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VISTA ENTERPRISES

Choosing a supplier of painted figures can be rather a daunting task. Glancing through the
advertisements one is assailed with claims of biggest, best, cheapest, fastest etc. etc. Quite a
confusing business altogether.

At Vista we don't claim anything. We just concentrate on producing painted figures to a very
high standard for our customers at a reasonable price. The photographs above will give you an
idea of our products. They are not specially painted for this advertisement but a random
selection of figures taken from stock. If you are interested in facts and not fantasy then consider
the following:

More Vista Enterprise figure photographs appear regularly in the editorial of wargaming
magazines than any other commercial supplier.

The majority of our business comes from repeat orders for existing customers.

We are able to supply high quality painted figures and models in most periods and scales, for
example:

NAPOLEONIC ACW MEDIEVAL COLONIAL
MARLBURIAN ANCIENT RENAISSANCE ECW

WWI FANTASY 1/300th ARMOUR 1/200th ARMOUR
NAVAL (all scales) DARK AGES FRANCO-PRUSSIAN MODERN

We supply figures in wargaming, collectors and museum quality finish. The latter are done in
oils, very expensive and much too good to fight battles with. Drop us a line with an SAE stating
your interests or requirements and we'll send you further information, or phone us on the
numbers below.

UK and Europe: Sales Office, 5 Moors Lane, Oreton, nr Kidderminster, Worcestershire, DY14
DY14 8RH. Tel: 074 632 627

Studio: Unit 5, Longs Industrial Estate, Englands Lane, Gorleston, Norfolk
NR31 6BE. Tel: 0493 656212

asAa VISTA AMERICA, 17 Ridge Road, Budd Lake, NJ 07828
Tel: (201) 691 2423

Part of the BATTLE HONOURS GROUP E A
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Opening Shot

If you were to leave Nurdistan by the northern route, crossing the
Mainstream and carefully avoiding the Banyan Tree of Perpetual
Ensnarement, and reach that Pure Land where One Brain Cell that
works is better than a myriad that don’t, and the abilities of the
Legion you're commanding assume more importance than the
Esotery of the Edition you're using, there, Pilgrim, on the other side
of St. Paddy’s Pearly Portals, you might find the Hermitage of Avant
Garde Rule Writers, where Bright Young Things (. . . and some
Elders, too . . . ) are busy scribbling for Eternity.
~ Relax dear reader! The | Journey of a thousand miles can begin and

end under your feet! The Nurdistan Gazette is proud to publish “This
Savage Way of Fighting” by Andy Callan, B.Y.T. — wafted to us

Contents

through the Ether on the backs of two Postcards of Stone.

All this and more in the following pages .
* Issue 4 of W.1. will be back up to 60 pages. Pubhshed on the 19th
November it'll be the “Christmas Shopping” issue, as well as having
rules and scenarios for WWII and Modern actions — and some items

for earlier interests!
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Chris Kemp Killing Zone. A modern scenario
Neil R. Crawford The Missed chance of Brienne,1814
Andrew Commando! WWII rules/scenario
Mulholland
Andy Callan This Savage Way of Fighting
David Snowden The storming of Ghazni
Inspector-
General Reviews Column
Jonathan An untoward event
Carruthers

Sam’s night out. An ACW game
Classified ads.

Peter Dennis

ATHINA BOOKS

Distributor for:

Pengel & Hurt Seven Years War series Partizan ECW series,
Raider Games, Datafile, Leeson Wargames Library,
The Courier, Empires Eagles & Lions, ECW Notes & Queries.

We stock new books from all the main military publishers,
plus 25,000 second hand & out of print
military titles.

Send for details & free catalogue to:
ATHENA BOOKS

service, or telephone

01-727 9275

PRICES (25mm) PRICES (15mm)
FOOT/CAVALRY FIGURES 28p  FOOT/CAVALRY FIGURES 10p
HORSES 40p HORSES 12p

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

We offer a fast & reliable mail order

your order on

unoz; 541874 using

No Visitors Without ﬂEWrGMmDW'QED“

5, Wellington Terrace, Prior Appointment 132, Berkeley Street,
el T A

at 2284120

Tel: 02750 1683 34 IMPERIAL CRESCENT
TOWN MOOR
© 1987 Stratagem Publications Ltd. DONCASTER DN2 5BU
S. YORKS., ENGLAND
for perfection in H
oo e et sy o
R A NK Collectors figures No. 1 Fravcs Line nfany 1804-15 N 3 Femnce e ey 16VE 14
No. 2 Britain Infantry 1801-15 No. 3 Russia infarntry 1813
Front Rank Figurines No. 4 Brtan ety 1801-15 e s 1e
ﬁ 11 Southboume Gardens No. & Auskn ok 1806-15 No. Bommnimoy
Westchff-on-Sea, Essex, SS00AG No. 7 R tanny 180815 i i
e Sy ek, e
2 No.10 Bavaria 1803-15 "éi?mmm
NOW AVAILABLE The ultimate 15mm Amer- L SRR N0 12AC W Unon rfarry
. . No.13 German states 3 Mo 14 and Nassau 1815
ican Civil War range o %WEE%W N 14 Gt s Sy e o 10014
PLUS New releases of 25mm Cavalry & Persona- N 16 Gy Sanic, covie, Bt Prissit, 5 Fronch Guara .
liies for our ever expanding English Civil War No 17 Covty sancarcs, Frarcn, Swony, Badn, 010N A R e
o 20 AW Bril. & German
range el A N O AT e h e
Mo. 18 ECW L& cav. ho.Z3 ECW Part inl & cav
ALSO AVAILABLE 25mm JACOBITE REBELLION ECW Royal: of & cav N3 ECW Part 8 e
25mm A.C W. 15mm WARS OF THE ROSES No22 ECW Part it co e st

FhmESrn'n diorama figures offer a wide range of positional and aress
mﬁmm Wmlnammmnm
ﬁaﬂ@mmw“mu keep prices reasonable. The
the tems available &t the time of writing this ad.
mulrmm:mm.ﬂ 1805-15
BAVARIAN INFANTRY 1812-18

RUSSIAN INFANTHY 1812-1§
BRITISH INFANTRY 181218 PRUSSIAN INFANTHY 1812-15
FRENCH INFANTRY AND CAVALRY 1812-18 ENGLISH CIVIL WAR INFANTRY AND CAVALRY
A furthar dmmmmmmmm o
mumamwdd—nkm :mﬂg being added to all
weich the time
muﬁm md npmd.n:mhv - u:&:nn.
Fiag sheets 15mm = 40p each, 25mm = Tlp each + 20% p&p over £5.00 post free (UK
20p per rider fgure
40p per horse:
30p per rider figure
40p per horse
+mmw:moommlmm;:
Whittlesey Miniatures Access purchases
75 Road, Eastrea, Whittlesey, Wwﬂam muagme‘ .

r. Peterborough, Cambs.
Send s.a.8. of Lr.c. for lists ot 60p for sample figure and flag plus lists.
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i 15mm
é STANDARD
. ARMIES
% £16.50

+ £1.50 P&P

15mm STARTER

STANDARD
15mm ARMIES
£16.50 + £1.50 P&P

Han Chinese

Tibetan

Burmese

Sumerian

0Old & Middle Kingdom Egyptian
Hittite Chariots

Hittite Inf/Cav

Nubian

New Kingdom Egyptian Chariots

&
‘z lsmm ARMIES new kingdom Egyptian int/Cav

Early Assyrian Chari
USING Eohcienan e
CHARIOT  Lotetebrew
™ & Mi Greek Chariot
£ MINIATURES e & Vi o ne o

% 15mm armies using MINIATURE FIGURINES

NAPOLEONIC — French; British; Prussian: Austrian; Russian;
% Brunswick: Saxon; Westphalian; Spanish; Dutch-Belgian; Bavarian;
‘Wurtemburger; Polish:
SEVEN YEARS WAR - British; French; Prussian; Austro-
~ Hungarian; Russian:
AMERICAN CIVIL WAR — Union; Confederate;
ENGLISH CIVIL WAR — Rovyalist; Parliament; New Model Army;
~ Scots Royalist-Montrose; Scots Covenanter:
THIRTY YEARS WAR — Imperialist; French; Spanish; Swedish;
Bohemian;
= ITALIAN WARS — Spanish; French; Milanese; Florentine; Venetian;
RENAISSANCE — French Huguenot: French Catholic; Polish:
Samurai: Swiss; Knights of St John: 16th Cent English: Moorish:
& Landsknecht Mercenaries;
ANCIENT - Early Hoplite Greek: Early Achaemenid Persian;
Thracian; Later Hoplite Greek: Later Achaemenid Persian;
~ Syracusan; Alexandrian Macedonian; Indian; Alexandrian Imperial:
Asiatic Early Successor; Lysimachid; Macedonian Early Successor;
Seleucid; Armenian; Camillan Roman; Carthaginian; Parthian;
& Spanish; Early German; Marion Roman: Ancient British; Scots-Irish;
Early lm rial Roman; Middle lmperial Roman; Late Imperial
Roman, ctish; Daclan; Gothic; Sassanid Persian; Early Frankish;
Palmyran; Sub Roman British; Arab Conguest; Slav; Carolingian;
@ Thematic Byzantine Nikephorian Byzantine; Norman;
Saxon: Viking:
HEDJEVAL Anglo-Norman; Feudal English; Feudal French; Anglo-
Irish, 100 Years War English: 100 Years War French; Wars of the
Roses-Yorkist; Wars of the Roses-Lancastrian; Seljug Turk: Saracen-
Syrian; Ayyubid Egyptian: Later Crusader; Teutonic Order:
Theodoran Byzantine; Mongol; Mamluk Egyptian; llkhanid; Free
~ Company: Early Burgundian:
COLONIAL — Zulu War British; Zulu; Sudan War-British; Dervish;
North West Frontier-British: Pathan: Boer War-British; Boer; French
= Foreign Legion; Arab;
WORLD WAR ONE — British: German; French:; American; Austro-
Hungarian; Russian;

| | :
15mm JUMBO PACKS INCLUDING

-~ ﬂéfgﬂﬁs “*} FIGURES - RULES - DICE &

) I £9.95 £

15mm armies using DONNINGTON MINIATURES

ANCIENT — Camillan Roman: Carthaginian; Marion Roman;
Avar; Gallic; Early German; Ancient British; Parthian; Scythian:
Seleucid; Hellenlsﬂc Greek: Dacian; Saxon; Norman; Viking:
LATE 17th CENT — IE‘I-::':’Dutch French; Austrian/Imperialist;
AMERICAN CIVIL WA Union: Confederate;

Armies using MINIATURE FIGURINES
NAPOLEONIC — French: British; Prussian; Russian; Austrian; @

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 ' E
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

American French Beilgium
West Germany South Africa USSR
Dutch Syria Libyan

WWIl German | British Il Russian

UK Customers ordering three or more armies

Pay postage for two only

British Israel Egypt ‘%
a
¥
L
¥

OVERSEAS CUSTOMERS POSTAGE RATES g

EACH ARMY EUROPE USA. WORLD *
15mm STANDARD £4.00 £5.00 600 &
15mm JUMBO £5.00 £6.50 £8.50 !
STARTER PACK £1.50 £3.00 E5.00 &
25mm ARMY £5.00 £7.00 £9.50 ¢
AHE / JUNCTION '@
" HERE \ é
-1—2 MILES @
AR &
PARK

ARMIES ALSO AVAILABLE BY MAIL ORDER &

RRERRRRRRRRRREERRRAARARRRRERERRRRRRARARER AR AR

e e M e o e o e S o m am M e e e e e e % M oy am am M e o e dm e e e m am aw em am em e s e e

PHONE YOUR ORDER

FOR FURTHER DETAILS SEND SAE OR IRC TO:

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

When replying to adverts please mention Wargames Illustrated.



. MINIATURE FIGURINES LIMITED
1/5 Graham Road Telephone (Factory)
) ' 2 Southampton SO2 0AX (0703) 220855
4 Registered in England No 937844 V.AT. 1880298 31

FULL CATALOGUE POSTAGE & PACKING
£350 UK. 15mm & 25mm Minimum 35p

£4.00 Seamail HISTORICAL MODELS FOR 15% up to £20.00

£6 Airmail THE DISCERNING WARGAMER 10% over £20.00

Postage Paid 30% overseas—sea

o o Eove R RAL PARTHA
FANTASY

INFANTRY CAVALRY

41X Armoured Pikemen 41XC Gendarmes

42X Unarmoured Pikemen 42XC Demilancers MANUFACTURED UNDER LICENCE

43X Arquebusiers 43XC Reiters INTHE UNITED KINGDOM

44X Musketeers 44X C Dutch Cuirassiers

45X English Arquebusiers 45XC Spanish Lancers BY MINIFIGS

46X English Pikemen 47XCFrench Gendarmes

49X English Billmen 48XC French Cuirassiers ! 'I-r

50X English Musketeers 49XC Arquebusiers | BA LETECH

101X Spanish Armoured Pikemen 50XC Huguenat ‘Millers’ ; : 2

102X Spanish Unarmoured Pikemen  101XC Spanish Cuirassiers The ONLY Official Models available to go with the
103X Spanish Arguebusiers 102XC Dutch Arquebusiers [ FASA Game

104X Spanish Halbardiers ! " 2 ”_
105X Dutch Pikemen CAVALRY COMMANDS All you need to fight “The Successor Wars
:g?i BU:C: am“k"':'-'s'e L 4BXC Set of Officers, Standards,

o Y Trumpets 20-806 Hunter, 35 Ton Missile Tank .. . £2.00
e o 10K Saonish Comyiend 20-807 Stricker Armoured Car £1.50
109X Landsknecht Pikemen 104XC Cuirassier Command o

(Pluderhosen) Y 105XC Dutch Cuirassier Command 20-808 PegasusLt. HoverTank.........coivciinnicecciiverecne.. £1.50
1o ?;"35*:322?'“5'3”5'6*5 106XC French Catholic Command 20816 Vedetts, 50 TON TANK. ..c...cosuerrissiressiesssrsssssrsessrasassisesss
il : 107XC Huguenot ‘Miller’ Command i
111X French Huguenot Arquebusiers 1paxC Setof Generals 30_323 g:g';’;:;?r' Super Heavy Tank =
109XC Henry of Navarre, Maurice of 0-83 = INMDBT cessresnisnnnrssnssnrsnnssssnsansuniasssnesanassunnaanarasen
INFANTRY COMMANDS Nassau, Alexander Farnese 20-832 WSP-1AWas 2 S R

47X Set of Officers, Standards, 20-833 PXH-1Phoenix Hawk ..

e ?;‘:}:ﬁ“&mmand “;Tm:la ey 20-834 CRD-3R CruSagder.....cervuseesssmeesssssssnecssossens

1145 Dol Iinfantry Commmand 116XA Spanish Arillerymen 20835 GRF-IN GIiffin .cocovoeereesseseressersenssssrsee

114X French HuguenotCommand  117XA Dutch Artillerymen 20-836 SHD-2H Shadow Hawk ..

