunday 11th October, over 220 wargamers
from 15 different countries will compete in the Osprey World
Championship finals at the Assembly Rooms. Derby. In all, over
200,000 lovingly painted figures and models will be displayed for
battle on over 440 different wargames tables.

For the first World Championships held in 1986, the total
number of finalists was just over 180 originating from 11 different
countries. Due to the success of the event and the interest thus
shown, particularly from the overseas players, the number of tables
to be used in the finals this year has been significantly increased.

Each of the five periods will yield an individual and a team World
Champion. In addition the most successful individual in all periods
will be awarded the title of Overall World Champion. The table
below gives details of the 1986 winners. each of whom will be
striving to defend his/their title in the face of very stiff opposition in
this years Championships.

WORLD CHAMPIONS 1986

Period Individual Team
Ancients-25 A. Smith Pinner A
Renaissance K. Pullen Bunshop A
Napoleonic R. Butler Davout’s 11l Corps
Ultra Modern G. Evans Derby No Hopers

(The Ancients-15 period was not contested in 1986.)
K. Pullen was also awarded the title of Overall World Champion in
1986.

In a few weeks time perhaps new names will adorn those trophies
which are awarded to the winners of probably the most prestigious
honour in wargames — that of World Champion.

For the 1987 Championship the number of finalists in each period
is as follows:- Renaissance 32 finalists
Ancients-15 68 finalists Napoleonic 22 finalists
Ancients-25 66 finalists Ultra Modern 34 finalists

Full details of the 1988 Championships (to be held at the
Assembly Rooms, Derby on 8th and 9th October 1988), together
with entry forms can be obtained from the Championship
Organiser, cither during the Saturday and Sunday of this year’s
finals, or alternatively by sending a stamped addressed envelope
(large) or IRC to:- The Championship Organiser, c¢/o 29 Wade
Avenue, Littleover, Derby, England.

GAMES WORLD |

{

\\ RECRUIT AT WEST LONDON’S

LEADING GAMES SHOP

GALLIA.GRENADIER®
AZGARD.CITADEL &

129 KING STREET HAMMERSMITH

LONDON Wb 9J6 PHONE O1- 741 4467
Nearest lube Hammersmith Lite 0pening Mursday Till Zpm

When replying to adverts please mention Wargames I[llustrated.



OSPREY WORLD
CHAMPIONSHIPS
1987

WORLD'S PREMIER WARGAMING EVENT
THE ASSEMBLY ROOMS, DERBY
Saturday 10th & Sunday 11th October 1987

Stratagem &
ww—-ﬁ Thusiroles

ADLER MINIATURES y‘; SOUTH EAST LONDON WARGAMES GROUF PRESENTS 1\\‘31(
129 BONCHURCH RD, BRIGHTON, SUSSEX S ;
L/300TH! =
r THE WARGAMING AND MILITARY MODELLING
SHOWCASE FOR LONDON & THE SOUTH EAST
SEE OUR STAND AT T THE LEWISHAM LEISURE CENTRE SE13
ARMAGEDDON 87 s'Uwa TI:!E i8th OF OCTOBER
OUR RANGE OF FIGURES NOW INCLUDES Lvis ey T
23 FRENCH INF CODES, 14 FRENCH CAV CODES AND 9 RUSSIAN INF CODES m r
COMING UP NEXT FRENCH/RUSSIAN ARTILLERY, RUSSIAN CAVALRY, [CE =
MTD OFFICERS AND THE FIRST OF OUR AUSTRIANS. L mm f
For Lists + Sample send stamped sae + 18p stamp ’%\
L PLEAST MOTE THORE WLL BE A BG4 Y f
SHOWCASE PAINTING SERVICE MAIN FORCE MINIATURES :
- 94 Westmoreland Street
All your 25mm & 30mm figures painted to showcase Darlington, Co. Durham. DL3 ONU
standard Introducing Modern Micro Infantry
! ) B
Foot = £4.50 packed in complete companies
Mounted = £7.00
= i C1 BRITISH £3.25
Six horse gun team = £48.00 C2 AMERICAN (Divisior ‘86) £250
C3 RUSSIAN (Motor-rifle) £2.70
KI RK Kl LD ER C4 WEST GERMAN (Panzertruppen) £2.00
C5 WEST GERMAN (Luftlande) E£2.55
1 3, Pedna Carne, ngher Fraddon, C6  AMERICAN (USMC) £4.70
C7 IRANIAN (Assault) £3.25
St. Columb, Cornwall, England TR9 6LF 08 IRANIAN (Pasdaran) £4.55
MORE TO FOLLOW SOON  Piease allow 10% P&P: Trade enquiries welcome
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DERBY WARGAMES ASSOCIATES
PRESENT THE

OSPREY WORLD
CHAMPIONSHIPS 1987

i -
To be held at the Assembly Rooms, Derby
Saturday 10th and Sunday 11th October 1987
TEAM COMPETITION, INDIVIDUAL COMPETITION,
DISPLAY GAME COMPETITION, TRADE STANDS,
BRING ANDBUY STALL
PERIODS TO BE CONTESTED ARE AS FOLLOWS:
ANCIENTS — 15 ANCIENTS — 25 RENAISSANCE
Rules: WRG 7th Edition Rules: WRG 6th Edition Rules: WRG 2nd Edition
Army Lists: WRG Books 1,2 & 3 Army Lists: WRG Books 1 & 2 Ammy Lists: WRG 1420-1700
Army Size: 1600 pts Army Size: 1250 pts Army Size: 1600 pts
Scale: 15mm Scale: 25mm Scale: 25mm
NAPOLEONIC MODERN
Rules: Newbury 4th Edition Rules: Challenger
Army Lists: Newbury Lists Army Lists: TTG Vols 1 & 2
Army Size: 2250 pts Army Size: Givenin Event
Scale: 15 mm details available on request
Scale: 1/300th
For further details please contact, enclosing a large s.a.e..
EVENT ENQUIRIES: COMPETITION ENQUIRIES: TRADE ENQUIRIES:
J.GRANT, J.HILL, B. CONNOR,
29 WADE AVENUE, c/o29 WADE AVENUE, 53 MANSFIELD ROAD,
LITTLEOVER, LITTLEOVER, DAYBROOK,
DERBY, ENGLAND DERBY, NOTTINGHAM,
ENGLAND ENGLAND

OSPREY PUBLISHING

When replying to adverts please mention Wargames Illustrated.




LANCASHIRE GAMES

8 DUCIE STREET, BARDSLEY, OLDHAM OL8 2RD
NEW! 15mm CRIMEAN NEW! EASTERN RENAISSANCE

BRMSH French Russian : ; t
B e rrmyansy T sty o koot
BEA3  Line Infaniry advancing NF2  Infantry advancing Griicoat &) incag, bj in heimat ER1 He ‘caval stancing with lance
BEA4  Line infantry finng NF3  Infaniry Chassaur CWRZ  infantry firingincap ERz Hn:‘gcmlgmm% o
= e 51 o o R = s
?Elﬁﬁn Highiander al ready NF6 Chasseurd Afrique g:ag Euru'r-andpa:t Egg n:zgg:‘:::gggg:gmgg
BEA1 h!nam, C?mm“‘* e’ HGWME, CWRT t1nﬁmsac-'m ERE Medium cavalry standing with lance
mg ggﬂﬂwmmpﬂ ;:’Eg Zml%wm et CWRE  Hussar ER7 Medium cavairy standing with lance
e o ER8 Medium cavalry camering with lance
BEATT HussarTrooper m Curass?« ERS Mamaluk
m Lancer Trooper = ' . ER10 Tartar light cavairy with bow
BEA?! Lancer command pack EE”E Ea.rmrl ht.-rneau_imhcava]g Mmar
BER?‘ m!r f 1 IBHDE f Cav Wil W
BEAZS Hm%mlm&ﬁi :sﬁdmmmmn ER13 S!Euuecmadilghtca‘ﬁlgwhhlam
BEAZ6 Heavy Dragoon command NS2  Infarery command ER14 Eastem hight cavalry in turban (bow armied)
BEAZT HBMD@DDMM'INDEHM-\T&! NS3 Bersagheri ER15 Eastemnlight cavalry in turban (spear armed)
BEA28 Heavy Dragoon command (Albert helmet) NS4 Bersagfier command ER16 Deliis lightmedium cavalry with lance
BEATS Crimean Genersl & aides NS5 Cacciador e &;ﬂ;;ﬂwﬁww with panzarstocher
0 - ER19 Pancemi
B XED ARMIES.' £1 E Eg Eeli;elfﬂailam:ord& pistol cavalry
1 g
BA15 Crimean British BA1E Crimean Russian ER22 Pgr'shdw;auom wxy
BA17 Crimean French ER23 Knightwith lance
[Each army consists of 20 cav, 3 gens, 4 art crews & 1401nf). ER24 Boyar/Russiannobie
ER25 Moorish light cavalry with lance
INDIAN MUTINY B
ER27 Levywithbow
British Mutinsers ER28 I.e'v:.'wrmjawlm spear& shield
ME1 Advancingn campaign dress W51 Advancing with ievelied musket IMM1  Crouchingwitn sword & shisid ER29 Levywith sword &
IME2  Command in campaign dress M52  Sepoy fring IMMZ  Crowsching with sk ER30 Lev:.-wnnI|raar1'na)umumann]m!a<mal
MBI Regularin shalljacks] MS3  Sepoy IMM3  Advancing with mushe! ER31 Levywithcross bow
MB4 Regularcommand M54 Sepay with musket IMM4  Elephantwi ight gun & cew ER32 Levywithimprovised weapon
MBS Fifrman in campaign deess M55 Sapdy (e | IMMS  Elepharn wih howcan ER33 Eastern fanatic sword & shield (laylars, ete.)
IMBG  Infartry (prone] fring in campagn dress IMS5 - Light horse with carbine IMME - Advancing wilh spear ER34 Janissarywith a) bow b) firearm
IMBT  Highiander - IMS7  Sepoy command in Kimamiook cap IMMT - Musingser &1 riacky with musiost ER35 Janissary command
IMBE  Advancing n campiaign dress (por pie hat] IMSE  Sepay chasgng in Kimamock cap IMME  Mioed b of casuaies (Brish, Sepoy & ER36 Germanmercenary with pike
MBS Advancing in campagn dress (peaked cag) M55 Sepoy charging inbell iop shain Mufinesars) ERS7 Gemian mercenarywith fraam
IME1] Maval detachmentin siraw hat N~ The abowe 560095 Cn D Lised! 35 MuSneers i Sheltztmmﬁrea.rrnry
ER39 Polishint with firsarm
ER40 Guncrew (5figures
FIGURES NOW SOLD IN PACKS:- ERA1 Genarals (Tul/Persian etc)
SEVEN YEARS WAR Standard Pack (10 Inf or 5 Cav) 90p ER42 Gerherais[F'uhsnMuskme.ﬂc.}
Command Pack (5 Infor 3 Cav) 50p: B mﬁrﬂun
COMING SOON Art Crews Pack (4 crew) 40p  Emss Heay gun
ER4E Fortified wagon & team
AND SENDS.S.A.E. FORNEW LIST-
INGS OR 3 IRC’s
BOXED ARMIES AVAILABLE!
NAPOLEONIC AUSTRIANS POSTAGE & PACKING
UK 10% (min 30p)
COMING SOON OVERSEAS 12%2% Surface (min £1.00)
25% Airmail (min £1.00)

LANCASHIRE GAMES PAINTING SERVICES
FOR THE BEST VALUE IN PAINTING 5-25MM
15MM READY PAINTED ARMIES

(Using Miniature Figurines)
Fich incivas s Do Sl e poged LANCASHIRE GAMES BOXED ARMIES

Price includes the cost of the figure, painting, vamishing and Tetrion basing
We now have an expanding range of boxed armies using our own figures on offer at bargain
rates,

ECW £55 + £3 P&P (UK only) 16
npainted + £1.50 UK (Overseas see p&prates)
ROYALIST-26 MOUNTED, 100 FOOT, 1 GUN & CREW £66 painted + £4 p&p UK (Overseas sea p&prates)
PARLIAMENTARIAN 22 MOUNTED, 120 FOOT, 1 GUN & CREW h :
MAPOLEONIC £56 + £4 P&P (UK only) %I’rgﬂmd armies include Fantasy, Russo-Turk, Eastern Renaissance, Boxed Uprising and
BRITISH-32 MOUNTED, 80 FOOT, 3 GUNS, CREWS & LIMBERS = SEND FOR DETAILS NOW!

FRENCH-30 MOUNTED, 86 FOOT, 3 GUNS, CREWS & LIMBERS
PRUSSIAN - 23 MOUNTED, 100 FOOT, 3GUNS, CREWS & LIMBERS

RUSSIAN - 34 MOUNTED, 98 FOOT, 3GUNS, CREWS & LIMBERS

7 YEARS WARESS + £3 PAP (UK only)

BRITISH-32 MOUNTED, BOFOOT, 3 GUNS & CREWS

FRENGH -37 MOUNTED, 78 FOOT, 3 GUNS & GREWS T';ﬂ?:i;g:‘?;ﬁgﬁ%sn
PRUSSIAN - 32 MOUNTED, 80 FOOT, 3 GUNS & CREWS 25mm FOOT— 70pCAV—£1.100
RUSSIAN - 32 MOUNTED, 83 FOOT, 3 GUNS & CREWS

AUSTRIAN-32 MOUNTED, 78 FOOT, 3GUNS & CREWS

ACW £S5 + E3P&P (UK only)

UNION—10 MOUNTED, 110 FOOT, 2GUNS, CREWS & LIMBERS
CONFEDERATE - 23 MOUNTED, 85 FOOT, 2 GUNS, CREWS & LIMBERS

We now take Mastercard & Access

TETRION BASING — a hard wearing finish that will last for years (as seen on our trade stand
around the shows) - add 10% tothe painting costs above.