115X French Catholic Infantry 118XA French Artillerymen 20-837 WVR-BRWOIVEMING. ....cerirrersnessrrsrnssrsssasasens
Command 20-838 BLR-1G BattleMaster..............oovsrsorssssonenres

20-839 TDR-5S Thunderbolt......
20-840 WHM-6R Warhammer.....
20-841 RFL-3NRifleman..........
ARC-3R Archer......
20-843 MAD-3R Marauder..
20-844 LCT-1VLocust.......
15mm AMERICAN INDIAN WARS il Bl g
20-846 GOL-1H Goliath .

:

FOOT AIGURES MOUNTED FIGURES 20-847 AWS-80Q Awesome ..
g?: EESF“UU n]lﬂg gg EVB:"V ?_a[’lﬁﬂﬁs g‘::g H-g Ewa:f!'m'-‘"w'::: E:}fﬂs 20-848 ON1-K Orign......cccceu.
ismounta walry Firing avalrymen wi inas .
Carbines 62YC US Cavalrymen with Revolvers 20-843 CNS-ACenturion ..
62 Dismounted US Cavalry Kneeling&  63YCUS Cavalrymen (no Drawn Wespons) 20-850 FS9-H Firestarter...
Firing 64YC Plains Indians Lances/Buffalo Shields x
63Y Chasseurs Command B5YC Plains Indians, Carbines 20-851 VLK-QAValkyrie ...
64Y Plains Indians Shooting Bow 66YC Plains Indians Shooting Bows 20-852 CPLT-C1Catapulit..
B5Y Plains Indians Attacking Tomahawks  67YC Plains Indians with War Clubs i
BEY Plains Indians Firing Carbines 68YC Apaches Riding (Cradied Carbinas) 20-853 PNT-9RPanther .......
67 Apaches Running with Carbines 20-854 HBK-4G Hunchback..
68Y Apaches Standing Firing Carbines MOUNTED COMMANDS 20-855 OTL-4D Ostsol....
69Y Apaches Kneeling with Carbines B89YC Mounted US Command
70¥ Apaches with Knife & Revolver 20YC Commander, Civilian Indian Scouts 20-866 ZEU-6S Zeus R — T
OOt CoRM TS 71YC Commander, Civilian Indian Scouts 20-857 UMR-60Urbanmech ... ..o minsemnssrsssssssssssssssssss
71¥ Dismountad US Command 72YC Meatraad Plins Indian Command 20858 CDA-2ACICA0 et
ismoun miman lount; ains Indian Comma &
72 Army Commander, Civilian & Indian 20-859 SCP-1 N SED!pIOI‘L. -
Scouts ARTILLERY 20880 VTR OBVICIOT ..coiiivsisimmivmmitscstommmsnstiossasnssss miisssnsasases
73 Commander, Civilian Indian Scouts gy Dismounted US Cavairy Manning
RARaChS SUare Artillery/Gatling . :
74Y Plains Indian Chiefs Modei scale - 3.3mm to 1 metre. All details Copyright FASA Corp.

* Note: See ACW List for Cannons etc.*

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

ARCIENT PERSOD BARBARLANS FRENCH LINE UNITS FUSSLAN UNITS, HARCLEORSC PERSOD L —
POME Purec Wars. [TTEN i irtmniry N Frmen Greruacers, MAN1D ool Siaf Ancar Fuss TH ed (£3 50]
MARTE el [T Vingom intantry MFRG Franen Greracmeny Anacanyg RN Fussan Gennaomn it MO00BC— fE250)
MAATT 'W Az Ontpgoieg Archeey "] Francr Gingraacery 1 enarneis. AR Fusssan Granacen Afacrg Ay hts SSBC-1000AD (£2 50)
ﬁ“ - AT ot Cavairy W Frmiary il P sman Ay bsts SO0GAD- 1 LBRAD (£ 507
9 W AT un Cargiry Frorch Fussters Amacorg MRRTE  Pussan Mosorsees ARsoueg Renssiance:
MARID  Cren Cavery [CTRLY [T WMFHEE Frencr Fusers n Gresyoan ] Pusmar aecery Flules for 18851848 (02 80)
MAE Ancesrs B Chanots MFNY Frencr L intantry i By Paaovmn Gua
f mm. w:: Ancer Brsr ntaer, R "lru‘!\nnmnm [ ] Pt Coor ey
Iﬂllﬂ Casear s Lsguons Afacong A Eaty Garran Trtmemer N St MEE BUILDINGS - Bip
Az Earty Goarrran Cavary RS Sems Fuskeny MANS  Pussan Horse Arslery S | Empuen Winge Ruluings
MPERLAL ROME MAFY i inturtry WA Swms Volgeu Sameteg M Puasan Foot ST China ancl Couryma Famn
MR Fornar Lo MAED G Carvairy VNG Fosnch Caraones RN Pasan Gun Teams (2) Srubat 3 Bk i Wil
MM m&-—u-—n—q DARK AGES MFNID  Frerch Curssseny MANI2  Pussan Poroon Tree S 8. Temter-Frumaid Suldngs
ARy R [ el Morman Cavairy
AR AmEn A mAary ATTRES o N rfarfy MFHTS Fronch Lne SWE DM UNITE, NAPOLECRC PERSO0 mm
ﬁ Forman Caaaue 3 Samon Py WFNTE :-cmu-m 5 MEWNT  Sewme tarr, m‘mi“?u%
Hlﬂr Piormuen Guaard Caviiry I::‘Aﬂl ::;] mermy:::- MEWNS  Seemcaet Ay ECW and Punassance [£2.20)
MARS  Wesen Acxsary Aches MCA! FrankshCavary 120 Contry MENGS  FrerchLe Hore Arslery Adercaet s abowe Iries buoks 1200
MAMTZ  Pomen Geness MCRI  Frarwmh Cavairy, 138 Cantry MENIS  GunTeammi (This grves acmonal playing infoonason|
MARIE  Cancomistas(3i MCRZ  Frarssnivdasy MENEI  FrenchiLneEngneen ORTUGUESE UNTE. NAPOLEDMICPERICC.  Nepolson: (£330}
s S M St e e e T T
Az sl RENASSANCE 14981329 mumm i e o S e £ i ooty (63300
AR Farman Cames Paro i Sy P MGHE Bavitnan Ling Grenanr,
SPAMISH UNITE, MAPOLEONC PERICD
MARZE  Blagpage Wagons ana Pack Muses b Frmnee G o A MGH Bavanan Fussen MShG  Soann Ceanacees (pre 1808) Tabistop Rutus
LATE ROSANS bt Aated Bavanan aagers Sureeg SN T R 1] Tios S Sl of i Gns
MARID  LawFoman MRS Laneseracht Plaman MONE  Basenar Lon Mome Spane M Serranrg inciudes bl Oetals ko 1 3008 (02 50)
provie S it o S brind sy~ VS mmm a-vw-w-y_r MiSha Sparer Ormgeors (o Circa 1863 (ACW) E1 75
MASTT  Late Foman esy Cavainy WET Somresn Garvrs H ww‘“ R Syparsih Lanopes Ancsant Amery Lises - £2.50
AR s ENGLISH CIVIL WAR MR S p— MENS  Soaresn Arery o) Mapoleoric Anmy Lists - £2 50
MARS L Foman Lgrs tarery NECH!  Mussstssrs POLISH UMTS MESHT Prarers s Ou-Cans 14
BYZANTRES MECWZ  Prrer MWD Pois Greracen (Ot Lirms *orr Brmen are Franch sers RELD BOOKS
MECW]  Dragoons on Fool WS Polen Fustery |amial scale wartare
m:; m"“"m"'ﬂm"ﬂ MECWI  Drirors Mourad uwn;u Pokar Fusiens Aacnng AMEFSCAN CIVIL WAR WM[!" a0
WARD  Byzanere AmouredCavaly MECWS  Drageon Hoses weh ronerotens (010 “"“”m“":“ MACWE  Gerweais ACW Fukes (£ 20
WMARD  Byaene Feaey Cavary MECWS  Curissses Pose e it MACW :M“"h i i s Civil W (AW bacioground inkormaiion) (T4 95}
MABC  Dyzaers Lt Cavary MECW?  Foysks! Cavary BAITESH UNITS, NAPOLECMIC PERSOD MACHIS Fm"'l"'l*lﬂﬂa “Science v Piuck” — Sudan Wars (£3.50)
AR Dyzamre Home Ao MECWE  Parsymeriary Cavainy WENIS  Welngon sna Genean MALHO el taney Surmsteg
e Bzt Frey A—en MECWY MEBH Brmmr riarey Bege Shaec mﬁm :—n--wﬂ-rem Hevelin i el
g MECWI0  Arsbery Tran MEHZ B rtarey Bege Shaso Azaoang e el mm1mlmrﬁm
MABE Dyzesi MECWI 1 MENT Bt e intary Ligre Company ALY S
EyZankn Hakyy iokaniry MIACHG . UECWIZ | Casiry Prebrain) Crararg Sran 5 Wy mummmmmmm
“““1“ oy MECWIY  Scom MEA Bemsn intarey Siove Pos Shako MACNE  Conlssscms ey Aciey
Gt ity Hopiliis VECW14  Hgnisndens WBN1S  Beesn arey Siove Pos Shas MADWS  Conteterme Irarsry Siarasheng
Iﬂﬂim MECWIS  (Gorion Horse rimatisis MACWT!  Conleaesie ntariry Fong Line Oioe
e g ok MECW1S  Scom Larcen MEN1S  Bmmn Fusken MACWT  Contace:sie Cavary Oy six $00t, A34cid OOUS 10D 88ch
e Kyl ooy MECWIT  Moursess Amustusars m u—nﬁw.:mm MACWZ3  Conledersis Canvary dhamousnind Average cea 500 par
MAGY  Gomem Cavary Sty P ey MACWE  Zruswas (7 urbare Parcartage fice S00 pat
MAGS  Sucomssor Cavary g | o st Mo MACH1?  Zaumves Tusoars] Srmring N SO Syl
MAGY  Gowes Erprarss MACH Cawainy Crargrsy
A T P MARLBORCUEH PEOD p e e ot fot o iy 13000 scaleis suvalent o L = 1 oo
MAGY)  Putmats veih Ovel Shesic m Mt A Ganaran MBI Hgrenoen Afacag of 3.3mm = | metre,
m:? Thvacmr Ligt Caairy L B Grprnacsers MENIT  Househoo Cavairy MACW ﬂh. o Coairy Saerarere ::I'rmh_-n m and
MAGTZ Camguts MM - Brmn Hoe e “'s;ﬁ""“'n"w"' MACHS AW Arstery rOceRens’ snamel pants A ool
:E:; zlhr-ns-—- ”“'" ?m"'n"pl o MENIG  Breshrasses MACWZZ  Arpery war 1047 Pancn P Gurs. $lands sbout Vi nch (Bmm) tal, and a
e MMEZ  French Grenacen MBI B g Dragoors n Shako MACWID  ACW Gun Taarms cavairy figure tafer
A Lo ey s Erarch Cuarnttian MENGD  Bremn Ly Dvegoons n Tanen MRACW Y M D Wiagons (2 Pacis are wenied Dy & e s
CARTHAGE MUF4  Franch Deagoors MACWIE  ACW Portoor Tran contam 50 o o Siguns
MACY e Caainy MMFS  Frever Hussas MEND Beamn Foo Aeny or 5 slephants or 5 chanots or 15 camels of
= Searesh infacery WBAD Abary g et orss Atery COLOMAL FERSCD e Ty nCRCala Dy Ml DACK B08
MACY  Somrmh Cavainy MMCE  Wagors & :}; B Gur: Toarrs (2] i 2 Bt intarery Marcreg Ganerals packs contan 18 mounted
AL Cartagran reavy Cavary MERDD  Beman Porcons and Wigons ::E gfiarden Wardhrg M“pﬂlumm
"‘ﬂ‘: gt eiger PRUSSLAN USITS, NAPOLECHC PEFRIDD s Lana N the packs . W do et supply indhvicual
MaCE Emcrarn SENEN R NENT B Gt Sl (=] mmmmm figuires outsae T DACKS. SHoUGH we Can
MAC1Z LIty Seaprman MSY1 Prussean busirisos Marieg WP P Guard Greraceen provacke acdmonal fhgures i
MACT3 c MSY11 P’ bl i A R WPt Prsssan Lire biusssssery w2 B ackdhonal cost §
MACH  Catc Ssomemen TR el o] P sty Ny MC0 B Arsiery (1290) W ais0 mke about 450 Faghty Getsed
ﬁ:? Caiac Capvniry MSY13 Prustean Coranaciens. Aoy ety mm..’“ﬂm.-. S ﬂ ww‘rmuﬁn:np Mol tenkc: and veruches N e same
Canming ME¥Id  Prussan Grenaders Fing MENCD  rusessn Lanowars snacing Brrman Cating G o Toars. scae from Worid War Two and the bodem
ME¥1S  Prussan Fusters Marrng NPT Linudwity shbrmiahing MC10  ElphantGuns ind Tesrs Penod Please send sae o st
g MEY6  Prumman Fusiers Afacang MPAD  Prussan Dragaons Ry e by g W supply 10 ha UK o 10 any country
roer il e MEY17 Prssan lasgers MPNIG  Prussan s a Fintry ity woriowids o) hes acdress. LAnguage s
MAPT  Puman Spaemen ﬁ:‘?a w_m‘c“—m‘ "'m" A o e r'::m"“_"- F'ﬁm“"w" cheque
MAPrd Frarman Horse dechery i [ o
AT Parman Armounes Caary :::2 ::m s UL T (B ﬁ Mot Arsbery o arer paryaDs bk i T U — ask 3
B i MEPNID  Prussan Posicon Tran NCE Pt Trimsman 0L O Dk for s ). DOSRa OFoed
MAFE  Parman Soyhed Cranos ::;n M- G_"""__‘” PRUSSIAN UNITS. 1808 JENA CAMP AIGH MG Zm termanonal money order. Eurochegue or
AT Carmery MEYE e et m:; ::m [~ =i Dervmr HECr e’ cash We sooepd Visa,
MARE Peruan MEYZ] Ausran Wusomeens Anscag w2 1““*‘&'_“-“'? b Oweomr Anar rtarmry Mastsrrage Accass
ScyShed Chanoes. MEYZE Ausrenidswens Frrg oo W MC1? Deremn Anear Cavairy Ewrocand Jusi send your card numbes and
MSY28  HunGanan Musktes's MPHIE 1806 lsegers Sirresiey E‘; wwm Yo
MSYID  Hunganien Muskstes afacking MPNI7 1808 Fussiers Swrmang 3 Please pint your Name &nd sooress
BASSANDS MSYS  Auun WPNIE 1808 Acery Claarky ite
[ [ ST Aacierg M mustn 1808 Cow numers ‘Overssas CUSIOMs
MASD M"“ g"‘:‘ Austrar Granackens Frrg METI0  sum 1806 Hussars FRAMCO-PRUSSIAN WAR Mg or Surtace Mad, mm
MAS Mem—iy N MEY?S  Austnan Curassers Chargeg AUSTRLAK UNITS, NAPOLEDHC FEROD MCP1 Prussssn intantry maching can take up 10 e months to USA or
MASL s-lu(‘:.ﬁn MSYT fei— Cre] umman Ganeemic NCP2 Priusssan intaniry acvancing Ausralasa
ass Eimprants ,"g"\.: o ’ MANTS  ustnan Grenackers Ansoang NCP4 s
MAST L a MSYE  Ausinan Arbery MANE  Austnan Wuskemers 1 eimes NCPS  Prusaian Uiina chisprg SCENC MATERA
MEYE  Gun T and barcreng Gumens MANTE  Austnan Museswen n Heimes wm, mmnw m.:"rm
WSV Prussan Forss Arslery sarms. NCFY E Bl | 1 B e
MSyy  Prusssan Horss Arsiery mounied MAN1 Acusinan Mgk gmens. 0 Shancy 30 Iy aschisg Fr {1 Bp st
MAN1Y A AL - e m“" im"ﬂ'c:__..""'m ook Pine (18 sach]
MSY32  Prussin Home Armery g AN Smtu Jssgeny Serrmreg MCF4 Franch Chassecry i Creval Pag: (180 sach)
ETRUSCANS b i AN 1 A Larwaty MCFS Fraews mamea Lima (210 sach|
WA T Evumcan Foowes Ciass | AN e Curassers NCFS Franch Dragoons: S5yt Raion P mil
WAEE Emuscan Spearmen Ciass 7 i MANT A Hasan NCFT Froncr kriary
MAET Evuscan =1 PEFROD ANS Ausgtnan Lances
ﬁ Eruscen Jeveins and Archen MFNIT  Naposon srd Marshais mn ‘“-‘-'&M = NEW: Franco-Prussian War
4 Erumcan Cavaiey FRENCH GUARD UNITS Auminar (il MNCPE Prugsian rTnish e -
MAEL Emacen Chanoe, MFNE G s of P O Gusarst MANI?  Austrian Porioon T) Prutskirs Culracions Postags & Packing:
MENED  Chasesss i Pec of e Guard B ﬁ:?n mﬁw_.' UK erwrmusm Ap 10% nCupo
NCPIt  Bavarian infamtry manting £10, over C10: £1 only
MPNE Emprsss Dragoors NCP12  Bavarian nlaniry charging G
MFNTT Chasssus i Creval ol e Guasd NCPI3  Bavaran Jagers Susrface Mad Woricwide 20% of valus of
AMCIENT MCLA NRE  FolhLvess NCP14  Bavarisn Light Horse order, minsmum
[ree I AT b g M"“T"“ NCP15 Bavasan Ambery Asmaa UISA & Canacia 40% of omer
MARD  ircken Eleprants Lo m s el G NCFE Frorch Guard kntartry marcheg Asmad Austraka & New Zealand 50% of
[EPE ke Chanoty. . Focs Arsery of the Guard E?ﬂ :wmmm-q roe e MW 1
BENG . Ficeme Dehar e D NCF11  Fronch Cuirassiees
NCF12  Fronch Guar Lancers
NCFI3  Mraileuses (3 guns, craws, teams)