15MM Designer Armies (A 200 piece bargain)

In answer to demands for more variety than given by our Ready painted armies at our usual bargain prices we have introduced this unique service -
You choose yourarmy from any period up to a maximum of 200 pieces, (infantry 1, cavalry 2 pieces), from any of the below manutacturers and we will complete the army to your specifications for the
bargain price of:- £70 + £5 p&p UK (Overseas see p&p rates)
The price includes the cost of the figure, painting, vamishing and Tetrion basing to your specifications
You just choose from any of the following manufacturers and we do the rest. Choose from :-
Miniature Figurines, TTG, Jacobite, imegular Miniatures, Donnington Miniatures and our own Lancashire Games Miniatures.
At this price can you afford fo go anywhere eise!

When replying to adverts please mention Wargames Illustrated.




ESSEX MINIATURES @ ZULU WARS

NEW 15mm ZULUS & BRITISH TO ADD TO OUR EXTENSIVE COLONIAL RANGE

The Zuiu warmors in this renge have diferent poses within each figure code nuMber, 1 G as Much varkity 10 Sach Zul MgIMant a3 possibla. Also tha ‘Essex’ Zulus ars i fighting drass which consisis of a ioin cloth and not much else.

OC48 Married warrior attacking

0C49 Unmarried warrior attacki

OC50 Married warrior thrusting & throwing
0C51 Unmarried warrior wielding knobkerrie
0C52 Riflemen

0C53 Command pack: Chieftains in full regalia

MNEW 15mm ARMY PACKS
£16.95 Post Free

AMA 194 British

RMA 195 Zulu

READY MADE ARMY PACKS

NOTES: Army packs contain approximately 160 pieces (22 packs) and most
armies work out 1o a tolal of between 1000-1200 points. The composition is
intended 1o provide an interesting, varied and capable range of troop types.
Where applicable, figures in difterent poses have been mixed in the same unit to
add a realistic variety. Each army pack comes complete with a painting guide.
(Painting guides and army make up lists can be obtained for 10p per copy plus a

S.AE.).

POST & PACKING MINIMUM 50p, ORDERS OVER £5 & UNDER £12.50=10%. ORDERS OVER £12.50=£1.25, OVER £25 POST FREE

BRITISH

OC54 British infantryman at the ready

0OCS55 British infantryman loading

OC56 British infantryman firing

OC57 Foot command: 2 Bugles, 2 St. Bearers, 2

OC58 Command pack: Mtd. Brit. Off. Staff Off.
0OC59 Lancers
0OC60 Command pack: Lancer Off.

pack: Dragoon Guards Officers
0C83 Command pack: Artillerymen

0OC84 Frontier Light Horse

0OC#65 Dismounted Frontier Light Horse trooper
OC66 Natal Mounted Police

0OCe&7 Dismounted Natal Mtd. Police

leathers and othes regaiia being resenved for canemonies and general showing off!

EQUIPMENT
OCE1 Smooth bore cannon (Mahdists).............. .55p
OCEZ2 Wagon & 4 horses with British driver ........ 1.65

OCE2a Wagon & 4 oxen with British driver......... 1.65

OCE3 Pack cameis

QCE4 Ammunition mules with British drivers (3 per
ck)

?)%ES British breech loading field gun ... .. 55p

OCEG Ammunition mules with Egyphaﬂ

OCET 6 Draught oxen

OCES Maxim gun on carriage with crew

OCES 2 Maxim guns on tripods with crew

OCE10 Canopy forwagon OCE2/2a................... 55p

OCE11 Krupps breech loading cannon

OCE12Limber, 4 horses and two British riders  1.10

NEW 25mm NAPOLEONICS
BRITISH INFANTRY READY NOW
WRITE OR PHONE FOR DETAILS

PACKING DETAILS:- Foot, 8 figures per pack; Mounted, 4 horses & 4 riders per pack; Camels, three per pack

SEND SAE (UK ONLY) FOR OUR NEW 15mm CATALOGUE

T s sszs00

Visa @ Access

Unit 1, Shannon Centre, Shannon Square, Thames Estuary Estate,

Canvey Island, Essex.

IRREGU!

_AR MINIATURES LTD

OUR NEW ADDRESS: DEPT WIA, 4 PARK ROAD, NORTON, MALTON, N.YORKS YO17 9EA. TELEPHONE: (0653) 697693

Postage & Packing 12% (minimum 25p). Delivery within one week. We accept ACCESS

Introducing our néw range of scenic items, specially designed by ‘Capa- Brnm Napobsonics - Designer lan Kay 25mm FANTASY
bRy’ Kay t fi ;m[h our ﬁmumnFuurus Yrees come with indwidual SNt [EI Detisttbluzpenish Gonersls ;’49 25mm Goblins
basas when single, on a lerge miulti-base when part of a copse. Vanants P ragoons F13 Fou " £1.15
3 rassoried unarmoured Gobling ;
are supphed randomty. All tems are cast in white metal o 16 ﬁ:ﬁhumm ‘s':g Fia Foursseocted unarmoured Gobline A
Bmm Scenic Aural ems Range Unpasnted Painted SN5 (C) Spanishinfantryin bicome 12p  F15 Fourassorted armoured Goblins ] £1.15
RU1  Deciduous tree {5 variants) 28p 40p % :E; Spanish mw-nah-knm 12p  Fi6 Fsour mnl;::d G\?\?Iﬁu [D;umrner. Chief, ke
i i Spanish 1 L rer. Woltman /
%g %"m&‘%‘;:‘,ﬁ‘&”ﬁ e %2" ffo';u SNB 0] Spanish light infantry skirmishing 1§E F17 Twowolveswith Goblin riders £1.40
RUS  Copse of six paim iress £170  £240 S0 (C) St Ay dun. clewandfour-horse limber 435 F18 Wolf drawn chariot with two Gobins £230
RUS  Oasis with six palm tress surround £1.70 £2.40
RUE  70mm of straight road 28p ¥p amm M ic Miscedlany - Dasignar Lan Kay Z5mm Elved
RUT 45" curved road {B0mm) Bp 3p MN 1 Ethulr-.-Stzndards 12p F12 FourassortedElven archars £1.40
RU8 90" curved road (B0mm)| I5p MN 2 Franch F20 Fourassorted Elven spearmen £1.40
RUS T junction (40mm) B MN 3 Ammuntionwagen 20 R FourassoriedElven swordsmen £140
BUID Cross road (20mm) 28p o MN & Ambulance 264p F22 Fourassorted Elven command figures £1.70
RUT1 RLIEwﬂhhodga boundarias 35p 45p MN & {C) 12 man infantry square 24p F23 TwoElvencavalry £1.40
RU12 RUT boundaries 3p a5p MN & [C] 12 man infantry square in grestcoat 24p F24 Elven chariol with threa crew |
RUT3 RAUB wnh hedua boundaries 3En 250 et 2 omtickat dciem Lavsend Iivicinly 2
RUI4 RUS with boundaries 350 450 MN 8 (C) Jinfantny shoss. based i fou P 25mm Dark Elves ) '
RU1S RL1O with hedge boundaries 35p a5p MN10 tcp 3.n:an=2§"m'.‘,':.n“'“m"'", Basediv fours m F25 F::r assorted Dark EH witches in chaotic armour, S5
Eﬂl? ig"' ;T.;’.‘.’S'ﬁi“;”"w.u’“fﬁiﬂ"” o % % MY 11T, Tomensy: cortfiaerct i imsdeont for tal WRK FHELIDHY. pog Four Saportod Bark Elfs wilh repeating crossbows:  £1.40
RU1E 50° curved river section {BOmm) B8p T0p MM 5-17 inclusive are dressed in coatee and shako, and are mcmmf. F27 Fuurassum-dmrkEllawdummnmaohcarmwt £1.40
AU River section for use with EF20 S8p 0p suitable for Franch, Prussian, Russian and Later Austrian F28 Fourassorted Dark Elf command figures E1.70
RU20  Small hill (75mm long) S8p Top = sk F29 Dark Elf witch chariot with three crew and two giant hmgs‘ﬁ
RUZ1 Crag (7Smm | Ep o mm Ready Packed L
i Bavarian Division B Battalions of 48 Ling Infantry, 1 bems- £11.00  F30 DarkEif chariot as above £345
E% men Tﬁr&'ﬂnmmﬂm m g ‘lsmfﬁna:m;.m: o ?'l &ulr\- cﬂng F57 Two Dark Elves riding giant lizards £1.70
RUZ4 Two 50mm breastwork sections 24p Bp iy o
Lo menmsurnm et imaaum“,"um e o Brunswick Division 7 B.ml.um of 32 Line Infantry, 1 Batta-  £11.00 39 FdDL:T"mﬂ!d dwarves with axe, hammer, mace and
;% Inhmhngln mrm;:. comer. 2 m %ﬁ Eﬂ" Ul.lwnslnnnm; }zag:: ol 4 halberd ; : E1.15
RUZE Infantry earthwork, outside comer. 24p Isp g T ::‘wl iy and F32 Four mﬂhﬁw in armour with axe, hlﬂ‘ll"ﬂ&l’i:l in
T rtillery looped earthworks. 2 35 pan:sh Division B Battali of 30 Line inf . 1 Bana. 1 Trace -
Euug Tﬁ ﬁa:d r:: nI:;trt ua:;wcr?nnds ?flg 5: lion of Tsm'm?m 1mﬂ?thaqr o;“: £10%  pa3 Fourassorted dwar crossbowmen £1.15
Bmm Bavarian Napoleonics - it s B Guns. 2 Regiments of 12 Cavalry, 2 F34 Four assorted dwarf spesrmen £1.15
BAN1(L) Bavarianmounted L ¥ 24 Battalions of 48 Militia and Commancdar. F35 Fourassorted dwarf command figures £1.40
i) Bavs anep s g Bavarion Corps {3 Divisions] £3000 F58 Twomounted dwarves £1.40
ENGIL] povren chovauisgors 2%  SpanshCops (3 Divisioms) 2
C) Bav 1 25mm Ores
ms‘cg E:a\-:?::%m.;’.'&’fiéﬂg"“ 1%3 EMM Catal " :g? Ewmugﬁgmmam E:ﬁ
Lavarian infantry command 12p oUr 8550 e crossbowman .
BAN7 (D} Bavarian jaegers skirmishing 12p Zﬁ“;;lhh - m nm including m. Pﬂlﬂﬂ L] F38 Fourassorted Orcarchers £1.40
BANE Bavarian artillery —gun, crew and four-horsa limber 450 F33 Fourassorted Orcs with hand weapons £1.40
avarian horse artillery — gun, crow and six-horse fimber  58p Asweet range of fantasy architecture. These 25mm itlemsareaisp  F40 Four essorted Ore command figures £1.70
Gmm Brunswick Napoleonics — oo M iy ::i:ﬂ-b:;sfm pre 20th century dioramas of any description F41 Two assoned Orcwoif riders £1.40
B nch 28p
B B e o = fesr, Ry e Y errs
nswick. ne i 3
Eﬁﬁlg a’ﬁmm'n"@‘;mﬂ“’“ :;’; A4 Wooden Daulw 532 F43 Four assorted knights with hand weapons E135
BANS(0) Brunswick Avantgarde skirmeshing 12p FAS Bar, Firkins of Ale, Battle 70p  F44 Twomounied knights with swords £1.40
BRNE Brunswick foot artillery—gun, crew, and four-horse imbar ~ 45p F45 Two mounted knights with lances £1.40
BRNT Brusmswick hores artilieny - gun, crew and six-horge limber  Blp Much, much more ta follow, one fine day
==

When replying to adverts please mention Wargames Illustrated.



GREAT BATTLES

OF HISTORY REFOUGHT!
AL the iferumation you need to necreate

% the titanic stugales ob the Hapeleonic ena.

£ / HOT FROM THE PRESS!
__I / Anschigss pressnts an importsnt addition te our range;

THE FRANCO — PRUSSIAN WAR, A GUIDE

58 pages of detasied ressarch. Backgroums, geganssations, erbets
Evarything you wani sl an affordable price. DMLY £3-05!

W= |
I
z

Do

e 372
g
A
e Ll ;ﬁ\.‘:/{ s
Brothers in Armns
70 NOATHLANDS CARRICKFERGUS

CO ANTRIM NORTHERN IRELAND
BT 38 B TELEPHONE 09503 53048

The specialists in high quatity ligurine painting

25 mm Foot 25 mm Foot

Napeleonic ......... £ 2-05 Knights.......... £3--50
Mariburian ......... £ 2-05 Renaissance....£3-50
7 Years War.......... £2 -05 Samurai..........E3-50

Black............ £2...00 < Conversions
Chestnut .....£2—50 <& Vigenetts
Pyebald........ £3---50 < Specials
Skewbald.....£3--50 <*Send for details
Grey............ £4--00

\ r I;L SOMETHING SPECIAL IN A.CW FIGURES );L

4 Exclusive range coming soon
Watch press for details. 4

BlA Castings Now available painted and unpainted
LR R e

Any other scales painted to connoisseur standards
Send to us for quotation

*okhkk ok ok ok ok ok ok ok

ALL PRICES INCLUDE CASTING
& ALL RANGES CATERED FOR 3¢
PELEASE SEND FOR MORE DETAILS

Cavalry

e

ESTRADIOT
McT1  AROUESBUSIER
MC12 Enggss D'ORDONNANCE * MMOS * VENETIAN

MRH1  TROTTING
MRH2

Q.T. MODELS.
ats

G5 P o
METe  CROBOWAANJGURCONGy  * MM12+ LOADING (LANDSKNECKT

kenns Armoured Sorses
ured Gavalry MRHS HALF ARMOUR PLATE
MC4  ARMOURED 1507 MRHE LEATHER STRAPPING
MC7  ARMOURED c1540 MRH7 LEATHER STRAPPING
MC9  ARMOURED c1514 MRHB HALF SCALE ARMOUR
MC14 COUTILLIER MRH11 FULL PLATE ARMOUR
MC17 ARMOURED c¢1560 MRH12 FULL PLATE ARMOUR
MRH14 FULL PLATE
Borses

MRH4

Multi-Part 25

sanre

A RS R

Pike & Halberdeirs

MMO1  SWISS PIKE, HIGH ¢1515

MMO2  ARMOURED PIKE, HIGH c1525

MMO3  STANDARD PIKE UPRIGHT ¢1470
SWISS HALBERED UPRIGHT e1

c1520 MMOS  ARMOURED PIKE WAIST HIGH c1470

Yeisg0 [phofs] ~ MMOS  BREAST PLATE PIKE/SWORD c1530

MWMO7  BREAST PLATE PIKE UPRIGHT c1530
MMO8  ARMOURED CROUCHING ¢1520

rl

Readtg 13720 Sept
Norld

Derdy 10/11 Oet
Northern

Oldham Efﬂw INov

Narfare
Reading 14/16Nov -

Infantry 30
Cavalry 70P
Horses 40p

cavalry includes horse

(C MAIL ORDER HOT-LINE )

Q.T. MODELS
17 HILDERTHORPE RD
BRIDLINGTON Y015 34Y

TELE 0262 670421




LOOSE
MORALES

The Art of The Chart

by Arthur Harman

I'm a firm believer in umpire-controlled wargames — if for no better
reason than I prefer actually playing the game, planning my tactics,
trying to outguess my opponent and watching the battle develop to
wading through page after page of complex rules; whilst when
umpiring, I can abandon rigid rules in favour of some creative free
kriegsspiel — because the players enjoy a more realistic perception of
battle and command, and the games themselves progress more
satisfactorily as pure games. I can think of no other game where it is
(supposedly) necessary for the participants to refer constantly to
weighty tomes of rules whilst actually playing. Either the rules are so
simple and so few that they may be easily memorised, as is the case in
Chess or Monopoly, or the players rely upon the services of a referee
or umpire to adjudicate disputes and prevent play contrary to them,
which is the situation in Cricket or Rugby, for example. In the latter
case, some players may possess an almost encyclopaedic knowledge
of the rules of the game, whilst others simply carry on in blissful
ignorance until the referee’s whistle puts an end to their brilliant
ploy! Both game structures allow newcomers to get involved and
take part in games quickly, which is essential if their initial
enthusiasm is not to fade.

Wargames that have any pretensions to realistic simulation of
their chosen subject will probably have to employ umpire-control,
rather than simple rules, in order to create the uncertainty of the
commander’s perception of his own, and the enemy’s, forces — the
‘Fog of War'. Megagames, such as those organised by members of
‘Wargame Developments’, utilising separate rooms for each
command team and internal telephone systems to simulate radio
communications or assist the flow of information between umpires
and players, may be an ideal to which we should all aspire, but the
majority of wargamers do not enjoy such facilities. The typical
wargame usually involves less than half a dozen participants, who
have gathered at a club or at a friend’s house where space is at a
premium. In such circumstances, the umpire has two problems: how
to communicate information to one side, or commander, without
simultaneously revealing it to the other players; and how to keep the
players interested and occupied whilst he does so. Inevitably there
will be periods when he must attend to administering rules or
consulting the opposition during which the players should have
something constructive to do, and the time taken to communicate
information to one side or the other should be as short as possible, so
that the players may make the necessary decisions to keep the game
alive reasonably quickly.

My partial solution to these problems involves borrowing a
mechanism with which I expect you are already familiar from the
‘Fighting Fantasy’ series of solo FRP gamebooks: the random
arrangement of numbered descriptive passages containing informa-
tion and clues upon which the player must base future decisions. I
propose to use a variant of this device to give players information
about the morale or combat status of their own troops, and possibly
the enemy, in such a form that they have to deduce their condition by
combining the written descriptions with events on the tabletop, map
or other display, thereby not only occupying them in reading the
information for themselves, but also making their appreciation of
the state of their forces more realistic. In addition, the umpire’s task
will be simplified, and absolute security between opposing teams
maintained! Without further ado, I shall now describe the system in
detail.

33

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, so 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 £8.95 + £1.30 POST

BRITISH NAPOLEONIC..

FRENCHNAPOLEONIC.. pieces
ROMAN EMPIRE 15t C. AD . 15I:I|:|mms
ENGLISH CIVIL WAR Royalist............ 144 pieces
ENGLISH CIVIL WAR Parliamentarian .. 144 pieces
AMERICAN CIVIL WAR Union ........... 136 pieces
AMERICAN CIVIL WAR Confederate. 136 pieces
18th CENTURY ... ...142 pibces
25mm NAPOLEOHIC AHIIIES OHLY 212.95 +£2.00p&p

FRENCH, BRITISH, AUSTRIAN, RUSSIAN, PRUSSIAN, SPANISH
Visa GREAT VALUE Access
SEND FOR FULL CATALOGUE. MAIL ORDER ONLY.

The umpire’s unit status chart

The umpire prepares a chart for each force or army set out as shown
below. If the basic grid is covered in sticky-backed transparent plastic,
the unit designations may be written in chinagraph pencil or washable
marker so that the chart may be used for more than one game. The
headings at the top are arbitrary, but serve to represent significant
morale/status conditions; obviously the umpire will adopt headings to
suit the particular rules —or lack of them! — that he proposes to use for
that particular game. Each asterisk represents one morale/status/
combat effectiveness (call it what you will) point, and if these are also
drawn on the plastic covering they may reflect the differences
between Elite, Veteran, Raw and Militia units, or the effects of
previous engagements in a campaign. The exact number of points
assigned to each unit is known only by the umpire, but the players
should, of course, be given a description of the conditions of their
troops appropriate to the level of command being portrayed (thus a
battalion officer will have a far more detailed awareness of the morale
and discipline of his own unit than a divisional general would have of
any battalion under his command) and the scenario (a commander
newly arrived at the front would, for example, initially have little,
other than second-hand, knowledge of his troops). Every time a unit
loses morale/status or whatever, a number of asterisks determined by
rule, die roll or umpire’s whim is crossed off.

UNIT STEADY JAVERING ERBAKING | RCUTING | DISPERSZD
T Foor | ke K€ * * % X £ & #
11" Foor XX | FxoEN x ¥

1 s plal Gond e _sevent el e

Note that lost points may be recovered under certain circumstances,
as when a unit is rallied, reinforced, placed under cover and so on, as
the umpire may determine.

After adjudicating combat and consequent morale/status losses,
the umpire notes the general category — STEADY, WAVERING
&c. — each unit belongs to. He then refers to the list of descriptive
passages decribed below.

The Umpire’s Description Chart

This document consists of a series of brief descriptive passages
illustrating the various morale/status conditions in two or three
sentences, set out so that all pieces appropnate to the same status are
grouped together. On either side of the descriptions is a colum, one
for each army/side in the game. The sheet is again covered in
transparent plastic for protection, and so that the numbers assigned to
each and every separate description may be changed for future
games. These numbers are random in the same manner as the
paragraphs in FRP gamebooks so that there is no relation between
the sequence of numbers of progression through the various morale
states. Moreover, each side has a different set of numbers, as shownin
the diagram, so that no number has the same meaning for both
players or teams. This enables the umpire to refer players to the
necessary descriptions without taking precautions to prevent the
opposition listening in; if they attempt to use their own key to the
numbers, they will merely receive totally false information. The
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umpire may find it useful to colour-code the description numbers to
the various status categories to aid instant recognition of appropriate
pieces of description. When he has determined the status of each unit
at the end of a game turn, he has only to read out the unit titles
together with a list of the relevant numbers, which the player to whom
it is addressed would be well advised to copy down so he does not
forget them . . . .

The Player’s description chart

The player has a similar list of descriptive passages, but these are
neither laid out in any logical sequence nor coded to morale/status
categories! It might be possible to lay them out in numerical order,
though this would prevent the future alteration of description
numbers. Having quickly noted down the relevant number for each of
his units, he must then look up each passage and endeavour to deduce
the state of his troops from it. Whilst he is doing this the umpire is free
to administer other rules. The diagram shows the principle of the
layout of a player chart. If the chart is covered with transparent plastic
before the code numbers are written on, they may be altered for
future games. If, as a result of combining the written descriptions with
his observation of the battlefield, he is able to work out that certain
passages refer to certain morale states, good luck to him!

An example

Let us imagine a game in progress, involving the units shown on the
illustration of the Umpire’s Unit Status Chart, both of which have
already lost 2 points. The 77th Foot advances bodly to the attack and
suffers casualties from grapeshot, causing it to lose 3 points: it is now
WAVERING. The umpire consults his Umpire’s Description Chart
and decides that Passage 35 would be appropriate; in due course he
simply informs the player commanding the 77th Foot, “77th — 35.”
The player refers to his Description Chart. Against number 35 he
discovers the following: “Men are falling fast, but the unit is
continuing to obey orders. Several stragglers are leaving the rear of
the unit — it is not clear whether they are wounded or fleeing. The
colours dropped briefly, then rose again.” What will he make of that?

Variations on the system

Instead of having a completely different series of numbers, those that
describe the most obvious and unmistakable conditions — routing, for
example — could be given common codes for both sides, though it
would be up to the players to ‘read’ the battle and discover this. In the
course of a campaign, the number of common codes could be
increased, to reflect increased knowledge of the enemy. Similarly, the
number of codes altered after each game could decrease, in order to
represent the commander’s greater understanding of his troops. The
umpire might care, however, to transfer a few passages from one
morale category to another, just to keep the exact state of the troops a
matter of doubt. Certain passages on his chart might be marked as
suitable ‘borderline’ cases for such purposes.

Where forces from unfamiliar cultures encounter each other, or
where enemies meet for the first time, on the other hand. the umpire
should ensure that there are no common description codes at all.

In addition to giving a player information about his own troops, the
system might be used to give details of the condition of the enemy,
using the same list of numbered passages or a specially prepared list
for that purpose, which would be a better choice in a Colonial game,
for example, where passages appropriate to the Imperialists would
hardly suit their savage opponents. Deliberately misleading passages
might be employed to reflect historical misconceptions and attitudes.

Construction of Description Charts

Clearly, the initial creation of the passages will involve some work,
but suitable pieces of description may be found in memoirs, works of
military history and even novels. Just one or two lines per passage will
be ample, but do try to fit them to the morale categories. Xerox each
passage so that there are sufficient copies for umpire and players.
Remember that the umpire’s list is arranged according to the
sequence of the morale/status categories, whilst the players’ lists must
be in a random order so that the position of any passage bears no

relation to its meaning — resist the temptation to lay them out in a
repetitive sequence such as ROUT-STEADY-BREAK-WAVER-
ING, for cunning players will soon discover it! After covering all
sheets with transparent plastic, allocate code numbers, perhaps by
using a pair of percentage dice, and make sure the umpire’s codes for
an army correspond to those on its player chart.
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Conclusion

I hope you will agree that this system can provide an interesting game,
which will force players to think far more carefully about the
condition of their units than they need to do when merely given a
numerical factor or ‘Key Word’ status. It will certainly save the
umpire the effort of having to make up descriptions on the spur of the
moment. and could be useful to inexperienced umpires or those who
are controlling a game set in a historical period with which they are
unfamiliar. There are some exciting game structures and mechanisms
lurking amongst the vast amount of Fantasy and Role-Playing
literature which we shouldn’t leave the sole preserve of hobbits and
ores! — this article explores just one possibility.

Two Napoleonic views from the collection of Derbyshire wargamer Alan Miggin. The troops are 25mm. from Essex, Elite, and
Connoisseur (—or the E.E.C. for short!). Terrain: Games Innovation; K. & M. trees; Phil Robinson scratch-built. More from Alan’s

excellent collection in future issues.






' THE INSPECTOR-GENERAL

IRREGULAR MINIATURES’

6mm FIGURES

Available from: Irregular Miniatures, 18 The
Avenue, Norton, Malton, N. Yorks.

I was given an assortment of Irregular
Miniatures’ latest ready-based figures for
review. Being totally honest, I had previously
only considered this size as suitable for WWII
and Ultra-modern. [ am now a convert; easy
to paint, visually appealing and cheap - I
assume, no prices were given to me. (Ed
note: As far as I know, most strips are 10p.)

Pony Wars 1-6: These all come together, and
I can’t identify the separate packs, so each
strip is described.

Indian tepee — typical appearance, with
enough canvas (Ed note: Buffalo skin,
surely!) to really paint and decorate.
Mounted on a circular base.

Indian chief, sitting, flanked by two guards,
or possibly one guard and a shaman. Smok-
ing a peace pipe.

Longhorn cattle — strip of six in a clump. Just
right for stampeding or rustling.

BufTalo — of the four legged variety, a strip of
seven in a more or less straight line.

Mounted Indians — two different strips, both
with the code LR22 on the base. Five injuns a
strip, both have the same figures on them,
but the arrangement is different. The detail
on the casting is such that the bone corselet
can be clearly made out on one figure.

Pair of Indian Chiefs — strip coded LR20, one
has a full war bonnet, the other a feathered
top hat.

Foot Indians — two different strips, each with
six assorted Indians armed with a variety of
weapons. As with the mounted Indians, the
fipures are the same but in a different
arrangement. In this scale, and with varied
painting, this is not a problem.

A good start to an exciting range — bring on
‘Duke’ and the cavalry.

LR Range 1-24: Again, these all came in one
pack, with no identifying codes on the base.
At the risk of outraging Irregular, I identify
them as English Civil War types, and most
impressive they are too.

Artillery — a base with limber and four-horse
team with driver. Very nicely detailed, even
down to horse hamness. A small and a large
gun were supplied, again the amount of
detailing was surprising. Two strips of artil-
lery crew were supplied, again you could
identify each type. The only drawback is that
they are mounted in a straight line and [ am
puzzled as to how to arrange the gun.