HEROICS & ROS FIGURES

Unit 12, Semington Turnpike, Semington, Trowbridge, Wilts BA14 6LB, England. Tel: 0380 870228

When replying to adverts please mention Wargames Illustrated.




a-mmm'mnes
{33p sach uniess stated)
NATO
Challenger
M3 . 25p  Scorpion 76mm

Vulcan - 2%5p
M114M.....i._.._ 25p
4B (105mm)

ME0AZ

TABLETOP FIGURES FOR THE BEST IN 15mm.
NEW 15mm ANCIENTS  15mm RENAISSANCE

Cav [Spear
ASC3 Iiﬁnﬂwim[#m:ﬂ 75
ASC4 LtCavalry [Bow)

Javeimmen

HAN CHINESE

HAC? 4 Horse Chariot |3 crew|

HAC3 EblwmiL-lnglﬁ
Med XBow

HA-CS Light Cav' Spear|

HACT wcr:vﬁm Jav, Shdl

13

EEEEEEEEEg

BER PR BN

TABLETOP GAMES

53 MANSFIELD ROAD,
DAYBROOK,
NOTTINGHAM
NG56BB 10% P&P
Min. 18p in UM 60p Surface Mail.
Overseas: 15% Surface Mail. 0% for Air Mail,
Send SAE for cataiogue.
===
NEW-ACRYLICS
JIMIDI.I!'I’PM'IS{I“HDM
tBlack
Elnglqa Fiesh
Khsio Yellow
Dark Graen Fiald Grey
MediumGresn  Qlive Drab
Dark Blua Prussian Blue
Light Blue Grey
Dark Chocolate Brown
Red Sibver
Epnld Broqze
rass Copper
Brown Drab Purple
Brick Rled Dark
Ruddy Flesh Suntan F
Gunmetal fron
Chainmail Leather Brown
Olive Green (Concrete
Dark Feld Grey Slate
Equine Brown Chestrut
Linan Musket Brown
Bay Pink
American Drab Russian Green
ConfederateGrey  Mat Varnish
TREES SCALES & PRICES
1300 15mm  25mm
Deciduous Green 5p Sp £1
Deciduous Brown *p Sp £1
DeciduousBlossom  25p Sp £1
Fir %p Slp i

American Football Rules - £2.25

NEW
GRID IRON HEROES

Also svailable:
25mm AMERICAN FOOTBALL RGURES

2ulu (Codonial]
Action under Sail (Nap Naval) ...
()nu a‘ﬁmnd‘mﬂmﬂ\l‘dﬁunﬁgﬂ

WWI List & Organisations...........
Tactical Commander (Skirm) ........

LLpbtra M d list ol 1
Littra Mod ist Vol 2

19508 LS e FDTE
7

INAPOLEONIC ARMY LISTS

Awell researched set of Army Lists covering both
150 and Ummw”ﬂbhformmol
Napoleonic rules. values are included for
\'ﬂﬁuﬂ&unﬂd&e&mnﬂu ........ — E250
CORPS COMMANDER

A new concept in Moderm W) which

aliows players to fisld and control units upto
Divisional level with all its assets. All aspects of
modem Warfare are covered and Corps level
army lists areincluded inthe nules. ............. £2.95

NEWFREFLY

W 1/300th & 1/200th Micro.

Acomprehensive set of WWIl Rules covering
all aspects of the Period and ALSO includes
army lists, suitable for club or competition

Plaase send for a eatalogue of our
range of 15mm figures.
MAC16 Spanish

Escopetsio
MRAC17 Europesn Officer
MRC1E Standard Bearer (25p)

Lata 16th
.ﬁSGﬂHD] MR4E European Officer MRC19 me
MR47 European Standard MAC20 French Miller

MAC2! German Reiter
lﬂiim{;w 17th Century MAC22 Spanish M-at-Arms
MR1  Burgundian Pikeman Fanch MRAC23 Spanish Hemenualo
s BUl'guﬂd' n RELH o aen MOS b Corcoiiar
M Dogechoe Spanish MACZ8 European Officer
Eary ) o MRCZ7 Standard Bearer (250)

Swiss FfRank Pikernan MRS3 German Pikeman
e et BOA Spaman Gesnt nbanty WAL SpaanaballoCoraza
MRS SwissLight MRE5 Swedish Muskatesr P Spanish
MRS Swas Arueitir AR s Wi VA3 Skedieh Cuvassir
MR3  Swiss Crossbowman 1 MRC31 Cav Lobster Heimet)
MR10 Swiss Homblower MR57 ScotMercenary Pike MAC3Z Dragoon
MR11 English Bfiman MRS58 Scot MAC33 LiCav + Fistol
MR12 English Longbowman MR59 Dismounted Sy, o e
13 EnglishPikeman MRED English Pikeman dewp

m}g mmmw MRE1 English Muskstear MAC35 Iy
MR ler:‘ lass MREZ New Made Plke MRCS3 Croat Horse Archer

MA24 Cretan Crossbowman
e

MRC1 Burgundian M-at-Arms
MRZ7 Landsknecht Light Pke 2 B

MRZ8 Landsknecht <+ 2H Sword

MR29 Landsknecht Arquebusier

MA30 Spanish Pikeman

MR33 Spanish Sword & Bucder nca mmcm
MRA34 Europesn Officer MRC7  English Pensioner
MR35 European Standard MRCE English

Late 16th MRC10

MR35 English Billman

A ggmmmm mﬁm; Irish Cavalryman
MA38 ggmmman :

MR4Q French Pikeman s &

MRC15 Spanish Genitor

Early

MRX16 Eaﬂl?ﬁﬂ.mﬂlﬁmwtﬂq
MAX1T Earty 17th C. with Swab &

MAX18 Officerwith Linstaff

MODERN MICRO-TANK. ARMIES

A= Fhs.S Sh\fl mudebl

USA .. wen ETTISISIEV4B0(R)
- E17I0IS)E15.80(R)
........ E21.50(S+R)
E1685(SIE15.30(R)
E15.00(S)E15.10(R)

W. GERMANY £15.60(S)E15.30(R)
ISRAELI ... ... E1585{5+R)
BOYPTIAN. & o E15.25(8)

J s 30

A3 I‘mmwiaﬁgh___ p
m-t-l:lm

AL

AC3

ACE

ACT

ACE Conf. Command [3figa)..c.ccnm 60p
AC

AC1

ALY

ACH

Hh
38

g8
ik

7
:
g

H
&

U.S. CUSTOMERS
All our products are available from
Alliance Miniatures, P.O. Box 2347,

Des Moines

, lowa 50310.
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Unit 12A, Olds Approach AH KETON AHKETON USA

RD#1 Sandyhollow Road

Byfleet Industrlal Estate
Tolpits Lane, Watford, Herts
Tel: 0923 775398

Under Licence from the USA
LYZARDS GRIN

World war 1l

USA 57mm AT gun with four crew
USA 3" At gun with fourcrew.......
German 50mm PAK38 At gun with four crew ...,
Brit. 2pdr AT gun with four crew
USSR 57mim M1943 215-2 L/73 AT gun- dcrEw
USSR 76mm G1942 Z15-3 AT/How. 4 crew.....
USSR 152mm M1938 M10 Howitzer-4 crew......
USSR 45mm L/66 1942 AT gun with 4 crew ...............
USA 105mm Howitzer with four crew ... Mt
USSR 120mm Mortar M38 model with 2crew ...,
USSR Simonov-PTRS AT rifie-5 prane figures .,
ftaly 47mm 47/32 M35 At gun with 4 crew
USA 75mm M1A pack Howitzer 4 crew........
German 15cm FH1B Howitzer with 4 crew ..
USSR 122mm M30 Howitzer with 4 crew........
France 25mm SA-LmLe 1934 L/72 At gun-4 crew,
USA B1mm Mortar with two crew =
USSR 152mm 01 M1943 Howitzer-d crew ..

LISSR 100mm M1944 At gun with 4 crew

SM42  Brit. GpAr AT QU WIEN 8 OTBW ... oot s ity £3.10
SM43 France 7Smm Puteaux Field gun M1897

with rubber tyres and four crew_.. R P A SR Rt R o 1 1,
SM44 Italy (Frenchl 7Smm Puteaux Field gun

w/half shield £ 4 crew...... . A £3.80
SM50 USSRZIS-5 1933 truck .....ocoovoinnnnniins | £3.97
SM109 TE2lY MOTEAr WILH DWO CIBW .........ooivnviiinriiiremtrsreotereressiomsemessesmastammstssestssintan E0.BE

1/1200 ACW Naval SIilps

1511 e

USS or CS5 Torpedo Launches (6) ...
S5 Tennessee - Ironclad Ram R
CS5 Arkansas — Ironclad ram

LS5 or C55 Mortar Rafts (6) ..
S5 Atlanta — ironclad ram ..
USS Roanoke — Triple Turret monitor
USS Passaic=MONMDT .............ooocuiainieaptimnesmnsin
Uss Lehigh — Monitor

USS or €55 General Bragg — Wood Ram (2.,
USS Choctaw - Ironclad Gunboat...
CS5 Tallahassee — Screw Steamer ...
CS5 Nashwville - Side wheeler Steamer

1512

1513
1514
1515
516

517
1518
1519

IS20  USS or CSS Transport Stern Wheelers (2).. £1.98
1521 US5Kearsarge — Screw Sloop-of-war .......... £1.98
1522 USS Winnabago — Double Turret Monrtm £1.98

USS Milwaukee — Dobule Turret Munrtor
CS5 Georgia - Foating Battery
CottonBargesi4).................
USS or C55 Transports (2)...
HMS Scorpion = ironclad Turret Ram...............