Cavalry — a selection of both armoured
cuirassiers (Parliamentarian) and un-
armoured (Royalist), with both command
and line strips. Five cavalry to a base, and
each is available on a close order or an
extended order base.

Pikes — again available as armoured Parlia-
mentarians or semi-armoured Royalists. Six
pikes to a base, the pike in the upright
position and surprisingly slender in this scale.
Command strips of 2 pike, 2 flags. officer and
drummer are also available in both styles.
These do look impressive en masse.

Musketeers — again six figures to a base,
There were three different strips provided,
all with a variety of figure poses.

Highlanders — an assortment of strips, same
base size as the musketeers, each with six
assorted figures on it. There are four diffe-
rent strips, giving a fine selection of bearded
and kilted *hairies’, several with slung shield.

The final piece is a brace of mounted
generals — again reasonably detailed and
ideal for a good paint job.

LR30? Turks — They look Turkish.

Artillery — a three crew base of gunners,
again complete with ball, spike and rammer,
and a rather large gun—siege type. Itis larger
than the big ECW one, again well detailed.

Cavalry —a five lancer stripin close order, the
same strip in extended order. All look
suitably eastern and armoured. The final
cavalry strip is five bow-armed light cavalry
in very extended order.

Infantry — two different strips of six infantry,
armed with muskets, and in a variety of

poses.

Infantry command - strip of an officer, with a
most impressive plume, and a standard
bearer.

In summary, given the size of these figures,
the detail and design on them is quite
astonishing. The convenience of ready made
bases is a novel idea and very useful. The
amount of flash on these production figures
was variable, but was certainly not excessive
and easy to clean up. The big advantages of
this scale are cheapness, ease and speed of
painting and the facility to fight large battles.
These ranges of figures are highly recom-
mended.

K.G.B.
TERCIO — 5th EDITION
(REVISED) RULES AND
ARMY LISTS
(1480-1700)

By Peter Harmis
Available from: Tabletop Games, 53 Man-
sfield Road, Daybrook, Nottingham, NG5
6BB.

117 pages. card covers, card quick reference
sheet price £3.25 including post and packing.

At first sight, the sheer size of this set of
rules is a rather daunting expenence. One
imagines that they would require a great deal
of poring over before being able to put them

into use on the wargames table. However,
this is not the case. They proved to be
simplicity itself to follow and understand.
Slightly less than half the book is devoted to
the rules themselves, the rest being made up
of army lists. A good feature this, you don’t
have to go out and buy another book of
Army Lists before being able to play.

The rules themselves are divided into six
main sections — Introduction, Orders, Move-
ment, Firing, Close Combat and Morale.
The actual mechamsms used are very well
thought out, reasonably easy to follow and
seem to cover every eventuality that could
happen in a game set in this period. This
edition differs from the earlier editions in that
as well as rule revisions it includes a new
alternative casualty system for those who
don’t want to keep casualty records. This
system not only eases book-keeping but also
speeds up the game considerably.

These rules have another bonus that only
shows up in play — which is that they produce
realistic results. We feel that this encourages
the gamer to rely more on good generalship
than gamesmanship as is the case with some
other sets of rules.

For the wargamer who is experienced in
this period these rules are to be recom-
mended for their comprehensive accuracy
and for the wargamer new to the period these
rules provide a good, easy to understand
introduction to it.

G & AS

THE ARMY OF JAMES II —
UNIFORMS %D ORGANISA-
N

By S. Ede-Borrett
Available from: Raider Games, 119 Elmete
Way, Leeds, LS8 2ND.

Card covers, 56 pages, illustrated. Price
£4.50 plus 10% post and packing.

James II's army is one that has had little
recent coverage in print and this book will be,
I believe, a welcome addition to the library of
either wargamer or military historian. It is a
real labour of love and Mr Ede-Borrett
should be congratulated upon it.

There are three main sections, devoted to
the regiments of Horse, Dragoons and Foot,
with a fourth section dealing with the
artillery. Each section describes the uniforms
and regimental colours of each unit, even
going into detail of how the weapons and
accoutrements were worn or carried and the
marks of rank. Where the author has not
been able to obtain any definite information
he says so. He has not used “guesstimation”
as others have done in the past and I
commend him for his honesty.

At the end of the book are eight very useful
appendices and a good bibliography.

The illustrations, particularly those of the
colours carried, are well drawn and clear. I
liked this book very much.

CAS



WARGAMES FOUNDRY
25mm

MARLBURIAN FIGURES

Available from: Wargames Foundry, 21
Villiers Road, Woodthorpe, Nottingham,
NG5 4FB

Price 35p plus 15% postage and packing.

MAI1 Officer with Sword
Officer with drawn sword waving his men
forward. Very good detail.

MA2 Officer with Half-Pike

A superb figure of an officer waving his hat in
the air and carrying a half-pike. The lace
detailing is excellent.

MA3J Ensign
Another excellent figure resting the staff on
his hip. Again, the lace detail is superb,

MA4 Sergeant with Halberd

Good figure with head down, grounded
halberd. Coat done up to the waist and
unbuttoned below. Even the lower but-
tonholes are visible.

MAS Drummer
Excellent detail with masses of lace.

MAG6 Infantryman Advancing
A good, plain figure, excellently cast and

with ‘presence’. Fixed bayonet. En masse
they look really good.

MAT Infantryman Firing
Another plain figure, standing firing his
musket.

MAS Infantryman Standing
A figure almost the same as MAG6 but the
bayonet is not fixed. Again, good detail.

MAY9 Dragoon Advancing
An excellent figure this. Advancing, slightly
crouched and wearing jackboots with spurs.

MA10 Dead Infantryman

A figure lying on its back with mouth gaping
in agony. Can’t see the wound which killed
him!

MAI11 British Grenadier Advancing

A marvellous figure in grenadier cap. Grim,
determined look on face. All the lace is
depicted in excellent detail.

MA12 French Grenadier Lighting Grenade
Figure with slung musket. Moustached and
generally a villainous person all round. Not
the sort of person to meet in broad daylight,
let alone a dark night!

All in all, these are probably the best 25mm
figures | have come across in many years. The
standard of moulding is excellent and the
production figures I was supplied with were
surprisingly free of flash. The only slight
quibble was that the mould lines on most
figures were rather heavy.

This apart, I feel that these figures are the
standard against which all other 25mm
figures are going to be measured in coming
years. For instance, all the figures had
recognisably different faces. They all com-
pared wellin build and height with each other
and the anatomy was good.

From experience, I can say that they are a
pleasure to paint and look most effective on

the wargames table.

Wargames Foundry inform me that the
Artillery for this range should be out by the
time this review goes to press with the cavalry
“shortly after”. Well done Wargames Found-
ry, keep them coming.

JL

THE LONE WARRIOR No. 70

Available from: Bill Borley, 50 King
Arthur’s Road, Exeter, Devon, EX4 9BH
On Subscription: £7.50 Bi-monthly.

This is the journal of the Solo Wargamers
Association. Edited by Bill Borley, it is well
produced with some black and white illustra-
tions. It, like all such society journals, has a
section of Association news but this is not too
bad in this respect.

The articles are well thought out and easy
to read, although I should think that the
beginner in wargaming might have some
difficulty. The letters section is very lively
and there is an adequate review section of
new products.

I found two articles particularly interest-
ing. One by John S. Salt on the accuracy of
fire from automatic weapons; and the other
on scratch building scenery by Steve Turner.

If you like to wargame alone, or there is no
nearby club or opponent for you, then I
would suggest that Lone Warrior could be
just the magazine to take.

CAS

SCOTIA MICRO MODELS
MICRO ARMOUR

Available from: Scotia Micro Models, 32
West Hemming Street, Letham, Angus,
DD8 2PU.

Quite a number of 1:300 scale models were
received for review from this manufacturer,
and rather than describe each model indi-
vidually, it would be better to look at the
range as a whole.

Scotia’s growing range covers armoured
and softskin military vehicles and artillery
pieces from WWI to the present day. All the
models sent for review were excellently cast
in a good quality white metal and were free
from mould lines and flash. The detail on
them is very well defined indeed.

Out of the twenty models sent for review,
only one didn’t quite come up to scratch. The
model in question is the WWII M4Ad
Sherman tank. Although well cast, it appears
to be somewhat out of proportion, with an
overlarge and slightly bulbous turret sitting
atop a somewhat squashed hull. Particularly
impressive, however, were the models of the
British WWI Mk.IV Female tank (like the
original it dwarfs the other tanks), and the
modern Chinese C0261 Heavy Truck.

An unusual feature of Scotia’s excellent
range is that they produce most of their
models in either white metal or polyester
resin. This of course means that the budget-
conscious wargamer can purchase the resin
models, at an average saving of 3p per model,
thus making a considerable saving if buying a
large army.

G & AS
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RETINUE & LANCE FIGURE
PAINTING FOR THE
COLLECTOR AND
WARGAMER

Available from: Retinue & Lance, Buarth
Mawr, Prion, Nr. Denbigh, Clwyd, LL16
4RU.

This figure painting service specialises in
medieval figures, A detailed list is provided,
covering personality figures such as the
Black Prince or William Wallace, then
various lances, retinues and other units are
offered, spanning a period from feudal times
to the Wars of the Roses.

Prices are very reasonable. A Knight of
Bosworth, who can be Yorkist, Lancastrian
or Welsh costs £2.00 and personality figures
are £2.50. A lance consisting of a late feudal
knight with mounted servant and two
mounted sergeants is £6.00, and a Wars of
the Roses knight with retinue of two
mounted sergeants, mounted archer, two
foot archers and four billmen costs £9.00.
Prices all include the cost of the figures,
which are supplied by Essex Miniatures,
postage and packing in the UK., and
basing. Heraldry is authentic. Basing is to
WRG sizes unless otherwise requested and
varnishing can be either matt or gloss.
Painting is done with Humbrol enamels.

We were supplied with a mounted figure
of Hotspur — one of the personality figures,
and a billman.

The Hotspur figure is painted to a good
wargames standard. Details are clear and
the figure would stand out well on a table.
The coat of arms is nicely painted and
accurate. Unfortunately, the horse is a
colour which has never before been seen on
equine flesh — a sort of red leather shade.
There could have been more care taken with
the painting — patches of undercoat were left
white, the mail was washed so badly that it
ended up black on top and pale in the
depressions and the shading on the horse’s
barding is rather crude. The plate armour is
very good, however, giving a well-used
effect. The basing has been done well with a
good grass effect and a couple of rocks
placed on it, with patches of brown mud
showing through the grass. The only other
comment about the figure is that both horse
and man have rather odd eyes, painted as a
black oval with a dot in the middle, giving a
queer staring effect.

The billman is wearing chain and a leather
jack. The leather is painted effectively,
though the chain has the same fault as the
horsed figure. Tunic sleeves are shaded well,
the face and hands not as good. Basing is
well done again, but the figure has the same
eye problems as the last, and has not had all
the mold lines removed before painting.

In general, these figures would be very
useful to the wargamer who lacks either the
time or the ability to paint their own figures.
The delivery time is stated as between four
and six weeks, and the cost is reasonable for
a good standard of painting.

For the collector, however, these figures
could do with a greater amount of attention
to detail and realism.

G & AS
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Three Franco-Prussian scenes from a soirée at the residence of Hard Cover Designs’ designer Peter Dennis. The two photos opposite
are from a skirmish game using some fine Wargames Foundry 25mm. figures. The farmyard was scratch-built by Robin Peck.
Above is a bigger game in a smaller scale — 6mm. from Heroics & Ros. The villages are Hard Cover Designs’ cardboard buildings.
Base terrain is a green cloth, airbrushed for a multi-tone effect. Individual fields are sprinkled with railway scenics flock, vacuumed up
with a hand-held Hoover at the end of each game! Now, do you read the article first, or go straight ahead with a mail-order for some

figures? Decisions, decisions!

25mm FRANCO-PRUSSIAN WARGAMING

by Matthew Hawkins

This article was written for several reasons; firstly as propaganda for
25mm figures, secondly to review two superb ranges of figures in this
scale, and lastly to shed some light on this fascinating period and how
to go about wargaming in it. It represents a selection of random
thoughts and personal opinions in the hope of promoting interest in
this combination of scale and period.

With the current rise/0f interest in the late nineteenth century many
people have made the assumption that 15mm and smaller are the only
scales worthy of consideration. This is because they assume that the
size of armies was much larger than earlier periods and so the figure
size has to be correspondingly smaller. However, putting aside the
cost and space-saving benefits, the biggest reason for using 15mm is
that you can build larger armies more easily. But this does not
happen. What usually happens is that wargamers keep the same
number of figures and just reduce the table size (if you do use larger
armies then often they can't finish a game in one evening anyway). So
15mm is no more the best scale for this period than it is for earlier ones
where people quite happily use 25mm. Finally many people think the
standard of 15mm figures is now equal to 25mm, I personally would
dispute this, especially in view of two ranges of figures for this period,
but more of this later.

The Franco-Prussian War (1870-71) is a period that offers a great
deal to the wargamer. Many vears ago it was quite popular and 25mm
ranges were available (including Minifigs I believe) but things change
and it's been ignored since then by all but a few die-hards. There are
many misconceptions about the period, firstly that it was all one sided
and the Prussians were invincible, secondly it was all about fire power
and little thought was given to tactics, thirdly the armies were so large
that thousands of figures are needed to recreate them, and lastly, the
forces are very homogenous with only French and Prussians. All of
these preconceptions are incorrect. The Prussians did not have it all
their own way, many smaller actions where won by the French
throughout the war. The fire power from small arms was tremendous,
but tactics were varied and innovative, especially so for the lower
formations that the wargamer usually uses. The high casualty rates
make decisive actions quicker to achieve so battles can be fought and
won during a normal evening match.

As to the size of forces, there were many more actions of brigade
and divisional level than of corps or army size and literally hundreds
of skirmishes. Apart from this very few wargames, even in the ancient
period, actually represent a battle of army scale. The last misconcep-
tion about army composition is also equally inaccurate. The Prussian
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army is not just a force of blue coated automata. As well as the line
infantry a force might well include Guards or even Landwehr. The
German confederation also included Saxons, Hanoverians, and of
course Bavarians, all of whom can give you an army with its own
characteristics. The French army changed dramatically during the
war, After the disaster at Sedan the line battalions were very scarce.
So the bulk of an army could consist of the Gardes Mobiles or the
Gardes Nationales. Of course any army of either line or reservists can
be supplemented with the famous Zouaves, Turcos or the Foreign
Legion. With the cavalry the French had Line and Guard, but for
those with a taste for the dramatic the fanatical Chasseurs d‘Afrique
are the only choice.

So having decided upon your forces you now have to choose the

figures.

A REVIEW OF FIGURES AVAILABLE
As mentioned above there are now two ranges of 25mm figures for
the Franco-Prussian period. Between them they represent the best in
figure production on the market (this in itself is perhaps the best
reason to wargame this period).

The first range is the one produced by the Wargames Foundry.
These have been designed by Alan and Michael Perry (perhaps better
known to fantasy fans). On first inspection of the list one is amazed at
the choice of figures, there are 88 variants of 39 basic figures, the 17
basic line infantry figures have 3 variants for the Prussians and 4 for
each of the French. The style of the figures is very impressive. They
are the fashionable large 25mm (i.e. 27-30mm). All the detail is very
crisp and quite deep, folds in the uniforms are realistic and again quite
deep. The equipment is the right size and packs fit well on the figure.
The anatomy on the figures is accurate and each figure and its variants
has a unique facial expression. Poses are active and natural with a
great deal of movement.

The range covers all the basic troop types for each army. For the
French army there is also a sergeant, bugler and officer (but no
standard bearers). For the Chasseurs you can use the line figures as
the uniform differs in colour only. Of the more exotic types they have
three Zouaves, an Old Guard grenadier and a Garde Mobile
(although, as with the Chasseurs, the basic line infantry figure can be
used for these). The French cavalry are all included, with an option of
the traditional lancer cap or a kepi for lancers. They also give a choice
of sword arm to give a relaxed or charging figure.

On the German side again a good assortment of basic line
infantrymen are offered (these will also cover the Guards and the
Landwehr as well as the Saxons and other minor German armies).
There are also eight separate Bavarians, enough to make an army.
The Prussian cavalry are all covered, again with separate arm options,
and the dragoons have a choice of with or without moustache. They
have a Prussian field gun and 4 crew as well as a French mitrailleuse
and 4 crew. Their horses are all very good but are all the same size,
even the heavies. The casting on all the models is to a very high
standard but my biggest complaint is that the stands of the figures are
rather small and so basing can be rather fiddly. The cost of the figures
is 35p for infantry and riders and 38p for horses, this is not cheap but
you do get the very best figures available and you don’t pay more for
command figures.

The other range is made by Sussex Miniatures (formerly Corvus).
This range was produced late in 1985. Stylistically they are again of a
very high standard, but do have a few rather unfortunate faults that
spoil them for the purist. They are a similar height to the W.F. range
but are less bulky, being generally rounder in appearance with
shallower detail. They look tidier and to some eyes less ‘fussy’. Their
anatomy is also correct but facial detail is rather plain, the poses are
natural, but don’t quite have the dynamic feel of the W.F. figures.
The style of the figures does make them easier to paint and many
wargamers who find painting a chore may well prefer them because of
this. However the biggest error of the range, and all of the figures
suffer, is the size of the equipment. All the small arms are too short
and the back packs and other personal equipment are also too small.
The French equipment which was piled high on the back is just not big
enough and consequently spoils an otherwise good figure. Even the
head gear is slightly too small.

The range of figures is much smaller, but ihey do a French sailor
which W.F. don’t do. But for all their shortcomings they are still very
good and many people will like them (they are cheaper!).

The cavalry for this range is much better, they have unusually

moulded the horse and rider together which gives a very natural feel
to the combination. The poses too are unusual. They are not just the
ordinary cavalry figure who is holding his reigns in his left hand and
his sword is held vertically in the right but, for example, ithe French
cuirassier sits relaxed on the horse with the sword held down and the
French dragoon holds the reigns in both hands. The best figure is
however the French hussar who is galloping and cutting with his
sword held horizontally across the horse to his right. The horses
themselves are very well modelled but they have used the same
master for the chasseur and the cuirassier, again this means the size of
horse is wrong.

The Sussex figures are very good and they are convenient from all
angles, being cheaper, easier to paint and base, but for those who find
raising the army as important as fighting with it and are prepared to
spend more time and trouble then the Wargames Foundry figures will
probably be more attractive.

The uniforms of both ranges are generally correct. However the
Saxon figure in the Sussex range is modelled in the 1866 uniform and
not the 1870 one (they changed on joining the North German
Confederation in 1867 to the Prussian model). This does make it
useful to use in the 1866 Austro-Prussian war as both Line and Light.
The French light cavalry changed its uniforms during this period. The
hussars did so first, but only the 1st and 8th regiments had changed
before hostilities; the chasseurs changed after the war. The Sussex
French hussar is in the old uniform and so will be suitable for
regiments 2-7, the W.F. French hussar is in the new one and so is good
for the 1st and 8th. There are some gapsin both ranges, neither do any
flag bearers (standards were still carried into battle) and Sussex only
do 3 artillery figures for each side so repetition is necessary for heavy
guns who need 5 gunners. Neither range yet produces limbers for
their guns but these can be filled in by A.C.W. limbers.

Finally a word about the flexibility of the figures. Whilst many
ancient figures can be used in many different armies most people
assume the more specific uniforms mean any figure can only be used
in one army. This is not quite true; for example a Prussian infantry
figure in a greatcoat could be used as a Crimean Russian; French
Zouaves can be used as zouaves from the Crimean or the A.C.W.
period and finally the Garde Mobile can be used for A.C.W. militia.

COLLECTING AND ORGANISING YOUR ARMY

The biggest complaint that wargamers have of using 25mm is the cost,
at 30p a figure an army can cost between £30-£50 or upwards. The best
way to collect is therefore gradually, the Franco-Prussian war is
ideally suited to this. Starting with a few figures many happy hours can
be spent playing skirmish games. during this time reinforcements can
be painted and added to the fun, gradually building up to full-scale
battles. Things are easier if there are two of you collecting, but if not
there are corners which can be cut. Historically the French were
usually outnumbered and on the defensive, this means that it is quite
authentic to build a larger Prussian army and a smaller French one
and to play attack/defence scenarios. Unlike earlier periods when
cavalry played a decisive part, the development of small arms meant
its value was greatly diminished. This means that the wargamer
looking for savings can miss cavalry out and still have a battle-winning
army. Many battles were actually conflicts between infantry and
artillery so this plan is still quite authentic. However later on, when
finances permit, a few squadrons of lancers or a regiment of cuirassies
are always fun to throw at an open flank.

The flexibility of 25mm can help recreate battles of many scales
using a basic force of just 100-120 infantry, a few cavalry and a couple
of guns. A German regiment consisted of 3 battalions of about 1000
men each, a brigade is two regiments, a division is two brigades and a
corps is two divisions. Our force of 120 figures will make a regiment at
ascale of 1:20 and a brigade at 1:50 and a division at 1:100 (with a unit
strength of 40, 20 and 10 respectively). Only 25mm has this flexibility
as with the smaller scales a battalion of 20 or 10 just does not look
right. The French army has a similar organisation but the basic
battalion strength is only 800 so at 1:20 [ use 30 figures, 15 at 1:50 and
10at 1:100. Cavalry can be divided in a similar way for both sides with
aregiment of 24 figures at 1:20, 12 at 1:50 and 6 at 1:100. In this way at
the lower scales, when only single regiments are being used, 24 counts
as such and when you're using larger scales the same 24 figures
become a cavalry brigade or division. Artillery can again be divided
down as the scale changes. Four guns would be a Prussian battery at
1:20 (3 for the French) and this decreases to 2 and then one.



Once you have got and become more experienced with this basic
force then you can go on and increase your army bit by bit. It is
probably best if your first basic force is of Line troops and then the
additions can be others such as Guard, Lights or Reservists. Two
hundred and forty figures at 1:20 would represent a brigade, whilst at
1:100 it would be a corps.

BATTLE FIELD TACTICS

Having got your army together then you'll need to know how to fight
with it on the battlefield. The best way to learn this is by reading
accounts of the battles during the war. This last section is a very basic
guide to the tactics used on both sides. It is not an absolute guide, but
it will give enough information to get you started. until you find out
more for yourselves. The best officersin the Prussian army were at the
lower levels (such as brigade and division commanders) because they
were young and ambitious and were not stuck with the old fashioned
concepts of their superiors. It was often the actions of junior officers
that saved the reputations of those above them. The Prussians had the
advantage of recent experience in battle and so many of their troops
were veterans. They had already learned the cost of dense formations
facing rifled armed regulars and so battalions would advance in
columns of companies (4 per battalion) with the first two companiesin
skirmish order to soften up the enemy. The rear companies would
advance in close order behind their protective screen ready to attack
at the appropriate moment. Later on in the war whole battalions were
deployed in a succession of skirmish lines, especially when attacking a
defended position. The Prussian artillery was always handled
aggressively and was pushed up with the infantry giving very good
support fire. It was the success of the artillery tactics that largely
neutralised the advantage of the French Chassepot rifle.

The French believed themselves invincible due to their success in
the Franco-Austrian War. However the Napoleonic tactics used then
only worked because they were facing an army which was using the
tactics of the 18th century. So the basic tactics used against the
Prussians were based on lines and columns with artillery giving
support from the rear. After their initial defeats they became much
more defensive and preferred to give battle from a prepared position,
thus giving the initiative to the Prussians (who were only to glad to
take it). The artillery was used from the rear to support the infantry
and it was also handled without any great skill. This meant it was
never the force it could have been. The famous French “secret
weapon”, the mitrailleuse machine gun, was so secret that only a few
people knew how to fire it and even they had never been given the
chance to practice with it. This weapon was also misunderstood by the
generals, who used it like their artillery, brigaded into batteries at the
rear, and so it was a prime target for the Prussian gunners who would
destroy them before their infantry came within its effective range. The
cavalry on both sides was ineffective as it was used in mass suicidal
charges against steady infantry. The primary role for cavalry in this
period should have been reconnaissance and in fact all Prussian
cavalry were trained for this, but in practice they were at best only
adequate in this role. It frequently occurred that the two sides were
within a few miles of each other but did not know it.

Bibliography

Most modern books on 19th century warfare give only basic accounts
of the battles, but the books included here are a good start. The last
book on this list is a very old one which I managed to find in a
secondhand book shop, it is stuffed full of excellent illustrations of the
troops, personalities and battlefields of the period. You might find it
or other useful books in your local library. Librarians are usually only
too glad to help. Finally, via the inter library loan system any book in
the country is available for loan.

Featherstone, D. Wargames through the ages. Vol.4.

Funcken, L. & F. Arms and uniforms. Vol.2. (18th century to the
present day.) Ward Lock, 1972.

Funcken, L. & F. L uniforme et les armes des soldats du XIX siecle.
Casterman, 1982.

Glover, M. Warfare from Waterloo to Mons Book Club Associates,
1980.

Cassels lllustrated History of the War between France and Germany.
Cassels, 1877,

If any one could help my with any information about the order of
battle for both sides would they please get in contact with me via the
editor.
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We stock the following products:

20mm Elite forces, Skytrex, 1/76th scale vehicles,
all Tabletop Games rules, Tabletop 15mm Laser-
burn Sci-fi, Asgard Renaissance, Tabletop Fantasy
(formerly Asgard), Torture sets, Triton Napoleonic

Heroes American Footballers Range, Heroes
25mm Laserburn Sci-fi range, Asgard Space
Starbeasts, Sci-fi Spacefighters, &
Ground Attack Vehicles, Super Hero figures, Doc-
tor Who Range by Fine Art Castings (26mm &
40mm only), Ross & Heroics WWII, Scotia Models
Modern.
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A WATER MILL — ECW

by lan Weekley of Battlements

It is always a joy to be asked to make a wargames building one has
not made before. This was the case recently when I received an
enquiry from a wargamer who required features for the English
Civil War. He was setting up a scenario for the campaign of June
1644 which resulted in a sharp defeat for Parliament at Cropredy
Bridge.

It was here on the 20th June that a Royalist army under King
Charles consisting of 5,000 horse and 3,500 foot threw back
Middleton’s and Waller's troops, some 9,000 strong. The King
turned a Royalist retreat from the River Cherwell into a somewhat
unexpected victory. Charles reinforced his fighting rearguard by
bringing his forward troops back again and with his Lifeguard and
the Earl of Cleveland's cavalry brigade pushed General Waller’s
men back across the river at Slat Mill. However they were held at
Cropredy Bridge by a spirited defence put up by the Tower Hamlets
Regiment and troops from Kent. Cleveland’s horse succeeded in
overwhelming the Parliamentary baggage and in capturing eleven
cannon. They also broke up Waller’s cavalry, forcing the scattered
troopers back across the river.

The opposing forces stayed put until next day when. on hearing
news of approaching enemy reinforcements. the King withdrew his
army to Evesham.

Royalists losses were light but Waller and Middleton lost some
700 men in the fighting (not to mention the cannon). With morale

low among their men this figure included a number of deserters. By
late July, Waller's men were in confusion and mutinous.

So, I was required to make a number of features to play a part in
recreating this minor campaign. A water mill, a bridge (to be built
into a river section and to which other river sections could be added
later) and — unrelated to this engagement — a church rather like the
one at Naseby, all at 25mm scale.