1523
1524
1525
1526

HMS Wyvern — Ironclad Turret Ram
527 TUQS ) DO CITTRNBIIE VDS ovoccoiinciniiissnsssiass b bdnssans s assms bbb ser s e €198
I528 (S5 Richmond —Ironclad Ram .. £198
CS5 Palmetto State - ironclad Ram
1529  USS Benton - Ironciad Gunboat €198
USS Essex — rondad Gungoat
1530 USSCaseo—Torpedo Boat (@) ..o Sl el e L £1.98

USS Chimo - Torpedo Boat

under Licence by AHKETON

FALCON MINIATURES

coming in Oct. & Now.

15mm Franco-Prussian
15mm Han Chinese
15mm American Civil War
25mm Boxer Rebellion
25mm German South West Africa
25mm Ashanti Wars
25mm Seven Years War
25mm French Colonial Inco-China

Send for lists (large envelope)
Will be at “Warfare 87"

NEW
RELEASES

5030
5032
5053

5035

512

5015

5029
5037

5042

Phila., New York
USA, 13673
Tel: (315) 642 3235

1/76 scale Wwil Vehicles (white metal)

Htaly AB41 armoured car ......
USA MB Greyhound armoured car w/2 crewﬁgs
o gy oo b v R e LR e
LISA M20 utility mmmand car -..wz sep crew figs. ..
USSR T26A tank (twinturrets).._.
USSR T265 tank (has sioped armour) ..
Italy L3/35 tankette....

USSR BTS medium tank .....
USSR BT7-1 medium tank......
Italy LE/40 light tank .

Italy P26/40 heavy tank

italy ABAD armoured car ...... T
Italy L3/35 flamethrower with trailer
Italy Semovente L40 da 47/32 W/2 CIew.....................
Italy L3/35 tankette with 20mm Solothurngun ...........
Italy 75mm field gun w/6 crew in steel helmets ...
Brit. 2pdr ATgun with dcrew............

Brit. A9 Cruiser tank L,

EXCLUSIVE FOR ALL
U.K. CONVENTIONS & SHOWS

For Akheton Products
Keep Wargaming
The Keep, Le Marchant Barracks
London Road, Devizes
Wiltshire, SN10 2ER

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

Additional Releases:
15mm Spanish-American
War 1898

US Infantry standing w/rifle grounded (12 .
US Infantry command set (12)... .

US Infantry w/rifle at port arms (121

US Infantry marching (12)

WS nfantry aavancng (120 e
US Infantry lcading rifle (12) ... ..ot

US Cavairy command (6]....,
A, On horses walking

B. On horses trotting

C. On horses galloping
US Cavalry w/drawn sabres
A On horses walking

B. On horses trotting

C. On horses galloping
US Artillery crews (12) ..o s s
US ‘Dynamite’ gun (4)

NEW ADDITIONS
15mm Spanish-American War 1888

Spanish
Soanishcavalrv with carbines (6] ................
ng

irg
B On horse truttlng
C. On horse galloping
Spanish artillery comrmand (12),
Entrenchmermt, corner section ..
Thatched house

USA.
US infantry kneeling firing rifle (12)
Us cavalry with carbines (5]
A. On horse walking
B. On horse trotting
C. On horse galloping
32inchfieldgunsid).................... I R

E1.00
E1.00
£1.00

. €100

E1.00
£1.00
£1.00

“When replying to adverts please mention Wargames Illustrated.




Up the Pole and Down the Bier Keller

This month we add the Poles and Bavarians to the list of Battle Honours Napoleonics. We also list

the 1809 Austrians we didn't have room for in No 1 plu

POLISH INFANTRY

NPO1 Fusilier (czapka)
NP0O2 Grenadier (bearskin)
NPO3 Voltigeur (czapka)
NP04 Officer

NPO5 Drummer

NPO6 Standard Bearer

AUSTRIANS

German Fusiliers (Helmets)
NAO1 Porte Arms

NAD2 Shoulder Arms
NAO3 Drummer

NAD4 Officer

NAO5 Standard Bearer

German Grenadiers (Bearskins)

NAO& Advancing

MNAO7 March Attack

NAOS8 Officer

NAO9 Drummer

Standard Bearer (use NA20)

CAVALRY

MNACO1 Hussar

NAC04 Dragoon/Cheveau Legere
NACO07 Uhlan

NACI0 Kurassier

G

Hungarian Fusiliers (Shako)
NAI11 Porte Arms

NA12 Shoulder Arms

MNA13 Officer

Drummer (use NA32)
Standard Bearer (use NA34)

Hungarian Grenadiers (Bearskins)

NA16 Charging
NA17 Charging Porte Arms
NA18 Officer
Drummer (use NAQ9)
NA20 Stangarci Bearer

b

s a few more goodies. Here we go then:

BAVARIANS

CBO1 Grenadier Advancing
CBO02 Fusilier Marching
CBO03 Officer

CB04 Drummer

CBO05 Standard Bearer
CBC1 Cheveau Legere

Grenz
MNA21 Marching
NA22 Firing
MNA23 Skirmishing
MNA33 Drummer
Officer (use NA13)

Landwehr (Corse Hut)
NA24 Marching

Jaegers

NA25 Advancing
NAZ26 Firing
NA27 Officer
MNA28 Hornist

German Fusiliers (Shako)
NA29 March-Attack
MNA30 Advancing

NA31 Officer

NA32 Drummer

NA34 Standard Bearer

Other Napoleonic news - looming on the horizon Prussian Artillery (hooray!), Austrian Artillery, limbers for all nations
(about time too! you all shout) and the next army will definitely be the Spanish. On the Revolutionary front we have
produced some information sheets on battles of the North ltalian theatre, they contain maps, orders of battle and a brief
description of events. With each £2.50 you spend on Revolutionary figures you get one. We're so generous! Those of
you at Armageddon will have seen the prototype early Austrian and he and his friends will be in production very soon.
We will also be adding a 4lb gun to the French forces so demi-brigades can look right On the Ancient front the

Republican Romans will be followed by Estruscans, Samnites, Greeks, Macedonians, Carthaginians and lots more. Our
next ad will feature our nice things for Christmas so start chatting up the wife, girl friend, bank manager. (Delete

whichever does not apply).

Prices - Infantry/Cavalry 12p Horses 15p Supersets £1

BLoiss

UK & BFPO P& P 15% of order value (min 25p) up to £20.00. 10% over £20.00

Overseas Surface 30% (min £1). Airmail 50% (min £2)

5 Moors Lane, Oreton, Nr. Cleobury Mortimer, Kidderminster, Worcs. DY14 8RH 074 632 627
In Morth America contact: Tom De Voe, BATTLE HONOURS AMERICA.

17 Ridge Road, Budd Lake, MJ 07828, Tel (201) 691 2423

Staffsets £1.25

B

A new company offering a
high guality painting service
for all wargaming figures

ALL PERIODS ARE AVAILASLE
WE PAINT STARTER PACKS
| to ndavedual requiremimts)
10 COMPLETE ARMIES
EITHER YOUR FIGURES DR OURS
A HIGH STANDARD |5 GUARANTEED
MATT o SILK FINISH AVAILABLE

HALLMARK FIGURES

A new range of 15mm White Metal Figures

FULL BASING SERVICE 21 plus 0%
POSTAGE and PACKING plus 10%

for more information please contact

Mr R. Wigham, 73 Century Road, Cobholm,
Great Yarmouth, Norfolk NR31 OBX
Telephone (0493] 655376

A & Equipment .
AE 1 12718pdr Field Gun 1630-1730 Old Invention  60p ﬂrﬂ'{;"a‘%gj
AE 2 6pdr Field Gun 1630-1730 Old Invention 40p SSAE for list
AE 3 3pd Battalion Gun 1630-1730 Old Invention  30p 5"&"'“
AF 4 3IpdrGalloper Gun 1630-1730 Old Invention  30p
AE 5 12°Hanging Mortar 1630-1730 Old Invention  50p
AE 6 Large Gabion (Scale&” high) 20p 2
AE 7 Fascine 7P Postage & Packing:
AE 8§ PowderBarrel 7p UK: 10% Order Value (30p min)
AE 9 Marlburian Artillery Officer 10p Europe & Worldwide:
AE10  Marlburian Artilleryman with sponge/rammer 10p 50% (min £1)
AE11  Marlburian Artilleryman with ball 1
AE12  Marlburian Artilleryman with bucket 10p

BMICS

SC 1 PalmTree (2 trunk sizes) 60p TRADE ENQUIRIES WELCOME
SC 2 Small Palm Tree 50p

Available from:

WARLORD MODELS
27 Feversham Crescent, York, YO3 7THQ

When replying to adverts please mention Wargames Illustrated.
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Barel & Access O Mail Order Address:
Tulophuna Lnughboruugh 213?89 28 BROOK STREET
CREDIT CARD ORDERS iﬁ%“'lﬁﬁl'if.’a?as WYMESWOLD
OUT OF NORMAL WORKING HOURS LOUGHBOROUGH
LIMITED LEICESTERSHIRE

Telephone: 0509 213789

THE IDEAL WW2 SKIRMISH SCALE | s siuision i

2071 Range Road,

ACTION 200 s

Florida 33575

1/200th scale = 9mm figure height Tel: (813) 443 3822
AUSTRALIAN AGENT
As promised the first sets of 1/200th decals are available to enhance your models. The price has BATTLEFIELD
been kept low to give good value. 50 Clissold Parade,
Campsie, N.S.W. Australia.
Pack 1. Allied Stars (for 100 vehicles) £1.00
Pack 2. German Crosses (for 100 vehicles) £1.00
Pack 3. GermanTank Numbers, black {for 100 tanks) £2.00 POSTAGE & PACKING
Pack 4. German Tank Numbers, white (for 100 tanks) £2.00 U.K. 10% order value
Pack 5. German Fighter Aircraft Crosses (for 3 fighters) £1.00 {(min 20p)
Pack 6. GermanBomber Aircraft Crosses (3 aircraft) £1.00 over £9 post free.
Pack 7. Aircraftiettering and numerals £2.00 BFPO (Europe) as above
BFPO (Qutside Europe)
: Gt 30% order
The quality of these models has been shown at exhibitions. Over | europe 20% order
350 models WW2 and Modern in the range already including s
infantry and aircraft with more new models every month. N. Zealand 50% order
Australia
WE ACCEPT BARCLAYCARD,
ACCESS, BANKAMERICARD,
1/200th WW2 STARTER PACK £7.50 EUROCARD, VISA, CHARGEX
Rules & dice plus German and Russian infantry and tanks. AIST S Yot Chnn
NUMBER AND EXPIRY DATE.

1/200th REINFORCEMENT PACKS 1887 Catalogue

£1.50 post free
BRITISH BATTLEGROUP £5.00 GERMAN HEAVY ASSAULT PACK £5.00 SKYTREX CATALOGUE
1 = Infantry pack, 1 x Heavy weapons pack 2 Elefant, 2 Jagdpanther £1 POST FREE
2 Daimler A/cars, 2 Churchills 1 Sturmpanzer IV, 2 Stug ll|
2 Sharman, 1 Cromwell 1 Sturmtiger
LONDON AGENT
BRITISH ANTI-TANK PACK £5.00 GERMAN ANTITANK PACK £5.00 GAMES PEOPLE PLAY
2x6pdr, 2x17 pdr., 2 x 25 pdr. 2 Stug lll, 2 Hetzer, 1 Jagdpanther R A
2 bren carrier, 1 Crusader gun tractor 2 x 75mm Pak40, 1 x 50mm Pak 38, LONDON W2
2 Quad + limber, 2 artillery crew strips 1 x 88mm Flak 36, 2 artillery crew strips
BRITISH TRANSPORT PACK £5.00 GERMAN TRANSPORT PACK £5.00 1/200th SCALE AIRCRAFT
Z Bedfprd QL trucks, 2 Austin 3 ton trucks 2 x Sdkfz 251, 1 Sdkfz 7, 2 Kubelwagon These models are designed to comple-
1 Austin bowser, 1 Scammel Pioneer 2 x Opel Blitz 3 ton trucks, 1 x Command bus ment the AFV range but are excelilent
1 Scammel tank transporter 1 x Mercedes 8 ton truck, 2 Maultier ' models to collect a3 an air range at this
1 Bedford Radio truck, 1 Damlier Scout Car track lomrias. ideal scale.
RUSSIAN ASSAULT PACK £5.00 AMERICAN BATTLEGROUP £5.00 oodhostsatns
2 x Assault Infantry packs 1 Infantry pack, 1 Heavy weapons pack Gast Fﬂ:ﬂ%?r 8%
2% SuB5, 2 x KV2 3 Shermans, 1xM10, 1x M18 N 00
2x8Su76,2xSul1b2 2 x MB A/cars. GAL67 Ju52 Transport £4.50
GA30E Hurricane Mi 1A Fi £1.50
CRfSE AT 12
New 1/200th catalogue available send a stamped self-addressed envelope e o R ]
GA3L0 ito 250
o s
TRITON 1/1200th NAVAL MODELS e a2
The Triton Napoleonic Naval Range is acknowledged as the best available. Quality models with sharply detailed GALD JUSTD Stuka £250
hulls and stern galleries with separate masts and sails. These models can be constructed to superb standards as GAS70  IL-2 Sturmavik £200
we noticed at the recent National Championships. You only need a few models for a squadron so buy the best. GABH Sharmovik skagle sester 0
gt Alw, losii tN. i ic Naval? S om
S.A ‘ays losing at Wapoleonic ivava s %
Eh-sa rleston Privateer schooner £1.95 BUY AN EQUALISER 'EJA:? T;r::lﬁlr:mr:::;:ufdm]:ml;::: zf
BRITISH ; HMS Warrior. Ironclad battleship £5.95 v ; o
HMS Enca'mlonSUgunfﬂgnm £1.85 Thau?rwaremvzfmponofhamme Sha couldcateh Did you?
gm\iq.klgaliﬁeﬁeﬂhsm e e and destroy any other vessel. Club members have many benefits
Bellona 40 gun frigate £1.95 gLE;I;gF‘:;ﬁ;T;g-ﬂ'ﬁ:cr,?b"w” S and special offers.

Send a stamped seif-addressed an-
velope for details.

When replying to adverts please mention Wargames Illustrated.
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MERDC. (Not to be confused with Cambronne’s aphorism from an earlier era!) The artillery are Heroics & Ros, other vehicles GHQ.
The slogans on the gun barrels may tell you which army is depicted. Steve’s army contains many 1/300th. conversions — tank commanders

lighting cigars, that kind of thing.

KILLING ZONE

A scenario for modem 1/300th scale armour

by Chris Kemp

The lead platoon of the Motor Rifle Regiment nosed its way
cautiously down the deserted valley. The place was too quiet for the
Platoon Commander’s liking, but he had his orders — press on and
bypass any pockets of enemy that he came across. Eight hundred
yards behind him his Company Commander forming the leading
march party felt much the same, but he too had his orders and thus it
was that his company was well down the valley when the lead
platoon hit a well placed minefield, and ceased to be able to bypass
anything.

‘Well rehearsed battle drills now began to unfold as BMPs in the
Advance Battalion swung into company columns from the line of
march. Beyond the initial distressed radio messages of the lead
platoon little radio traffic had been passed inside the Regiment and
no enemy had been seen. The lead company was now probing the
minefield and the lead battalion made an impressive show as it
churned into the valley splitting into 9 platoon columns each headed
by a tank. Sixty minutes had passed since the first contact.

Ten kilometres back, the Regimental Commander was keeping
one ear to the radio as he ordered the deployment of an artillery
battery with the leading battalion. His two remaining batteries, the
two motor rifle battalions and the tank battalion remained in line of
march. The main body would not deploy unless the leading march
party were unable to force a passage down the valley.

“Fire now”. The hidden Battlegroup Commander’s voice burst
out on the previously silent radio net, and death sat down to dine in
the killing zone.

Ten minutes later less than half of the vehicles in the advance
battalion were unscathed. Oily smoke obscured the valley which was
racked by artillery fire and explosions from burning armour. The
leading Company and Battalion Commanders had died in the first
minutes of the engagement, betrayed by their command radio

aerials and their vehicles’ positions close to the fronts of their units.
Effective direction of the battle had ceased and scattered groups
made use of the confusion to find cover, or make their way back up
the valley as best they could. Few did.

In the two and a half hours it took the Regimental Commander to
bring his main body to the lip of the valley, his three artillery
batteries put unremitting fire onto suspected enemy positions, but
lacking effective observation the fire was less damaging than it might
otherwise have been. The second attack was conducted exactly as
the first. There was no attempt to manoeuvre, attack flanks or
engage in any subtlety; just a singleminded attack down the valley
conducted with great ferocity and copious artillery fire along the
flanks and ahead of the attack. Would the killing zone hold firm or
would it waver and break?

THE THEORY

The concept of a killing zone is that a defender selects a natural defile
through which the enemy must pass, tempts him into it, and once
there attacks the enemy from the flanks and rear. A killing zone
defense is an ambush carried out on a grand scale. It would not be
unusual to expect a Brigade to select a river valley 5 kilometres across
and 8 kilometres deep to trap and destroy an enemy division,

THE GAME

Killing zones were once very popular with NATO and the problem of
laying one out must have taxed many a young officer out for a day’s
map exercise on the North German Plain. To reduce our problem to
manageable proportions for the wargames table I propose to take an
area of 1.5 kilometres frontage by 2 kilometres deep. At a
groundscale of 1:1000 this fits nicely onto the average 4ft by 6ft table.
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Because our 1:300 models are now three times too large for the
groundscale we use them on a scale of 1 to 3. Into this area we are
going to put a (BLUE) British Battlegroup to defend against a (RED)
Warsaw Pact Motor Rifle Regiment.

At regimental level, Soviet tactics are believed to be stereotyped
and commanders are allowed no scope to manoeuvre, This sort of
game thus becomes ideal for solo play if RED is made to follow the
script above. The problems of the defense allow the BLUE player a
number of options as long as he observes the principles that follow.

Siting the anti-tank weapons

The battalion anti-tank weapons must be sited first so as to have clear
fields of fire into the flanks and rear of vehicles in the killing zone.
Once these weapons have been sited, the units with shorter range
weapons can be grouped around to defend them.

Covering obstacles with fire

On their own, obstacles such as streams, ditches, minefields and
villages will merely delay the enemy until he finds a way around or
through them. Covering these obstacles with correctly sited weapons
can turn them into impassable barriers.

Keeping a mobile reserve

However well defended an area is, in the confusion of an attack some
enemy are bound to penetrate the defense. Itis then that a well placed
reserve can counter-attack to maintain the integrity of the defense.
The tank squadron are best kept back for this role rather than being
used on the main defensive position, where their mobility is wasted.

Victory conditions

The RED force commander can claim a victory if he manages to drive
a route through the defense and get his logistic vehicles off the
WESTERN side of the board. The BLUE force commander can
claim a victory if he can prevent this happening. The game is not as
unbalanced as the order of battle suggests, providing your rules take
account of the difficulty of command and control once a battle starts.

Setting up _
Allow BLUE force to set up anywhere on the board. RED force will
attack from the EAST in 4 groups as follows:

1. Combat recce patrol
3BRDM-2, (each representing a section of 1 vehicle)

2. Leading march party (800m or more behind 1)
1BMP (Company HQ)

2 BMPs (Motor Rifle Platoons)

1T-64 (Tank Platoon)

1 IMR Armoured Tractor (Engineer Platoon)
1ZSU23-4 Shilka (Element of Regt AA Platoon)

2SP 122mm Guns, 1 ACRV (Artillery Battery)

2 Ural 375 Trucks (Artillery Battery Ammo Resupply)

3. Main body of advance guard reinforced battalion (2km behind 2)
2 BMPs (Platoons acting as flank march parties)

1BMPM-1978 (Bn HQ)

1 ZSU23-4 Shilka (Element of Regt AA Platoon)

1 ACRYV (Artillery Bn HQ)

2 ACRV, 4 SP 122mm Guns, 4 URAL 375 Trucks (Artillery Bn)
2COMPANY GROUPS EACH COMPRISING

1 BMP (Company HQO)

3 BMPs (Motor Rifle Platoons)

1T-64 (Tank Platoon)

2120mm Mortars, 3 GAZ-66 (Mortar Battery)

BATTALION REAR SERVICES:

1BTR-60PU (Signal Platoon)

1 GAZ Ambulance (Medical section)

4 URAL 375 (Supply Platoon, Maintenance Section)

4. tal Main Body {(10km behind 3)

4 BMPs, 2 T-64 (2 depleted companies as flank guards)
1BMP, 2 BTR-60PU, 2 ACRVs (Regtl and Artillery HQ)
4 Office bodied Trucks (Signals Comany HQ)

KILLING ZONE}
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2SAM-9 (Regt AA Platoon)
1TMM Bridge, 1 MT-55, 1 PMR-3 (Engineer Company)

2 ARS-14 Decontamination Trucks (Chemical Company) M I L I TA R Y B 0 0 K S
?Eﬁﬁﬁ?ﬁiﬁﬁﬁﬁ g;n;;n;)) FO R W A = G AM E R S

6 URAL 375 Trucks (Transport Company)

2BATTALION GROUPS:
These are as for the advance guard, less the artilleryand AA. Each
Battalion Group has 3 Motor Rifle Companies and a Tank Company.
REAR SERVICES COLUMN:
This can be represented by 30 Trucks and box bodied vehicles. It s i FRasarvn A6 & o Trocps 120815
contains the Engineer, Medical, Transport, Chemical and T ‘“’a‘!‘."‘uum:w s ’9“’[2’:“'"" et o
Maintenance logistic vehicles. e mﬁwﬁ“’ﬁ“’"" e
The BLUE Force defenders comprise a reinforced Battlegroup: e e
1 Wan‘ior, 1 Sultan {Bn HQ] The S wm m’ﬂ Maythomwane 160pg, many fius. mmn?ﬁmﬂ“
3COMPANIES EACH OF: o s PEidse
1WARRIOR (Company HQ) b T
3WARRIOR (Rifle Platoons, 2LAW 80,2 LSW, 6 Rifles) HEN
SUPPORT Comm: Amyﬁsmgmumnmmw mun:ga'?m 87 B Opp 10pp plates 33 maps £27.50
2MICV Mortar carrier, 1 SPARTAN (Mortar Platoon) e Norherm Crisades, Busc ardh Cathvic Fronte 1100-1525. 2730 PokE7.88
3SCORPION (Recce Platoon) Sogo Waroe Forvess o €y e Word 1434 1608 ary s Hass
v Foriress in the Age of Vauban & Frecenck he Graat 1680- 1789 31 Bppmany dus
4 MILAN Posts, 2 SPARTAN (Anti-tank Platoon) Frpodorack tho Graat Lfe Dufy 407cp l6gppone® 30mags £17.95
i : - 5 Funckan Liniiorm Senes: The Lace Wars Vois 1 & 2. Many col flus, Toxt Ench 0850
1SPARTAN with MILAN Turret (Mobile Milan Section) Avchvaritiroc Nower 1 o0ppniany e coipmmety Meiiiy G
1WARRIOR (Pioneer Platoon) Rionatesance Aracs 14801650 Gt 12860
HEADQUARTERS COMPANY: A cf e Undone & o aton, e B 2 eee S ot
3LANDROVERS, 6 BEDFORD 8 Tonners, 1 BEDFORD Fuel Npolonk Wir umalof Capt 6 100716 ey Buckdy 480398 poks ]
Pod e Wers Hayt  104pp Many colous figures fargo size) £10.95
1SAMARITAN Ambulance (Medical Section) ngm;m*mw byl L Each PORES.30
1 WARRIOR Recovery, 4 LANDROVERS, 4 BEDFORD 4 B S of o P W 181113 Vo S5t My s 5, g s £19.5
- Kanf& The Napoleonic Wars Bloomdield 183 150p ilustratons Pk £5.95
i o o g Ao L il
ARMOURED SQUADRON: msmwwmu&mmﬁt ms:z’mmmf £25.00
1CHALLENGER, 1SULTAN, (Sqn HQ) lodiomy ol “qfumﬁ”j“al.r. Do A Qi L a7 et 3040
3 CHALLENGERS (Sabre Troops) m-.ﬂ:numm,sgm'fﬁ.mé‘;mum.a?aﬁ“ %
1CHALLENGER ARRYV, 1 FV 434 (Maint. Section) Iy o s Camnan agny Can Cmeaa. acairle P ikt 1804 932000 =500
1SAMARITAN Ambulance ooty fom P & Spanwten et march o Beian Topa e S¢ o oore Rp 1809ES  £20.00
m&mﬁﬁrnm ar‘;“ma anrpmﬁmu - £20.00
A]‘ﬁ" “H.:zmmwusmm‘ T E'Irm-'!ﬂ'lsﬁ Pk £5.50
: Mo 5 A Detailed Account of the Battks of Austeritz. Stutischesm Pbi £8.50
Allow the FOOS in the Battlegroup 1 Battery of M109 155mm on call No AnEnoie “‘E&:.%“;'TJ%-; o "?“m'ﬁ
throughout the battle. At the moment adjudged to be critical for the “..3?;"““" o S Wikam awrerce Porsrsu) PoRtize0
Jucg Ma.11 wmm Poi£12.50
main attack, allow a 9%0% chance of receiving clearance to call down 4 The Britsh Mitary. rﬂ:;m uq;a-mmmm—m :rumw!mm PR £10.00
batteries of fire for 20 minutes, and 20% of a further 20 minutes after ﬁ"ﬁ,“m_w nﬂmf;mwmwﬁ.m ot
that. Intetigence Officer Puw::umasmdmmmma-lmm £1285
mm& w»!m{' £8.95
e e s o s
Engineering: mu PokELS
Allow the defenders the following: m%m it ol L“:: o e Fogars 'é;"" mt m“"i’u
800m of minefield 200m deep and 2 blocks of 200m X 100m deep. Napolecmc Armcs: AV "' . n'.:.mqa:;‘“"‘m m’?."&p Poacs s
6 Groups of craters and mines blocking roads i gy sma b it N Fummﬁ e
1 bridge demolition (B R e iy ey oA e T -
.lg - . . Mdmwlnmmmm st avaslable on request
All dismounted infantry and HOs dug in with overhead cover.
1 cleared route from a reserve position to a hillcrest for Tanks mmmmmd"ﬁﬁmdmm 1899Ed £1550
D T b aF ot Eo+ Srapscart tiir
Short cuts mmmmmmmmm e
Toplay this game in full, with all the models is an ambitious msnﬂmuwv wna e =l e ol r
undertaking, and there are a number of short cuts that can be taken. : ik Eoc Gier 146 pages 1258 prowcs afuné"fmi'":' RetucadPron £303
Firstly, the game is much simpler to manage if played on a real mﬂ'ﬂm e S By e o Eise
Ordance Survey map over which has been placed a sheet of glass or mw#m%@mﬁmmwmmm POk 788
polythene. You can then mark the map using water soluble pens or T oy e oty Bt 1§15 Mary Shotocs dha & s PokEr 5
chinagraph pencils. Secondly, if you are short of certain models, then mbmhz&n"fﬂmf‘ Erd oy e s ussiors *_“':"“m‘ m;’aij
use marked squares of card as substitutes. I recommend that you do K‘%"“m m""c—w’;__s P 3&“&?&5’&'“@5 Mty W s fis
this in particular for the RED force logistic vehicles which p]ay a D e o (ra e
minimal part in the battle. If you use balsa wood blocks with cotton L e bl b s :é“#n el PO £786
wool stuck to them to represent destroyed vehicles then you can fight Sentrs St B Ay 1460 o Fianty aon Mary s 18 oo 4 ﬂgﬁ
this scenario with about a third of the total order of battle, as it is rare Foneing Tro0ps of e ALcao-Hurganan Ay 10661914 Locas Z24pp Mary Bs o 8 col. B
o m Yiows iy Faver ismmm'lmpmvw B‘a'lﬂ" mg_ﬁ
for more than about 30% of the total force to be engaged at any one GroarBation o H4siey T Frarco Pussian War Saries. Wissambaars it Aug 1870 Pk 273
time. The visual effect of forty-odd burning wrecks is pretty sobering
too and gives new meaning to the phrase “heavy fighting”. In my next RS 4 # g v A mﬂ_ﬂ ki
scenario I shall attempt to examine Divisional Recce Forces in more % oMGa A Tolaphons ordes rng: s
detail during a fighting withdrawal. w ¥, --~.‘ e ( m{ﬁmﬁmammg@m—w
‘el Crodi Cands: Visa - Access — Mastercard - Eurocard
Modelling ;- v "U" mmwwm»wsn1 00£2.00-5.30.
Wargamers are almost spoilt for choice in this scale and period. o R ::':'- s . g:-sl?gclsﬁ 15t Nov—Northern Militaire’
Davco, GHQ, Heroics, Scotia Models and Skytrex all produce %, 01340 3809 O Nov " "Readi
¢ THE 4% 14th & 15th Nov—‘Warfare' Reading
comprehensive ranges of models and figures, and conversions for the Metey g0t
rarer types are very simple in this scale.
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have been on the front covers of our first two issues.