The water mill presented a slight problem but a member of my
family lives at Burford near Oxford and I was duly sent a guide
book and useful photographs in leaflets showing the traditional
stone buildings of Oxfordshire. This provided the vital reference I
needed.

Copredy Bridge is no longer there. It has been replaced by a
modern one and in all this kind of work I often have to use features
of the time, even if not quite replicas of the original.

Construction
The Mill was certainly something new to make and [ decided it
might be of some interest to our readers.

All walls were cut out of Y4 inch plywood. We were in stone
country and ¥ inch ply would not look quite solid enough where
edges of walls or window openings showed. Thickness of wood
should relate to the scale of figures — '8 inch ply would have been
fine for a 15mm figure wargame.




QUARTERMASTERS STORES
(MAIL ORDER SUPPLIERS TO THE WARGAMER)
WE PRODUCE THE MOST COMPREHENSIVE CATALOGUE OF WARGAMING ITEMS IN THE UK.

PRODUCTS:- SUPPLIERS REPRESENTED:-

5 mm Figures Tabletop Games * Wargames Research Group * Newbury Rules
15 mm Figures MOD Games + Davco + Skytrex + Raider Games + Athena Books
25 mm Figures Partizan Press « PSL « Blandford Press « Osprey ¢« Pengel & Hurt
1/300th Tanks Jacobite Miniatures « Chariot Miniatures « The Tin Soldier
1/1200th Ships Donnington Miniatures « Front Rank Figurines « Lancashire Games

1/3000th Ships

Rules & Lists » Uniform Guides

Military Books ¢ Buildings * Terrain

Flags, Bags, Dice, Paints, Brushes & More

CATALOGUE PRICE
(Includes £1.25 Credit Voucher)

£2.50 UK & BFPO
£4.00 Overseas
£6.00 Airmail

Campaign Figures » Stone Mountain « Pioneer Miniatures « Navwar
Bellona « Battleground « Total System Scenic * Jena Enterprises

Hard Cover » Wiseacre Designs « Hovels « Humbrol + Miniature Paints
Revo Flags *WARGAMES FOUNDRY*

MAIL ORDER TERMS

Publications - Post Free UK & BFPO
Other ltems - 30p per order, UK & BFPO
10% Surcharge Overseas Surface

50% Surcharge Overseas Airmalil

VAT Reg. N 385 7859 81

Partners - R.F. JOHNSEY
C.A. JOHNSEY

Telephone -
0494 - 442445

Victoria House

28 - 38, Desborough St.
High Wycombe
BUCKS. HPL1 2NF

Roofing was of card mounting board and tiled with small tiles of
thin card cut from cereal packets or similar as I have often
described.

However it was the mill waterwheel which greatly exercised my
mind! I had somehow to show a waterwheel ‘in situ’ or rather half a
wheel which would look convincing on the model. Fortunately we
were not concerned with a working model or anything clever like
that. I cut a ¥ inch wide section off a 3 inch diameter, Y4 inch thick,
tough cardboard roller. 1/16 inch holes were then drilled at ¥z inch
intervals through which I pushed the cherry stick spokes of the
wheel later on.

Next, a one inch length of ¥ inch dowelling was used to form the
hub of the wheel and in the outside of this I routed out a groove all
round.

The wheel was then taped down to a piece of cardboard and the
spokes pushed through the rim and onto the hub where they were
then glued in position (see sketch). When the glue had set hard the
completed wheel was removed from the backing board and the ends
of the spokes trimmed away. Now we had one fully round wheel.

Mill Water—-wheel
Card or wood

25mm

Nearly half of this was then sliced away on the fret saw just below
the wheel hub, any spokes which came loose being reglued. Bingo!
We had the major half of what passed as a waterwheel. Finally, to
complete the effect, small pieces of card or wood were glued across
the outer rim to simulate the flanges (or whatever) which catch the
flow of water and turn the wheel round.

Well, I hope you followed all that. At any rate the sketch may
help. A hole was drilled through the centre of the wheel hub and the
wall of the mill. The wheel was then glued in position with a further
cherry stick axle providing the link. Ensure that the ends of the
spokes and the wheel just touch the surface of what will be the
water. Later, varnish poured into the mill stream completes the
effect required. It also acts as extra adhesive as the spokes
‘disappear’ beneath the surface.

Pieces of card applied to the walls gave the effect of Cotswold or
Oxfordshire stonework. A plaster mix was washed over the walls as
usual.

The river banks were modelled in my plaster and paper ‘mash’
and the model set aside to dry out.

When dry the model was painted with cellulose spray paints and
minor details were picked out with Humbrol matt colours. Grass
textures were applied where needed and I found that the water
areas needed two or three good coats of polyurethane based
varnish.

Measurements: Mill (Plan) 10%2 x 414 inches. Tall section 5 inches
to top of gable. Walling 2V4 inches high to eaves.

Sources

The Ordnance Survey Guide to the Battlefields of Britain by David
Smurthwaite. 1984.

Civil War England by Peter Young. (Longmans Group 1981).

ECW 30mm troops by ‘Willie’ Figures, (E. Surén). These figures
are now reissued by “Tradition”.
Photo by the author.



Unit 12A, Olds Approach
Byfleet Industrial Estate
Tolpits Lane, Watford, Herts
Tel: 0923 775398
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Under Licence from the USA

1511
1512

1513
514
1515
1516

1517
151
1519

1520
1521
1522

1523
1524
1525
1526

1527
1528

C55 Palmetto State —

1529

1530 USSCaseo-

LYZARDS GRIN

1/1200 ACW Naval Ships

USS or CS5 Torpedo Launches (6]

CS5 Tennessee —ronclad Ram ...
CSS Arkansas — Ironclad ram

LSS or CSS Mortar Rafts (6!
€55 Atlanta - Ironclad ram
USS Roanoke — Triple Turret monitor ...

US5 Passaic - Monitor i

USS Lehigh — Monitor

USS or CSS General Bragg = Wood Ram (2)....
USS Choctaw - Ironciad Gunboat,

CSS Tallshassee — Screw Steamer ..........

€55 Nashville — Side wheeler Steamer
USS or CSS Transport Stern Wheelers (2).....
USS Kearsarge - Screw Sloop-of-war ...

USS Winnabago - Double Turret Monitor
USS Milwaukee — Dobule Turret Monitor
£S5 Georgia—Foating Battery ...

Cotton Barges (4], ) i

UsSorCss TransDDrts L= SR

HMS Seorpion — Ironclad Turret Ram ..
HMS Wyvern - ironclad Turret Ram

Tugs 14) two different types

€55 Richmaond - Ironclad Ram

Ironclad Ram

USS Benton - ironclad Gunboat

USS Essex - Ironciad Gungoat

Torpedo Boat (2)

USS Chimo — Torpedo Boat
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For Akheton Products
Keep Wargaming
The Keep, Le Marchant Barracks
London Road, Devizes
Wiltshire, SN10 2ER

NEXT MONTH

More 15mm Biblical &
Spanish-American War

PLUS
A surprise from the USA

Postage:
UK 15% (50p min)
Overseas Air 50%
sSurface Europe 30%

6501

6509
8511
6519
6520

6522

6536
6542
6543

5028
5030
5052
5033
5034
5035
5036

5038

5046

0135
502
5025

5029
5037

04z

RD#1 Sandyholiow Road
Phila., New York

USA, 13673

15mm Blblical 2800-500 BC

Each Pkg of Infantry has 3 poses, each Cavalry 2 poses)

Egyptian New Kingdem

Tel: (315) 642 3235

Pharoah & high ranking officers on foot (12) £1.00
Egyptian infantry Command (12 £1.00
Egyptian Marines w/spear & shield (12).__.... £4.00
Egyptian Heawy Archers, standing firing (12) e i, oL £1.00
Egyptian Heavy Infantry w/poleaxe & shigkd (120,..ooooeoeooes 2 £1.00
Egvntian Heavy Infantry w/khopesh & shield (12) €1.00
Two Horse Chariot w/driver &archer (20 oo £1.50
Twin Grain storage silos £2.00
Mud brrick house & courtyard E300
Fortified mud brick tOWer GHadel ... s ererssmnnne £5.00
Cormer wall SECtON W/DBSHION ...........cccovw e siiasensiosiassssssmsmss it emssssnsciaas £2.00
Straight wall SBCHON T ... .. .o s e e saees £2.00
Gate wall section £2.00
Straight wall section w/bastion.......... £E2.00
Neo-Assyrian Empire (700 BC)
Turtan & high ranking officers on foot 112) i «-E1.00
Assyrian heavy infantry w/spear & shield advanc:ngt‘|21 £1.00
Assyrian heavy archers fining DOWS 112).. ..o £1.00
Assyrian heavy slingers (121 : . E1.00
Assyrian 4-horse heavy chariot w/d crew ; E1.50
Assyrian Guard cavalry lancer (6) . E1.00
A On walking horse
B. On trotting horse
C. On galioping horse
Assyrian heavy horsearchers (). . £1.00
A On walking horse
B. On trotting horse
C. On galioping horse
Assyrian campaign tents(3) ... £2.00
Assyrian mud brick house ... £2.00
Assyrian farm house complex.............. £5.00
Additional Releases:
15mm Spanish-American
War 1898

US Infantry standing w/rifie grounded (12) £1.00

US infantry command set (12) e £1.00

US Infantry w/rifle at port arms (12 £1.00

USinfantry marching 112). . ... ... £1.00

LS Il ity aONaNCINE I Z). i oo o e P P e Fe PP £1.00

US infantry loading rifle (12) £1.00

RS ORI O NTRD I8 o v i i A s e vt N s e E£1.00
A On horses walking

B. On horses trotting

C. On horses galloping

US Cavalry w./drawn Sabres ... . E1.00

A On horses walking

B. On horses trotting

C. On horses galloping

Us Artillery crews (12 ...E1.00

US ‘Dynamite’ guntdi .. . E1.00

NEW ADDITIONS
15mm Spanish-American War 1898
Spanish
SDan-sh cavalry with carbines (61 ., £1.00
A On horse walking

B. On horse trotting

C. On horse galioping

Spanish cavalry with lances (6)...... u AR e A, o B

A On horse walking

B. On horse trotting

C. On horse galloping

Spanish artillery command (12)..... E£1.00

Entrenchmernt, corner section ... £2.00

TR e S L e e R £2.00

USA

US infantry kneeling firing rifle (12)... = e E1.00

US cavalry with carbines (5) ......... ; TR P 1 o

A On horse walking

B. On horse trotting

C. On horse galloping

e I Ol e S e 2 £1.00

When replying to adverts please mention Wargames Illustrated.
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ARMORY PRODUCTS
ARE AVAILABLE FROM THESE
FINE HOBBY & GAME SHOPS.

The Model Shop

11 Old Town Street
Plymouth, Devon PL1 1DA
Tel: 0752 221851

Gamers in Exile
283 Pentonville Road
London N1 9NP
Tel: 01-833 4971

Games World

129 King Street

Hammersmith, . ondon W6 9JG
Tel: 01-741 4467

Leisure Games

91 Ballards Lane
Finchley, London N3 1XY
Tel: 01-346 2327

Games Inc

9 Frankfurt Gate

Plymouth, Devon PL1 1QA
Tel: 0752 672149

Esdevium Games
185 Victoria Road
Aldershot, Hants GU11 1JU
Tel: 0252 311443

Virgin Games Centre
100 Oxford Street
London

Spirit Games

1st Floor, Croydon Indoor Market
Park Street, Croydon,

Surrey SE25 6UX

Tel: 01-760 0078

The Model Shop
190-194 Station Road
Harrow, Middlesex
Tel: 01-863 9788

Tabletop Games

53 Mansfield Road

Daybrook, Nottingham NG5 6BB
Tel: 0602 205484

Games People Play

5 Wellington Terrace

Notting Hill Gate, London W2
Tel: 01-727 9275

Games Unlimited

2 Castle Street
Kingston-upon-Thames, Surrey
Tel: 01-549 6486

The Little Soldier
58 Gillygate
York YO3 7EQ

The Guardroom
38 West Street
Dunstable, Beds
Tel: 0582 606041

PARTICIPATING BRITISH
HOBBY AND GAME SHOPS

When replying to adverts please mention Wargames Illustrated.



The gamers games shop.

GAMES
PEOPLLE
PLAY

AVAILABLE again in the UK. : ARMORY paints from the U.S.A.
(probably the best acrylics in the world)
Over 200 paints in the full range. Send s.a.e. for list

ARMORY PAINT SETS

GGO081 BASIC COLOURS GG092 NAPOLEONIC LAND
GG082 METALLICS GG093 ANCIENTS

GGO083 FLESH TONES GG094 CONFEDERATE
GG084 HORSE TONES GG095 UNION

GGO85 SILKS & SATINS 1 GG09%6 NAPOLEONIC NAVAL
GGO086 SILKS & SATINS Il GG097 WWII NAVAL

GGO087 SILKS & SATINS I GGO098 RAINBOW METALLIC
GG088 WEHRMACHT GG099 FLUORESCENT
GGO089 ROYAL TANK REGIMENT GGI100 BUILDINGS

GG0% PATTON'S ARMY GG101 RUINS

GG091 RED ARMY WWII

(£11.50 per set, 8 x loz. Glass Jars)

18a Cavalry bugler, kepi
18y  Cavalry standard bearer, kepi
19 Artillery Crew, kepi

2l I121bN

What will you find at GAMES PEOPLE PLAY?

GAMES: Galore, too numerous to list from all leading and most minor producers, Wargamies,
fantasy, sci-fi, role playing, sports and business games. Specialist games magazines.
Second hand and cut of print games.
FIGURES: ESSEX & MIKES MODELS: We are the premier UK stockist.
HINCHLIFFE 20 & 25mm: We are the London agent.
JACOBITE 15mm: We are the London agent.
FRONT RANK: We are the exclusive London agent.
10 HIGH & WARBAND: We are the London agent.
PLUS: DIXON, TABLETOP, DAVCO, TRITON, CITADEL, GRENADIER UK & US.
METAL MAGIC, ASGARD, ESCI, AIRFIX, MATCHBOX and others.