These French hussars (—shan't tell you which regiment — look in your Funcken!) are from the collection of DavID Thomas, whose figures

- ok

In our previous captions we referred to him as Dave Thomas. David’s mum thought that this was rather too informal, so the current
stressing of the ID is not some subtly significant “Freudianism”, but is in respect of the wishes of Mrs Betty Thomas. (Oops! I mean Mrs

ELIZABETH Thomas!)

THE MISSED CHANCE OF BRIENNE

by Neil R.

Napoleon had decided to take the offensive against the advancing
armies of Bliicher and Schwarzenburg by the end of the month, the
26th of January preferably. He originally proposed to attack
Bliicher in the vicinity of St.Dizier, but an action on the 29th
convinced him that Bliicher had slipped through his fingers and that
he must try to pounce on him in the vicinity of Brienne, If he moved
quickly enough, he could catch Bliicher with his rear sat on the
Aube River and could drive him into it, finishing him for the
campaign.

With three columns advancing upon Bliicher, Napoleon was
reasonably satisfied with the positions. The right, led by Gerard,
was to march direct on Brienne, the centre, with the Guard, on
Montier, the left, led by Milaud, also to converge on Montier,
whilst Marmont would be left behind to guard against Yorck.
Napoleon thought that these columns would be more than
sufficient. Mortier was to move to Arcis, provided Troyes would
not be in danger from Bliicher.

As it was, Bliicher only had Olsufiew’s corps of 6,000 and
Pahlen’s cavalry, some 3,000. Olsufiew was posted in Brienne
itself, whilst Pahlen was sited in the open, north of Brienne.
Fortunately for the blundering, head-strong Bliicher, his cavalry
intercepted Napoleon’s order to Mortier, and Bliicher subsequent-
ly learned that some 40,000 of the ‘damned French’, with the little
Corsican leading them, were in his rear and about to kick him into
the Aube. Bliicher managed to recall part of Sacken's cavalry from
Lesmont and increased his cavalry strength to 4,000. All he could
do now was pray that Napoleon didn’t crush him.

Engaging Bliicher with Grouchy’s cavalry, Napoleon had to wait
until 3pm before he could fully come to grips with him. Fortunately
for the Prussian veteran, Napoleon had to wait for his troops to
come up, unit by unit, and commited the unforgiveable sin of using
them piecemeal, as they arrived. Napoleon consequently failed to
get his powder's worth from a solid, concentrated and numerically
superior attack.

Brienne was set on fire by the French guns during the afternoon
and it was not until early evening that the French infantry forced

Crawford

their way in, harried and beaten as they were by the more numerous
Prussian cavalry. As Victor's leading brigade entered the chéteau,
Bliicher and Gniesenau barely escaped being stuck like pigs as they
raced from the courtyard.

The Allies counter-attacked late at night and in the glow of the
fire the men battled it out, the French being gradually forced out of
the town again. The determined Allied infantry attacks failed to
force Victor's men from the chiteau and this remained in French
hands.

Late in the night Blicher secretly pulled his men out, knowing
that the morrow would bring definite slaughter to his weary troops.
They had been fortunate that darkness had saved them, thanks to
the bad roads delaying Napoleon’s infantry. Bliicher had to leave
behind some 4,000 of his brave men — they would not fight again.

Napoleon awoke to find the town empty, save for the dead and
wounded, those that had survived the wet, wintry night. He had had
3,000 casualties inflicted upon him by the Prussians. He had,
though, forced a withdrawal on Bliicher and this can be said to have
been a victory, but it could also be regarded as another Borodino,
only on a far smaller scale. He had failed to drive in Blicher’s
comparatively smaller force, allowing it to escape during the night.
He had reason to be bitter. His young conscripts, though, had
fought well, pushing Bliicher's veterans back. They were overjoyed
at having accomplished what had been asked of them by their
Emperor. Who knows, if his conscripts could push out Prussian and
Russian veterans then what could his regulars do? But it had to be
borne in mind that though repulsed, Bliicher was most certainly not
annihilated.

The Setback of La Rothiere.

The success of Blicher at escaping Napoleon’s grip was to be
short-lived. Following up from Brienne, Napoleon pushed Bliicher
through La Rothiere on the 30th and then proceeded to hang
around, awaiting the Allies for the next step of the campaign.
Consequently the two days that followed were of little activity, with
Napoleon’s scouts being made ineffective by blizzards and thus



Two shots of Battle Honours Napoleonics, painted by Vista Enterprises, on Geo-Hex terrain. This pic was shot at the Vista workshops,

with the figures fresh (but dry) from the work-bench. Using Geo-Hex, streams and lakes are easily formed by painting your tabletop blue
and leaving appropriate gaps in the terrain. The Candy-floss clouds were rapidly whipped up by the most attractive member of the Vista

team. (Sorry, Steve, I suppose vou might come second???)

allowing an unnoticed Allied concentration at Trannes.

The Allies determined to attack Napoleon on the 1st at La
Rothiere, Bliicher leading the assault with some 53,000 troops.
Wrede would attack the French left under Marmont whilst some
35,000 Russians (Reserve and Guard), would be held back and
used, should Bliicher have need of them.

Because of the lack of effective reports and supposed inactivity in
front of him, Napoleon began to convince himself that the blow was
to fall on his right, possibly at Troyes. Mortier had moved, as
previously ordered, to Arcis and had informed Napoleon of what
appeared to be a prelude to an attack being operated at Troyes by
the Allies. Mortier was ordered back to Troyes and Napoleon
ordered a withdrawal to Troyes, deciding Bliicher was merely
demonstrating to his front in order to prevent Napoleon being at
the crucial place. Ney was subsequently to lead the withdrawal to
Troyes.

Around midday Grouchy reported the enemy to be advancing.
Victor backed this up, reporting that there were heavy movements
in the vicinity of Trannes, moving towards Napoleon's front. This
was contrary to what Napoleon expected. Should this be
interpreted as the bluff or the real thing? The Emperor decided that
it would be wise to await the outcome of the movements by
Bliicher. Ney was through Brienne and heading south towards
Lesmont when the recall order reached him. Concentration for
battle, even if it was not certain, was imperative. Napoleon had a
bare 40,000 with which to face Blicher’s main hammer of 53,000
and a reserve of some 35,000. There was also Wrede’s corps on the
French left, in the area of Chaumesnil. Marmont had approximate-
ly 8,000 against Wrede's 26,000.

Marmont placed his troops in the village of Morvilliers, whilst
Victor spread his men through Chaumesnil, Le Petit Mesnil, resting
his right on part of La Rothiere, with outposts in La Giberie.
Duhesme of Victor’s corps was posted in La Rothiere itself.
Gerard's troops were placed in and around Dienville. Piquet’s
cavalry, some eight squadrons, were the linchpin between Gerard
and Duhesme. Nansouty's cavalry were sited between La Rothiere
and Le Petit Mesnil, with Grouchy's force of cavalry situated
between Le Petit Mesnil and Chaumesnil. The French guns were at
the front of Duhesme’s troops and Gerard's.

Having been advancing since the morning of that day, Bliicher
was just in position to attack shortly after one o'clock and Sacken’s

corps soon bore the brunt of the attack. Sacken’s artillery was
brought up piecemeal due to the poor conditions of the roads and
the necessity of using more teams per gun than would have been
ordinarily needed. (Remember this when you fight a winter battle
or campaign and the subsequent vulnerability of artillery against
correctly used light cavalry in relatively open spaces on mud filled
roads. Sacken was to discover this. Those of you who enjoy
re-fights will, of course, have the advantage of hind-sight. Sacken
didn’t). Whilst Sacken was executing this dangerous manoeuvre,
made perilous by the proximity of the French, (F.L.Petre believed
Sacken to be within musket shot — his artillery, that is!), Nansouty
swept, as fast as the ground would permit, upon the vulnerable,
exposed pieces, cutting the gunners up and momentarily seizing the
guns. It was a short-lived, though thoroughly victorious, moment as
the cavalry of Lanskoi attacked Nansouty's squadrons. Lanskoi was
supported by masses of Sacken’s heavy cavalry. This massive
cavalry onslaught crashed onto the squadrons of Nansouty, forcing
them back, creating somé¥disorder and enabling the capture of
twenty-four guns of the Guard Horse Artillery. Racing to safety,
the French cavalry uncovered the centre to dire peril. All that was
needed was an advance by Sacken’s infantry, supported by some
artillery and the French centre would have collapsed. Could it be
that the fickle Lady of Fate was looking after Napoleon? Bliicher
never realised that the French were in such a vulnerable position,
the wind suddenly howled and the snow whipped up, blotting the
French centre from the sight of the Prussian Marshal. Sacken’s
infantry attacked too late and closed with the French infantry.

As the pressure upon La Rothiere built up Gyulay attacked
Dienville in a pincer type movement. Sending a considerable force
across the Aube River, leaving himself with a smaller force with
which to attack the village directly. His other force would attack
from the left bank of the Aube. This enabled, or rather facilitated,
the task of Dufour, of Gerard's corps, to hold the village
throughout the battle, repulsing every attempt to dislodge him,
giving Gyulay something to think about, especially as Bliicher was
to need the only troops Gyulay had on the right bank of the Aube
later that afternoon, leaving the poor Gyulay with the division on
the left and just his artillery on the right bank with him.

It was about 4pm when Sacken finally got his infantry into action
against the village of La Rothiere. Bliicher believed that if this
weak nut was cracked the Napoleon would be thrashed. This
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‘weak’ nut was going to turn out to be rather a tougher nut than the
blustery Bliicher realised. Sacken, according to F.L.Petre, ady-
anced without firing due to the cold weather conditions and had to
use the bayonet — cold steel, eh? The French stubbornly held the
square of La Rothiere, resisting bravely all attempts to push them
out. La Rothiere came under a vicious fire from the Allied artillery,
but Duhesme held on tenaciously. Meanwhile the rest of La
Rothiere changed hands several times during the battle, each
charge and counter-charge leaving its own dead behind.

Between 2pm and 4pm Wrede was pushing forward from the
east. The French were forced from Chaumesnil, much to the worry
of their Emperor. Marmont fared just as badly and needed some
backing if his troops were to hold the vastly numbered force of
Wrede. The latter pushed forward determinedly.

Wrede's advance precipitated the fall of the outlying villages as
Victor’s troops were also pushed back. A drastic solution was
needed! By nightfall La Rothiere fell totally into Allied hands and
the front came under increased pressure. Darkness smothered the
battle into a confused mess, with the Wurttemburg cavalry cutting
up their Bavarian friends in the mist and smog in the vicinity of
Marmont’s men, enabling them to fall back to Brienne relatively
unharrassed. La Rothiere was ordered to be re-taken as a necessary
measure to cover the retreat. This may not have been the drastic
solution, but the battle was lost and what better way to slip off than
under the blanket of darkness? La Rothiere was taken by the
Young Guard, Oudinot’s infantry, aided by Druout’s artillery and
Nansouty’s cavalry. They braved a fierce opposition and succeeded
in gaining the breathing space the rest of the army needed.
(H.Lachoque in Anatomy of Glory, gives quite a vivid account of
the retake of La Rothiere.)

With Wrede regaining some composure and restoring order, he
found the enemy had melted away from his front. The village of La
Rothiere was evacuated skilfully and the Allies soon found no
French to fight as Napoleon skilfully broke off the action all along
his front. In gathering snow storms the French fell back, during the
night along the Lesmont road, on their way to Troyes. The road to
Paris was open for the firing-eating Prussian, Bliicher. He would
soon find Paris so near and yet so far!

A Brief Examination

Napoleon was certainly unfortunate in having his despatches
captured and allowing Bliicher to subsequently learn just how near
he had come to being annihilated. The Prussian ought then to have
retired on the advancing Allied troops nearest him. Instead he
permitted a battle to be fought that culminated in some 7,000
casualties all told. If Bliicher had fallen back then Napoleon would
have been allowed to occupy Brienne with little difficulty and this
would have rubbed on Bliicher, knowing that he had deliberately
allowed Napoleon to take Brienne. Bliicher thoroughly deserved a
thrashing for being over-eager and pulling away in front of the main
body. The Emperor should have been the one to provide this and
must be criticised for not doing so.

Napoleon should have known that when troops are brought in
piecemeal, the battle becomes a series of false starts and frustrated
halts. One of his golden rules was that concentration before a battle
was highly recommended, if not of absolute necessity, because ‘a
single battalion can decide the outcome of the day’. His use of his
men in dribs and drabs certainly allowed Bliicher the necessary
respites to recover and gave the Prussian valuable time, as darkness
came closer. However, Napoleon had to engage the Prussians as
soon as possible, lest they slip away. It must be remembered that it
was Napoleon's intention to drive the Prussians into the Aube. If he
was to keep the Prussians where he wanted them he would have to
engage them as soon as the men arrived in sufficient numbers and
then fling in the rest as should prove necessary. This obviously
meant that he had to use the available forces piecemeal and
therefore robbed himself of the annihilation of Bliicher that he
sorely wanted. Brienne was, in that respect, a failure and no words
could disguise that. But it should be noted that Bliicher was forced
to leave the field and so Napoleon was the victor, although this is of
course to teeter on the edge of what promises to be a long debate
between pro-Bonapartists and anti-Bonapartists. The conscripts of
Napoleon thought that they had won — shall we keep to their view?