PAINTS: ARMORY, HUMBROL, DBI, MINIATURE PAINTS, CITADEL, HOBBY

PLUS: WRG, OSPREY, BLANDFORD, RULES, DICE, SPECIALIST MAGAZINES,
PENGEL & HURT, WARGAMES GUIDES, BRUSHES, MODEL TERRAIN,
BUILDINGS, SCENIC ACCESSORIES, READY PAINTED FIGURES, PAINTING
SERVICE and yet more. We cram a lot in.

M4 Fouaves sdv., kept
25 Zouvaves adv,, turban

2T Covered Wagon, 4 horse 1eam
2% Naval landing
crew, landing party in kepa)

31 6lb Smoothbore cannon

31 Anillery Caisson

33 Inl charpng, kepi & blanketroll
M Inf
35 Inf. charging, slouch hat
3  Ini. marching, slouch hat
37 Ini. chargn

. kepi & backpack
3 Inf . i

marching, kepi & backpack

Ambush (solo) (Squad ops 1944)
Move Out (Ambush exp.)

Purple Heart (Ambush exp. )

Silver Star (Amb. exp.) (Italy)
Battle Hymn { Ambush syst. Pacific)
Eastern Fromt Solitaire (Solo)
Pattons Best (Solo) (W.Front 44-45)
Raid on St Nazaire

Mosby's Raiders (ACW)

Ranger (Solo) (Green Belt ops)

B-17 (Solo) (Daylight bomb tour)
RAF (Solo) (Battle of Britain 19440)

A=L100 TEN HIGH =030
—{).75 - r 025
B=0TF  AMERICAN CIVIL WAR :
Code liem Quantity
ACW
00 Inf. adv.. kepi & blanketroll XA
02 Inf. firing. kepi & blanketroll 25 A
03 Inf. adv.. siouch hat & blanketroll XA
04  Inf. firing, shouch hat & blanketrodl 3 A
05 Inf. adv., kepi & T'a\'igurk 5 A
06 Inf. firmg. kepi & backpack 25 A
07 Inf. adv . brim. hat & Backpack 5 A
08 Inf. fring, bnim. hat & backpack 5 A
%  Officer, slonch hat 6 D
9a  Standard bearer, slouch hat 6D
0% Drummer, siuch hat 6D
10 Officer, kepi 6D
10a Standard bearer, kepi 6D
106 Drummer, ]tgpl & D
1l Cavalry chargng. sabre & slouch hat 12 A
12 Dismid Cav.. kneel, carbine, siouch Cc
13 Cav. horschobders & maounts, shouch 12 A
14  Cavalry charging. sabre & kepi 12 A
15  Dusmtd, cav., kneel, carbine, kepi »C
16 Cav. horscholders & mounts, kepi 12 A
17 Cavalry Officer, slouch hat D
1Ta  Cavalry bugler, slouch hat D
1ITh  Cavalry standard bearer, shouch hat D
18 Cavalbry Officer, kepi D

2 Astillery imber, 4 hse icam, nidcrs
{apoleon

26 Pontoon Wagon, pontoon boat, 4h. 1eam

ty (officers incl )
9 Waserhine level oared longboat, naval

M Generals & Staff {var. mud & foot)

marching. kepi & blanketroll
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CSA & USA Army Packs — £15 (£17 value)
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20,75
10.80
19.15
16,60
25,80
14.95
2195
19.95
1580
14,95
& 14,15
C 16.95

D = ]

=

5 Wellington Terrace

| {mee

Notting Hill Gate Bayswater Road

R

Kensington Church St.

A

Kensington Palace
Gardens

5Wellington Terrace, Bayswater Rd.,
Notting Hill Gate, London W2
Tel: 01-727-9275

Don'i forget our super painting service
(see pic p-3) 5.5.0.¢. for details.

Tube: Notting Hill Gate (200yds)
Circle, Central and District lines
Buses: A2, 12, 28, 31, 27, b2, B2A, 88

* Amazing special introductory offer from the Armory *

MNew 10 pot paint carrying case with 10 loz paints
Plus 3 red sable brushes
Total Value £15.00 Yours for just £9.95
While Stocks Last

When replying to adverts please mention Wargames Illustrated.
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REVO Flgures and Flags
Revo 25mm and 15mm sedt-adheshme Printed in full colour, simply cut them out, peel off tha
and attach them to the fiag
The ‘o date comprises: 1 shests
Ho SPUR No. 1 France Ling Infantry 1804-15 Nu;;.'ﬁmm lﬁﬁ
l Mo, 2 Biritain Infantry 1801-15 o 5 Pueeis 673
Mo. 3 Britan infantry 1801-15 Mo, 4 Ausiria 1B05-15
®__# Mo. 4 Britain bnfantry 1801-15 Mo 5 Prussia 180315
Mlnlalures Mo. 5 Austria infantry 1606-15 No. & Britain 1807-1
x gmmﬂ?‘hﬁg No. 7 Briain 1801-15
P.O. Box 8, Heaton, o 5"?#""‘“’ No. 8 5tain 1801 15
Newcastle upon Tyne NE6 1ER 10 mm'mm-I"‘- = 110 Spm s vl 1000 4
Te|eph{:lne‘f {091] 265 5800 ) Mo.12 Brunswick and Nassau Intantry 1815 m:§m1m1g ;
No. 13 German stales . Hesss, [ and Nassau 1815
wmﬂmmt:-ﬁ“ No 15  Hesse ete.1B06-14
Na.15 Framoa infaniry 1815 B 1 ot e, et
No.18 Cavairy standards, Austria Britain, Prussia, 17 Franch Guard Int
Over 80 20mm figures % Fssia 1801-15 S No.18 Nap Ciav. standards Russ/Pruss/Aust
now available, cover- Bnai e 180415 : e e & Fraon
ing modern police/ e urmiact atas by No.21 ECW Royalist it & cav
5 7 - [ Wuw 214 No.22 ECW. A cav.
anti-terrorist actions, MNo.19 ECW ist inf & cav mﬂmmjm
Falklands War and :al N2t ECN Pt e e No24ECWPa iibcav.
Spanish Civil War. Ho.22 ECW Parttint & cav i e i s
Aevo 25mm diorama figures offer a wide range of positional and dress
variations (66 di French Line Infantry figures alone) in a constant 25mm eye fo foe
mWemmﬁqmmmﬂmmm prmru&:mble
temns available at the time of writing this
AUSTRIAN INFANTRY AND CAVALRY 1808-15
BAVARIAN INFANTRY 1812-15 RUSSIAN INFANTRY 181215
BRITISH INFANTRY 1812-15 PRUSSIAN INFANTRY 181215

FREMCH INFANTRY AMD CAVALRY 181215 ENGLISH CTVIL WAR INFANTRY AND CAVALRY

Purthsr amummmmmmm
&mﬁrﬁmm P Soparate hiads, SR

mmw “amﬂ nmwmmmmmw'
American Chil War further Napoleonic cavalry and infantry, 14th cantury solchers and krights.
this is H O TSPUR 20mm Fiag sheets 15mm = 40p each, 25mm = 70p sach + 20% p&p over £6.00 post fres (UK
Send an S.A.E. for our catalogue. o patiree
Overseas wargamers contact us in YOUR area at: o e R S
New Zeslan, usraliaand ong Kong: Unted States o America: + 209 P& over £10.00post s (UK oy
“Military Miniatures”, “Alliance Miniatures”, Whittlesey Miniatures Access purchases may be mads
Parnell Games & Hobbies Cellar, P.0. Box 2347 Des Moines. Road, Eastrea, Whittiesey, lnleﬂ'lnne
Oownstairs 211 Parnell Road, Parnell, lowa 50310, USA L ""h""'p'?mm‘mgh, c,m;g bl mﬂmwﬁﬂﬂm

\LP.Il Box 9550, Auckland, New Zealand. ' B nn Fio el G 0 Sgors and g phis ok

L ]
POST & PACKING + 10%; MINIMUM 30p; £15 POST FREE, U.K.
USA: USA cusiomers please send for details See us at Derby &
Northern Militaire
SEVE R B0 HEET T oy e
EN YEARS WAR onvy parr o THE RANGE AvAILRBLEI 55715 D ciowath ot ety 9
ﬁ% e BSY16 Colonels
PS'I“I Muskeher attack march Dragoon FRANCE
eer, ASY10
PSY2 Emmr.mmm 24 H”gﬁm FSY! Garde Francais'Swiss Guard
PSY4 ! ASY12 Mounted P FSY3  Line Infantry, full skirted coat 1736/57, attack march
PSY5 Frndmrps\ml(hﬁtlnfarmf[&wn Croat) ASVI5 Fusihercommans FSY3a Line Infantry, full skifted coat, 1736/57, advancing
PSY6 Frekomps von Kieist g::; mm FSY4 Line Infaniry, tumbacks, 1757, attack march
g"g Fimpsvaleﬁl!-hwmadm ASY16 Grenzer command FSYS Chasmund?l*'ﬂ;minh‘ln:
PSYS Draguonwﬂhlapels ASTIT Crlassion conee FSY7 Gendarme Cavalry Maison du Roi
PSYoa ASY18 Draqomwnrmm FSYB M.m;mbonwmhuh
PSY10 Husear, miriton AP SENsar command FSY9 Horse Grenadiers Maison du Roi
PSY10a Hussar. colpack e Pemonatiies = fun Sha, Lowdon, Necast FSY10 Line Cavalry, fricome
PEYEs Mt e ASYZ2 Ariilary crew — Plaase state gun requind Fovi2 LL::Dragnm Bonnet de Poila
@:2 EMMM RUSSIA FSY13 Clmnmﬂmﬂlw
PSY15 Cuirassier command RSY1  Musketeer m; Artillery crew — Please state gun required
PSY16 Dragoon command RSY2 Grenadier FSYi6 Garde Francais/Swiss Guard command
PSY17 Hussar command, mirfiton RSY3  Pandour FSY17 Line Infantry command
PSY17a Hussar command, colpack ASY4  Musketeer, summar dress FSY18 Fischers Chasseur command, mounted & foot
PSY18 Fredorps von Kieist Cavalry command RS & e liwubies, Copa X Cessrason FSY18 Claremont Prince Vols. command, mounted & foot
command Dragoon FST20 Gendarme command
g:gﬂ Personalities, Fredenck, von Seydlitz, von Zietan 255@ Horse Grenadier FSY21
- Cossack Fovas T
P5Y22 Anillery crew — Piease state gun required RSYS  Infantry command FSY23 Line Cavalry command
PSY23 Horsemmewaw Please stale gun required RSY10 Pandour command F5Y24 Dragoon command
PSY24 Kruoqu RSY1 D"‘Q"mmm FSY25 Personalities, Marshall Soubise, Gen. Chevert & Officer
PSY25 RSY12 Mounted staff F5Y26 Mounted Colonels .
gxg Sm\hsducom‘imwniwimvuim ggﬁi Aﬂiﬂfrﬂ;ﬂ ﬁﬂgméﬂmmum FSYZ7 Hussar
usketaar, charging Bombardier crew
PSY28 Grenadier, charging ASY1S PRICE CODES
PoYa) Mhkateer conand, charg EEIIAIII Standard pack (10 oot or 5 Code F
; : b BSY1 Line pack (5 foot or 3 mounted) Code G
FSPS‘I‘% Grenadier command, cha BSY2 G " Personality pack Code £
PSY33 Musketeer, advancing BSY3 Highlander Artiflery crew Code B
BSY4 Highlander Grenadier Code A — 20p Pri Road
- {
AUSTRIA BSYS Line Cavalry Cod B — 40p 25 Princetown Roa
ASY1  Fusilier S0 bina DR Code C - 45p Bangor
ASYD - Light Dragoon Code D - 60p y
ASY3 Jager = S b o o Code E - 80p Co. Down,
g; Hungarian Fusiber BSY10 Line command et E'_’E"m BT20 3TA,
ASY Grerer BVl [ comend Coda N £278 Northern Ireland
ASY7  Cuirassier BSY13 _Dragoon command '

When replying to adverts please mention Wargames Illustrated.
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SKT
WARGAME
FIGURES

9 WARGRAVE ROAD,
TWYFORD, BERKSHIRE
Proprietor — Steve K Thompson

GARRISON
25 MM

NEW 15mm Midianite Arabs
15M/1  Slinger shooting
slinger running
Slinger loading
Slinger preparing
15M/5  Archer standing
Archer shooting
Javelin throwing
Javelin running
Javelin standi

15MI0 Front camel r:?;r driving
15M/11 Front camed rider loading
15M/13 Rear camel rider
Camel

The Kingdom of Khmer

| Cambodia 11th-12th C)
K1 Officer/Standard Bearer (comes
with spear, shield, banner)
K2 Regular heavy or Lt heavy inf.
with javelins and shield
K3 Light medium female bodyguard
with javelins and shield
K4 Light, lu;ht med. or med. archer
K5 Irr.LM. infantry with javelins and
shield wielding javelin
K6 Irr.LM. infantry with javelins

shield, wielding sword
K7 Light infantry (irr) no shield,
javelin

KB Light infantry (irr) no shield,
d

SWor

KC1 Female medium guard cavalry,
shield and javelins

KC2 Reg. heavy cavalry, shield & jave-
lins

K51 Command Elephant with driver,
General in howdah and sacred
umbrella bearer

K52 Elephant with driver and warrior
riding astride

K53 2 horse chariot with driver riding
1 horse and 1 warrior with spear,
shield and bow

54mm Foot Guards

54/53 Trooper marching...
54/54 Director of music.

54/55 Ensign ... £3.99
5456 Sergeant £3.99
5457 Scm.f.g‘i)per. £4.99
5458 Trombon £3.99
54/59 Cymbals.. £3.99

54/60 Bass Euphonium..
54/61 Euphonium
54/62 Cornet......