Just think what the campaign would have become if Napoleon’s
men had taken Bliicher and Gneisenau!

Every battle has its dead, wounded, maimed, heroic, brave,
ignorant, hesitant and cowards.

La Rothiere was typical here; when the battle was nearing its
final stages some French conscripts in the actual village itself, were

seized by an unaccountable fear and broke ranks, huddling
together. Then the veterans (one supposes), in the Russian side
suddenly followed suit! Strange.

Because Napoleon was forced from the field, then we can say
that, as with Bliicher at Brienne, Napoleon was defeated. If this,
then, is the case then Napoleon won Brienne and lost La Rothiere.
La Rothiere was certainly a defeat for the French, there is no doubt
about that. Bliicher had managed to defeat the Emperor at last,
though he arrayed against the men of Marengo, Austerlitz,
Auerstadt, Jena and Bautzen some 100,000 troops, or thereabouts.
He had 53,000 as the hammer, the reserve of 35,000 and Wrede’s
troops, who were significant to the success of the battle, so much so
that it could be said that without Wrede, Bliicher would have failed
at La Rothiere. Wrede’s force was about 26,000.

Bliicher nearly brought himself to grief on the bayonets at La
Rothiere through his mistaken idea that the village was the key to
the whole battle. It could have been a key, but not ‘the’ key.
Bliicher ought to have turned his attention elsewhere when he
realised (if indeed he did), that the seizure of the village from the
French was going to be a prolonged and sanguinary affair. Instead
he used up his own troops and had to draw on Gyulay, who had little
on that side of the Aube, having sent most of it across the river to
combine in a pincer attack. This preserved the French right for the
rest of the day.

If the left flank and left centre of the French hadn’t cracked,
Napoleon could well have kept Bliicher out of La Rothiere and won
the battle, or at least have fought it to a standstill until dark would
enable a re-deployment or a withdrawal. This is, however to
introduce the celebrated ‘if’ — if only Wrede wasn’t there (as it is
believed by Petre he shouldn’t have been). If only Napoleon hadn’t
misinterpreted the direction of the Allied hammer blow. La
Rothiere became the sponge that sucked in Bliicher’s troops, much
like Hougomont a year, or so, later, except at Waterloo, the
defender benefitted. Napoleon must have realised that this village
was the key to the whole of his front, for he ordered attack and
counter-attack to be made. Actually, if Wrede was not in the
vicinity at the required time then La Rothiere would certainly have
become ‘the’ key to the battle. Once the left began to crack,
though, it was Napoleon, not Bliicher, who realised that La
Rothiere should now be the distraction and not the attention. He
succeeded in this and Bliicher failed to gain total victory.

Wargaming Parallels.

When fighting a campaign, the lead-up to Brienne should be
taken as an example of insufficient or even incorrect information.
Also, the player must not allow himself to wish the enemy into
position instead of planning and forcing the enemy into the desired
position. Because of a combination of these things Napoleon never
caught Blicher at St.Dizier, but was fortunate to catch up on some
lost time and fall upon him at Brienne.

The lead-up to Brienne also provides an example of the benefits
of capturing despatches during the campaign. The person that
issued them doesn’t know that you have knowledge of his intentions
and so is in for a nasty surprise. This, of course, leads us to false
orders, sent deliberately through enemy concentrations, so that
they are caught and the enemy moves to his destruction. Bliicher
was lucky, to get hold of a copy of Berthier’s orders, dictated by the
Emperor. Fate was, we could suppose, showing him how easy it
could be for Napoleon to crush him if he continued with his
head-strong behaviour. Bliicher ignored this warning, deciding it
would be better to give battle and deal Napoleon a delaying blow.
He certainly delayed the Emperor, but was only saved by night and
the piecemeal mature of the attacks.

Brienne illustrates the difficulty of defeating an enemy when he
is ensconsed in buildings. Brienne itself was badly affected by the
battle, the chiteau where Napoleon studied when a young dreamer
being littered with the carnage of the battle, its rooms made a
shambles and its furniture smashed by the Prussians. Should
Bliicher have had no village to hide in then he would have surely
pulled back. As it was Brienne was a sizeable place and the plains
outside suited to his large cavalry force. I know from experience the
comfortable feeling when firmly defending a few houses and also
the acutely distressing feeling when I have to dislodge the enemy
from a village and I haven't a howitzer battery.,

La Rothiere is illustrative of the conditions that weather imposed
upon armies at this period. It could be argued that Napoleon would
not have been caught at La Rothiere as he was if the weather, more
accurately, the blizzard conditions, had not rendered his scouting
patrols useless. The Allies built up their forces around Trannes and



moved forward to catch him unawares, or at least inadequately
prepared. Weather played an important part in the campaigning of
the period and should always be included in the battle and the
campaign movements. The weather, in short, should never be
underestimated.

Again effective reconnaissance appears as the crucial factor. The G /}
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Also apparent in the battle of La Rothiere was the necessity of
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Just to conclude; the casualties for the French were some 3,000,
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runs back from the beach, but progress inland looks difficult in face of the obstacles. If Uncle Adolf had
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employed Phil Robinson instead of Erwin Rommel to organise his western defences would we still be waiting for D-Day? Figures:

‘COMMANDOY
A SIMPLE SOLITAIRE GAME

conceived by Andrew Mulholland

Hinchliffe 20mm. “Bits”: plastic.

Introduction

Lots of folk like to play solitaire. Wargaming on your ewn has
certainly got its drawbacks, but many of them can be eliminated, and
it's certainly got a lot to offer that wargaming with others can’t match.
For a start, you don’t have to go to a club, or arrange for so-and-so to
come over on Sunday afternoon. You can begin a solo wargame
whenever you have half an hour to spare. This can be surprisingly
important for those of us with a busy working week. And when you
are gaming on your own, you can plod along at your own pace,
absorbing yourself in the simulation just as much as you want to. |
don’t know many wargamers who never play solo.

Unfortunately, there aren’t too many sets of rules around
specifically geared for solitaire play. What I offer here is a simple
solitaire scenario. It is complete, in that there’s a full package of rules;
I felt that because it’s a solo game, and because it's also designed with
the beginner in mind, it would be a little unfair to write a straight
scenario, in which players would be expected to tailor their own
period rules to the situation presented.

This means that there may seem a lot of rules to wade through, but
then they're all you need, folks! They've also been designed to enable
as many people as possible to pick up the game and play it. Atits most
basic, you can cut the terrain out of paper, grab some dice and a tape
measure, pinch a few counters from Trivial Pursuit, and away you go.
Or you can use miniatures, and standard wargaming terrain.

Whichever way you tackle it, I hope I have constructed the thing so
that no one need spend six months assembling enough equipment to
have a go!

I hope also that the rules are simple enough for a beginner to be at
home with. I feel that in any hobby there’s a tendency to forget about
novices once the interest has established a faithful body of support
across the country. We need newcomers, and they need to be able to
pick up magazines like this and read something they can truly
understand and enjoy. So for all of you who like bags of historical
detail, sorry! At the same time I think the game is fluid, and offers
quite a few interesting tactical options. The mechanisms are designed
to facilitate smooth, easy play, create the right ‘feel’, and to provide a
challenge for the player. I did think of writing a few ‘designer’s notes’,
justifying various rules, etc., and hinting at successful tactics; but
rather than waffle on and on, I've decided to leave people to discover
that sort of thing of their own accord.

‘Commando!’ does have a loose historical setting. It is based on a
supposedly typical commando raid on Axis-held coastline, some-
where between 1942-44. The objective is to destroy a German
anti-shipping battery and get out, as quickly as possible. Most of the
Germans are presumed to be ‘kipping’ at the outset. As the dastardly
commandos start blowing up their guns. the Germans begin to
organise a defence, which is treated pretty much as random in the
rules. Things can get very nasty for the player very quickly — or he can



have a lucky night, and breeze through. I'll say no more, other than
that although the extent of the German reaction does depend on luck,
it also hinges on the way the British handle the raid. Time to black up
your face, and pull on that silly balaclava!

THE RULES

1. Set up.

The game is played on a table, board etc., measuring 120cms by
60cms. Terrain is placed as shown on the map. I suggest you use
20mm figures and buildings, but 1/300th, or 25mm will serve equally
well. You will need to represent three kinds of unit on the table:
British Commando squads, German infantry squads, and German
machine-gun sections. Each unit is treated as an individual entity, in
that whole units are removed as casualties, not individual figures. This
means that you could represent a German infantry squad by a single
figure, a group of figures on a single base, or even with a cardboard
counter. The area occupied on the table by a single squad or
machine-gun section must not exceed two square centimetres. The
British deploy eight Commando squads, whilst German forces are
variable. The Germans never deploy more than eight squads and four
machine-gun sections, but half this number has proven to be the
norm. It would be nice to represent the four German anti-shipping
guns on the table, but cardboard counters will suffice if you don’t have
the requisite models.

2. Objective.

You play the British commander. You have ten turns to destroy all
four German anti-shipping guns, and get as many of your squads as
possible down to the safety of the beach. You have at your disposal
eight squads, plus eight demolition charges, which must be allocated
to your squads as you wish before you begin play. You may not
change this allocation during the game. If a squad is lost, any
demolition charge(s) it may be carrying are lost with it. If at the end of
any game turn you have three or more squads on the beach, and all
four anti-shipping guns are destroyed, your mission has been a
complete success. The game ends immediately. If not, you establish
how well you have done after ten game turns, by consulting the
“Victory Table’. Your squads begin play at any one or more of the
three entry points marked on the map. For the purposes of German
fire etc., they are considered to be on table, adjacent to the edge of the
playing area, from the outset of play.

3. Sequence of play.
Each turn is played in strict accordance with the five phases described
below:

a) German fire phase. If they have a British squad in range and line of
sight, all active German units must fire. (This phase is ignored during
turn one.)

b) British fire phase. Any British units with a German unit in range
and line of sight may fire. (This phase is ignored during turn one.)

c) Visibility phase. The player checks the “Visibility Table’, to
establish the level of visibility, which prevails until the next visibility
phase.

d) German reaction phase. The player consults the ‘German Reaction
Table’.

e) British movement phase. The player moves as many British units as
he wishes. As it moves, each unit is rolled for on the ‘Movement
Table’, and may trigger opportunity fire. Any hand to hand combats
take place.

4. Movement.

German units may never move. All British squads may move once
each turn. As a unit moves, use the ‘Movement Table’ to determine
the distance (in cms) it may move, and what (if any) opportunity fire is
directed against it.

Procedure: Locate the current turn in the left hand column of the top
half of the ‘Movement Table’. Roll one die, subtracting the cover
value, if applicable, of the terrain currently occupied by the unit (see
‘Cover). Cross reference the modified die roll, found along the top of
the table, with the current turn number, to establish a result,
expressed as a single letter. Use this letter on the lower half of the
table to ascertain the distance the unit may move. Now use the same
letter to locate a result under the opportunity fire column. This will be
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‘None’, “‘All’, or a number. ‘None’ means that the unit moves freely,
without being subject to opportunity fire. ‘All’ means that every
German active unit that is within range and line of sight of the moving
unit must fire on it. A number indicates the number of German units
that fulfil the above criteria that must fire on the unit.

Note: In order to calculate the range and line of sight for
opportunity fire, assume that the target unit has not yet commenced
its move.

5. Firing.

Any squad or machine gun section may fire on an enemy unit (the
German anti-shipping guns do not count as units, and may never fire
themselves, or be fired at) that is within twenty centimetres and
visible. The line of sight can only be blocked by a building, bunker,
woods, or an anti-shipping gun. Units fire individually, at individual
targets. A German unit may fire once during the German fire phase,
and any number of times as opportunity fire. British units may only
fire once each turn — during the British fire phase.

Procedure: Roll two dice. Add the appropriate firepower, (see
below). Add or subtract any applicable fire modifiers, (see ‘Fire
Modifiers’). If the result is a ten or more, the unit is removed from
play. If it is an eight or nine, the unit is ‘Suppressed’.

Suppressed units simply may not move or fire for the rest of the
turn. A British unit suppressed by opportunity fire does not
commence its move.

Each kind of unit that may fire during the game has a fixed
firepower: German squad — 4. German machine gun section — 3.
British squad - 5. British naval gunfire - 5. German mortars — 2.

6. Fire modifiers.
The following factors can modify the dice when firing. Note that they
are slightly different for the two sides.

A) Factors affecting German fire:

i) The current game turn. This will affect all German fire. Simply
locate the current turn on the ‘“Turn Table’ to find the appropriate
modifier.

ii) British movement. Add two to all opportunity fire dice rolls.
iii) Cover. If the target is within cover, subtract the relevant ‘Cover
Number’ (see ‘Cover’).

iv) Visibility. Add or subtract the current “Visibility Modifier’ (see
“Visibility’).
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B) Factors affecting British fire:

i) British movement. Subtract two from the dice rolls of any firing unit
that moved last turn.

ii) Cover, as iii) above.

iii) Visibility, as iv) above.

7. Cover

Listed below are the various kinds of cover in the game, and the

values that attach to them. A unit is considered ‘in cover’ when its

base overlaps the area depicted as cover on the playing surface.

Appropriate ‘Cover Values’ are deducted from the fire calculations

‘(Tsc;l‘Firmg), and also from the dice when rolling on the ‘Movement
able’.

A hedge never modifies a throw on the ‘Movement Table’.
Additionally, a hedge only provides cover if it is between the firing
unit and its target. It can never provide cover from off-table fire.

Note that German anti-shipping guns block a line of sight, but have
no cover value. Units, both friendly and enemy, may fire through one
another.

Cover Values: Bunker—4. Woods— 2. Gully—2. House - 3. Hedge
-1.

8. Visibility

A “Visibility Modifier’ is established during the visibility phase of each
turn, and it is added or subtracted from all firing dice throws. During
the visibility phase, roll one die and consult the “Visibility Table’. A
one is subtracted from this die if the moon has slipped behind a cloud,
(see the ‘Random Events Chart’). In addition, on a maximum of two
turns, the player may add two to the visibility die roll. This simulates
the British forces using limited supplies of flares, star shells, etc.
Natually, the player must note that he is going to modify the visibility
die throw before he actually throws the die.