&

MNEW RANGE 1:300

Sru 115t l.:nlm.!ri1
5P1  Hoverscout Ship ...
SP2 Howvertrooptransport.

SP3 Hoverhmi‘kto(
SP4 Hoverhigh speed pursuit
SP5 Batﬂeuﬂh .....

SPE  Hunter killer.
SP7 Attacksledge.
SPE Battletank..
SP9  Tanker...
SP10 Recovery..
SP11 Tracktor ..

54/63 Saxophone
54/64 Officer...

54/66 Clarinet,

54/68 H.M. the Queen :
ON BUMMBSE ... oo rsssssssnnrss

Mare to follow soon

SEND £1 FOR
FULL LISTS OF
ALL 5.K.T. IGURES

Something Different
LRS1...!

Late Roman 2 Horse

Scythed Catafractarius

Chariot £2.50

Foot & Riders 8p
Camel 10p

15mU22 Lulubi

Late Romans (4th-Sth C. AD)

LR1  Legionary, med inf. heavy & It
javelins

LR1A Legionary, as LA1 but 'Attic
t'Epe helmet

LR2  Draconarius (for all inf. units)
LR3  Officer (for all inf. units)

LR4A Legionary lanciarius

LR48 Legionary archer

LR5  Legionary slinger

LR6 Awalia Palatina

LR?  AuxiliaPalatina (no helmet-Ger-
man unit)

LRB  Auxiliary archer

LR  Auxiliary crossbowman
Auxiliary staff siinger
Praeterian guardsman

Scutarii It. javelin cavalry
Promoti It. javelin cavalry

LRC3 Heawvy cavalry (javelin)

LRC4 Horse archer

LRCS Gothic h CAvAlry

LRC6 Hun it cavalry

LRC7 Clibanarius

LRCE Catafractarius

LRC9 Cavalry officer

LRC10 Cavalry standard bearer (Vex-
illum)

LRC11 General

Shields and weapons are separate,
making many combinations possible.

Trooper of your choice with either
Draco or Vexillum, to make Clib or
Cataphract officers ask for figure to be
supplied with mace.

Celts
(usable as Gauls, Britons or Galatians)

Chief

Standard bearer (cockerel std.)
Warrior in tunic

Warrior with javelin

Warrior charging

Javelinman

Slinger

Naked Gaesati with javelin
Naked Gaesati charging (sq.end

Naked Gaesati charging (rnd.sh.)
Maked Gaesati charging (owal

LR10
LR11
LRC1
LRC2

ABCY Light cavalry with javelins
ABC2 Light cavalry (tunic) with javelin
ABSY British chariot (2 crew) £1.75
The Gaesati are in various positions
with ‘stiffened’ hair.

Chariot warrior to your choice.

Phone Twyford 345598

POST & PACKING UK & BFPO

MINIMUM POSTAGE & PACKING UK & BFPO is

50p

Orders over £5.00 and under £12.50 = 10%

Orders over £12.50 = £1.25

Orders over £25.00 — Despatched POST FREE

25mm prices from 1/8/87
Foot
Mounted
Artillery F
Camels. BOp
2 Horse chariots ...
4 Horse chariots ..
Elephants..

American Civil War

Inf. advancing at slope
Inf. charging

Inf. advancing firing
Officer with sword
Drummer
Standard bearer
Zouave attackin
Zouave standari
Zouave drummer
UCW10 Zouave advancing

UCW11 Zouave advancing at siope
UCW12 Berdan's Sharpshooter firing
UCW13 Iron Brigade advancing
UCW14 Cavalryman dismounted firing

(Fez)
bearer

UCWI15 Infantry advancing at high

CW16 Union inf. kneeling, firing _
UCW18B Union inf. full pack advancing
UCW19 Union inf, full pack charging
UCW20 Union inf. full pack marching

Union Caval

UCWC1 Cavalryman with sabre
ucwc2 Officer

UCWC3 Standard bearer
UCWCA Trumpeter

Union Artillery

UCWA1 Officer

UCWA2 Gunner with rammer
UCWA3 Gunner serving gun
UCWA4 Gunner with ammunition
Uows1 Mid. Colonel

UOWS2 Gen. Grant

Confederate

CCW1  Inf. advancing at slope
cowz2  Inf. advancing at high porte
CCW3 Inf. firing

Officer with sword

Bugler

Standard bearer _
Zouave in kepi advancing
Zouave officer

Zouave standard bearer
COW10 Zouave bugler

COW11 Alexandria Rifle firing
COW12 Cavalryman dismounted firing
carbine

CCW13 Zouave advancing at siope
COW14 Inf. advancing levelled rifle
COW15 Inf. kneeling, firing

Confederate Cavairy

CCWC1 Cavalryman with sabre
COWC2 Officer

COWC3 Standard bearer
COWCA Trumpeter

Confederate Artillery

COWA1 Officer

CCWA2 Gunner with rammer
CCWA3 Gunner serving gun
COWA4 Gunner with ammunition
CCWS1 Mtd. Colonel

CCWS2 R.E. Lee

Artil Pieces.
ACWI.E? 3" rifled gun

ACWG2 12 pr. Parrot rifle
ACWG3 12 pr. smoothbore
ACWG4 & pr. smoothbore

Greek Galleys
GG1 Bireme (A).....
GG2 Bireme (B).
GG3 Trireme..

GG4 Transport..
Approx. scale 1:200

Enemies of Rome

ER1 Saxon noble warrior

ER2 Saxon warrior

ER3 Saxon peasant warrior

ER4 Ostrogoth archer

ER5 Visigoth foot warrior

ERG Frankish warrior with Francisca
ER7 Frankish warrior with Angon

e

When replying to adverts please mention Wargames Illustrated.




49

THE BEST WARGAMES
‘\ & COLLECTORS
‘_; FIGURES

-

PAINTED ARMIES — UNBEATABLE PRICES
Why are we different to any other painting service?
What's the gimmick then?

CEREMONIAL
COLOURS

= 3rd FLOOR, BERROWS HOUSE, BATH STREET,

HEREFORD
Tel: (0432) 278700

We're the Best.
We're the Best.

Painted & Based 15mm Armies - £57.50

Napoleonic Period. British, French, French Old Guard, Russian,
Prussian, Polish, Brunswick, Wurttemburg, Saxony, Bavarian, Span-
ish, Dutch-Belgian, Austrian.

A.C.W. Armies.
E.C.W. Royalists, Parliament.

Ancient. Saxon, Norman, Viking, Greek, Roman, 600BC Greeks,
Macedonian, Seleucid, Mongol.

Wars of the Roses. Crecy & Agincourt.

Seven Years War. British, French, Prussian, Russian, Austro-Hunga-
rian.

Zulu Wars. British, Zulus and Boers.

World War One. British, French, German, American, Russian.

If you require an army that is not listed please contact us — because
almost any army is available.

Ceremonial Colours also offer a painting service, all scales. Send £1
for a painted sample (state preference) and lists.

We now also offer an even higher standard of painting with both
ready-made armies and our painting service. These are called the
Veterans. Each figure is painted with all the highlights and shading
needed to make each individual a tiny work of art. These figures
obviously cost more and are already popular standard figures but
we consider them worth every penny. Send for details or send £1.50
for a painted sample veteran (state preference) and lists.

We now accept Access and Visa orders by mail or by phone.
Add 10% pé&p to all orders.
{Apologies! But price now includes VAMPIRE ADDED TAX)

NEW!!! 25mm ARMIES ... £99.95

ECW Royalist/NMA................... 16 mtd, 54 foot
Hundred YW, Feudal, Medieval 12 mtd, 64 foot
Romans (any period) ........ccovuiiuevinicnnnns 96 foot
AN O S vas viiiis s e s W 96 foot
VIKINgS oo st annnindaiisa i B 95 oot
NOFMANS ..cvviiiunsnisminnsanis 10mtd, 54 foot

All other armies available using Essex figures.
To order simply pick your army and what figures you require (yes!
the choice is yours) and send to us your order and payment plus
10% pé&p.

Also New! Army supplement packs

. | e 5417 1) U | 1 | e g PR A o, £10.00
2 I AN e i £18.00
P T s B | P £24.00
L0 R te T 41 13 L 05 ey B e o £26.00

State nationality, period, and type of figure required when ordering.

Armies can now be supplied in “unbreakable” army boxes.
Medium size £8; Large £14; “Unbreakable” unit box £6.

We have moved to larger premises at:

7U5 T ARRIVED’ BE::g“fSLCI)-I%I:JSE Also exclusive to us . . .
AN EXCITING RANGE OF BATH STREET A Superb Range of Buildings
AIRFIX/HELLER PLASTIC KITS HEREFORD DEngﬂE‘d For Us

Tel: 0432 278700 From only £5.95

We now stock Plastic Kits and all modelling materials. Huge
selection of reference books at the lowest prices in Town.

OPEN MONDAY TO SATURDAY 9 am — 4 pm

When replying to adverts please mention Wargames Illustrated.
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21 VILLIERS ROAD, WOODTHORPE, NOTTINGHAM NG5 4FB

NEW 25mm HIGHLANDERS/IRISH
14 Figures, most with three-head variants.

FRANCO-PRUSSIAN WAR Infantry, Cavalry and Artillery. A

selection of over 135 figures, including French/Turco/Zouaves,

Prussians, Jagers, Wurttemburgers, Naval Brigade and SIEGE OF

PARIS CIVILIANS. A wide selection of horses. Figures 32p, Horses

40p. Coloured Painting Guide £2.95, Fr-Pr Rules £3.50, both post
paid U.K. only.

ENGLISH CIVIL WAR Musketeers, Pikemen, Cavalry, Artillery,
Lowland Scots and Civilians. Over 235 figures to select from:
New dismounted cavalry figures each with 4 head variants.
Figures 32p. Horses 40p.

MARLBOROUGHS ARMY Our new range, "CAVALRY & AR-
TILLERY NOW READY" Figures 35p. Horses 42p. European Field
Gun £2.50.

2 New dismounted cavalry figures each with 4 head variants.

We are now manufacturing a range of figures designed by Alan
and Michael Perry, as previously manufactured by Citadel Minia-
tures.

HUNS, EARLY IMPERIAL ROMANS, DARK AGES, MEDIEVALS 14C,
WARS OF ROSES, WARS OF RELIGION (late 16C) SAMURAI.

Now available - Send for lists.

POST & PACKING U.K. Add 15%. Minimum 50p. Europe add 30%
USA and Australia add 50%. Overseas postage not used will be
credited.

U.K. send 18p stamp for list. Abroad send 3 IL.R.C.

iection in

FRONT oo

in 25mm and 15mm

Wargamers and
ectors figures

NOW AVAILABLE The ultimate 15mm Amer-
ican Civil War range

PLUS New releases of 25mm Cavalry & Persona-
lities for our ever expanding English Civil War
range

ALSO AVAILABLE 25mm JACOBITE REBELLION
25mm A.C.W. 15mm WARS OF THE ROSES

PRICES (25mm)
FOOT/CAVALRY FIGURES 28p
HORSES 40p

PRICES (15mm)
FOOT/CAVALRY FIGURES 10p
HORSES 12p

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

We offer a fast & reliable mail order
service, or telephone your order on

(0702) 341874 using

MasterCard

Front Rank Figurines
11 Southboume Gardens
Westcliff-on-Sea Essex, S50 0AG

No Visitors Without
Prior Appomlment

GAMES
| B INNOVATION

ROLLING LANDSCAPE
THE ULTIMATE UNDULATING MODULAR TERRAIN

Bring practical realism to your wargaming table for all
scales of figures.

We have extended our ROLLING TERRAIN concept to
complete tables reproducing the true lie of the land for all
eras— ANCIENTS TO MODERN.

Gradual slopes—undulating ground — realistic terrain.

HIGH PERMUTATIONS OF 2 FOOT SQUARE MODULES
VERSATILE TERRAIN

ROLLING LANDSCAPE IS AN EXCITING ADDITION TO OUR
ESTABLISHED RANGE OF INTEGRAL TERRAIN &
LANDBOXES

Write or telephone with your requirements/questions. For
information on the ultimate modular terrain (and details
of our standard range).

Contact: Mark Craddock, Games Innovation, The Keep, Le
Marchant Barracks, London Road, Devizes, Wiltshire,
SN10 2ER, UK. Tel: (0380) 4558.

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. Minimun charge: £2.00 (Don’t forget to add
15% VAT!).

FOR SALE

Many unused Boardgames, Spencer Smith ACW, Rules set of all
periods, D & D rules and accessories. Tel: 0623 792294.

WANTED

Well-painted 15mm Napoleonic armies/units, Minifigs/Battle
Honours. Good prices paid. Ring: 0325 312434,

Osprey M. A. A “Scandinavian Armies of the Napoleonic Wars”.
Reasonable price paid. Other titles on same subject considered.
Please write to Laurence Baldwin, 44 Hallam Road, Mapperley,
Nottingham, NG3 6HR.

SERVICES

LA CONDOTTA. 15/25 secondhand figs, Buy/Sell. S.a.e. for
new lists to: 409 Fulbridge Road, Peterborough, Cambs.

FIGURES COME TO LIFE when they're painted by Battle
Trophy Miniatures — Sae for details and photo to: Andy Taylor,
270 Woodway Lane, Walsgrave, Coventry, CV2 2HX

Inside back cover: Two Wild West shots of Cavalry versus Injuns.
Connoisseur Figures from the collections of Dave Thomas and Peter
Gilder. Included here in the hope of inspiring an article. I've just
read Grinnell’s The Fighting Cheyennes, and it seems to me that

there’s scope for a set of rules purely for inter-tribal warfare, before
those ‘ornery Palefaces came along and made life complicated.
Problem is, I haven 't time to do it —soit’s down to you, reader!
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