9. German reactions.

During each German reaction phase, the player consults the ‘German
Reaction Table’. Two dice are rolled, any modifiers that apply are
added or subtracted (see below), and the result is located alongside
the modified dice roll.

A dash indicates a nil result — nothing happens.

A letter, or series of letters, refer to German units which are now
considered ‘active’, i.e. they may immediately fire. Their type and
location are shown on the map
Note: Until German units are activated in this way, they have no
effect on play whatsoever. Should a specific German unit (e.g. squad
‘A’) be activated, and then eliminated, it immediately becomes
re-eligible for activation.

An ‘r.e.’ result indicates that in addition to any German units that
may have been activated, the player must consult the ‘Random Event
Chart’ (see below).

Modifiers to be used on the ‘German Reaction Table’ are:

a) Add the current game turn number, up to a maximum of five.
b) If British naval gunfire has been used during the game, add ten,
minus the number of the turn in which it was first used.

c) If the player has chosen to modify the ‘Visibility Table' this turn,
add two.

d) If any German anti-shipping guns have been destroyed so far, add
three

e)lf :io British unit has yet fired or engaged in hand-to-hand combat,
deduct two.

f) If British forces fired on civilians during last turn (see below), add
two.

g) If, at any time during the game, British forces have acquired ‘local
knowledge’ from civilians (see below), deduct one.

10. The Random Event Chart.

The Random Event Chart, shown below, is consulted immediately,
whenever an ‘r.e.’ result is rolled on the German Reaction Table.
Simply roll two dice. There are no modifiers.

2" — The British squad nearest a German anti-shipping gun
surrenders, and is removed from play.

‘3’ — Foul weather at sea. No naval gunfire support available for the
rest of the game. s

‘4’ — German mortar fire is now available for the rest of the game.
‘5" — An ammunition dump explodes. Choose one of the anti-shipping

guns at random, and remove it from play. It is considered destroyed
for victory purposes.

‘6" — The moon slips behind a cloud. Deduct one from the visibility
throw next turn.

‘T’ — You encounter a local family. All British squads must hold their
fire next turn if the civilians are to escape safely. In this case, British
forces are henceforth considered to have the benefit of ‘local
knowledge’. If on the other hand, you choose to fire as normal,
British forces will be considered to have ‘fired on civilians’ next turn.
‘8’ — British forces acquire ‘local knowledge’. Applies for the duration
of the game.

‘9’ — German mortar fire is now available for the rest of the game.
‘10" -~ German armour is on the way! The game now finishes at the end
of turn eight.

‘11’ - Surpnising naval accuracy. All British naval support henceforth
has a firepower of six, not five.

‘12 — The German unit nearest to a British squad surrenders, and is
removed from play.

Note: Should a result rolled on the ‘Random Events Chart’ not be
applicable (e.g. mortars are already in play, and a nine is rolled), the
result is ignored. Do not roll again.

11. German Mortars.

German mortars, considered to be somewhere ‘off-table’, can be
brought into play by means of the ‘Randon Events Chart’. They may
fire at any one target (ignore L.O.S. and range), during the German
fire phase, and as opportunity fire when an “All’ result is in effect.
Their firepower is ‘2’ during the first turn they fire, ‘3’ during the
second, ‘4’ during the third, and so on, up to a maximum of ‘6’.

12. British off-table naval support.

This has a fixed firepower of ‘5", and may choose any target on the
table, like German mortars. However, it may be called in during any
British fire phase by the player. He should note though, that the
earlier such fire is brought into play, the swifter the German reaction
to the raid is likely to be. British off-table naval support may only
attack one target per turn.

13. Demolition -

The demo charges allocated to British squads at the beginning of the
game may only be used in an attempt to destroy the German
anti-shipping guns. Each charge may be used onec, against a single
gun. German (and British) units are immune from the effects of demo
charges.

Procedure: A unit carrying one or more charges may place any
number of them on a German gun, the moment the unit moves so that
it is immediately adjacent to the gun. As soon as the placing unit has
moved at least 5 cms away from the gun in question, and so long as no
other British squads are within 5 cms of it, that unit may attempt to
explode the demolition charge(s). A single die is rolled for each one.
On a 1-5, the charge explodes, and the gun is destroyed. On a 6, the
charge has been incorrectly placed, or is a dud. It is lost, but the gun
remains intact. After placing demo charges, a unit may delay its
detonation attempts for as long as it wishes, so long as it and all other
British squads are the required 5 cms from the target gun when the
attempts are made. Once placed, a demolition charge can never be
moved again; nor can any unit other than the placing squad attempt to
detonate it.

14. Hand-to-hand combat.

If a British squad ever enters base to base contact with a German unit,
a hand-to-hand combat ensues. A die is immediately thrown. (Note:
All hand-to-hands will actually take place during the British
movement phase.)

Results: 1 or 2 — the fight rages, and the engaged units may not move
or fire. Roll again at the end of the next British movement phase.
3 — one British squad involved in the combat is removed from play.
4, 5, 6 — the German unit is removed from play.

Because German units may not move, it is only possible for one to
be involved in any one hand-to-hand. However, if a British squad
rolls a ‘fight rages’, the player may move another British squad
alongside in that or the next movement phase. This second squad is
also entitled to an immediate throw for a hand-to-hand result. Units
involved in a hand-to-hand may never be fired upon.



15. Victory conditions.

If, at the end of any turn, there are three British squads on the beach,
and all four German anti-shipping guns have been destroyed, the
game immediately ends with a completely successful British mission.
Conversely, if after all ten turns, no German guns have been
destroyed, the mission has been a complete disaster. For intermediate
results, consult the ‘Victory Table’, and locate the result below:

A — A successful mission. However, even by Commando standards,
casualties were a little high.

B — Although your mission was not fully accomplished, you struck the
enemy a heavy blow.

C - On balance, you had the better of the enemy; but only just.
D - Although you gave the defenders a fright, you were not successful
in inflicting lasting damage.

E — Your mission failed. Review your tactics.

F — Are you sure you should be leading Commandos?

And finally . . . Well that’s about it. I hope (pray!) the rules make
sense. If anyone does want to drop me a line about ‘Commando!’, I'm
sure our honourable editor will pass any correspondence on. Enjoy
the game!

THE MOVEMENT TABLE:

Turn Modified Die Result
1 or less 2 3 + 5 6
1,2 F E D & B A
3.4 G F E D C B
7.8 I H G F E D
9,10 J 1 H G F E

Locate the letter from the table above on the one below, to establish
results:

Opportunity Opportunity

Letter Move Fire Letter Move Fire

A 20 None E 12 3

B 20 None G 12 4

C 16 1 H 10 4

D 16 o] | 10 All

E 14 {2 ] 10 All

THE TURN TABLE:

Listed below are the modifiers which apply to all German fire,
according to the current game turn (see ‘Fire Modifiers’).

Turn Modifier Turn Modifier
1,2 -2 5,6,7.8 0
34 -1 9,10 plus 1

THE VISIBILITY TABLE:
Modified Die Visibility Modifier Modified Die Visibility Modifier

1 -2 <] 0

2 -1 6 0

3 -1 7 plus 1
4 -1

(The “Visibility Modifier’ is applied to all firing. See ‘Visibility").

GERMAN REACTION TABLE: (For an explanation of the results,
see ‘German Reaction’.)

Dice Result Dice Result Dice Result
1 = 6 A 11 F.Hr.e.
2 7 B 12 AC
3 r.e. 8 D 13 EK
4 — 9 C.G 14 LH
5 re. 10 D,G 13 Exe.
16 L.,r.e.
VICTORY TABLE: (For an explanation of the results, see ‘Victory
Conditions').
Number of
Squads on Number of German Guns Destroyed
Beach 1 2 3 4
0 F E D &
1 E D C B
2 D C B A
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“THIS SAVAGE WAY OF FIGHTING ..”

Wargaming Batties of the Jacobite Rebellions
by Andy Callan

Anthony Tucker’s full and well-illustrated account of Culloden in
No.35 of this magazines predecessor has, | hope, inspired a number of
readers to investigate the possibility of wargaming the battle. Some of
you who have attempted to follow this path may well, however, have
discovered that it’s a long leap indeed from a historical narrative to a
workable and realistic wargame of the events described. This is
especially true for a period such as this, with its unique tactical
features. And yet, of course, it is these very features that need to be
re-created on the table-top if the wargame re-enactment of such
battles as Sheriffmuir, Prestonpans, Falkirk and Culloden is to have a
satisfying ‘flavour of the times’. Having grappled with these problems
myself, in devising a set of rules for the period, I thought readers
might be interested in sharing in the process of research and
development which led to the production of my rules in their finalised
form. And since these rules were now written some time ago I can
here cheerfully indulge in the gentle art of self-criticism — something
most rule writers (myself included), are most reluctant to undertake
when it’s a question of a ‘new baby’, painfully laboured for.

Getting down to Basics.

The first major decision facing me had to be — “Do I adapt an existing
set of standard eighteenth century, horse and musket-type rules, or
start from scratch with a new set written specifically with the peculiar
tactical conditions of battles of the Jacobite rebellions in mind?” From
the loaded tone of the question it will be no surprise for you to learn
that I opted for the latter course of action. My philosophy is very
much based on a firm belief in the uniqueness of historical events so a
‘period-specific’ set of rules was the only solution that would be
personally satisfying. Of course, which way you jump depends very
much on personal inclination, and naturally I was going to have to use
basic knowledge about eighteenth century weapons and battlefield
tactics in preparing this ‘special’ set. But even if I hadnt been
predisposed to follow the ‘period-specific’ method there were two
major factors that might in any case have led me to treat this series of
battles as being definitely outside the European mainstream. Those
factors were the size of forces engaged, and the duration of the
engagements

It seemed plain that a set of rules written with a battle like Leuthen
in mind, (which involved perhaps around 85,000 combatants and
lasted around five hours) was not going to be able to make much of an
interesting game out of an affair like Prestonpans, (barely 5,000 men
and twenty minutes long!).

So, faced with the daunting task of writing a complete set of rules
from scratch, how do you start? Well, obviously you have to read a lot
first! In this particular case it isn’t too overwhelming a task, as the
number of major battles you are concerned with can be counted on
the fingers of one hand and most of the relevant first hand material is
quoted at length in readily available recent works. As a rule-writer,
too, you are concerned not so much with the historical narrative, as
with the tactically significant aspects of the engagements, that can be
extracted, quantified and incorporated into rule mechanisms. Now
it's all very well just saying this, so to show you the sort of thing I
mean, here is an abbreviated version of my ‘Rule-writer’s summaries
of the major military actions of Jacobite rebellions’. The actions are
listed in chronological order, with the forces involved, and a set of
commentaries on what I saw as the significant/unique/interesting
aspects of fighting:

1) Killikrankie (July 27th, 1689)

Pitched Battle: Jacobite victory

Government Forces (Major General Mackay): 6 regiments of foot,
200 fusiliers (total c4000), 2 troops of Horse, 3 light guns

Jacobite Forces (Viscount Dundee) ¢2500 Highlanders in seven
bodies. 1 troop Horse.

Notes:
— Highlanders charged downhill. Irregularities in ground left the

Government Right wing largely untouched.

—Highlanders (esp. Camerons) lost heavy casualties to crossing fire as
they charged diagonally across the Goverment front.

— Armies were formed and waiting for two hours before the attack
was launched, (half an hour before sunset).

—Mackay tried to tempt Jacobite advance by use of artillery, but the
carriages were rotten and broke after three rounds.

— Government foot were formed three-deep (instead of the
customary six) to extend their frontage.

— Use of plug bayonets meant that the Government foot rushed their
fire and were caught at a disadvantage while fixing the weapons.
— Government Horse refused to close up and swept away some of the
foot in their retreat.

—Three Government foot regiments were experienced units from the
Scots Brigade in Holland, but seemed to behave as badly, if not
worse, than the new raised regiments. The only unit to stand as a body
and make an orderly retreat was Hastings' (new raised) regiment.
— Dundee killed in moment of victory, at head of Jacobite horse.
— Worst effects of pursuit mitigated by victorious Highlanders
plundering the Government army’s baggage (c1200 pack horses).

2) Dunkeld (August 21st, 1689)

Defence of a barricaded town: Government victory.

Government Forces (Lt.Col. William Cleland) (defending): 1
regiment of foot (c1200)

Jacobite Forces (Col. Cannon) ¢5000 Highlanders

Notes:

— The Government force was made up of the Earl of Angus’
Regiment (The Cameronians), a newly raised unit of Lowland
Presbyterian zealots. Thus treated a fight with Papist Highlanders as
something of a holy war . ., . .

— Defence focused on the stone church, mansion house, and a walled
park. Savage street fighting over several hours, lasting until 11pm.
— Highlanders eventually gave up, taking what plunder they could.

3) Cromdale (May 1st, 1690)

Dawn attack: Government victory.

Government Forces (Col.(?) Livingston): 3 troops Dragoons, 1 troop
Horse.

Jacobite Forces (General(?) Buchan): c1000 Highlanders.

Notes:

— Shades of Philiphaugh? Highlanders caught by surprise in camp on
the banks of the Spey. Scattered and slaughtered with little resistance.
— Government estimated 300 killed, 100 captured. Rest escaped up
mountainside, Government losses negligible.

4) Preston (November 12th-13th, 1715)

Defence of a barricaded town: Government victory.

Government Forces (General Wills) initially, 4 regts of Dragoons, 2
regts Horse total c1000, 1 regt of foot (c300). Later: 3 more regts of
Dragoons (c600).

Jacobite Forces (Thomas Forster MP) (defending): c1100 Highland-
ers, c500 English.

Notes:

~ Highlanders did most of the fighting and showed considerable
stamina, beating off a series of attacks and inflicting heavy casualties
(c200) at small cost.

— Eventual surrender due to hopelessness of situation. Highland rank
and file wanted to attempt a break out, but their leaders negotiated a
surrender without their consent.

- Dragoons attack on foot, coming under fire from windows and
cellars. Barricades across main streets, armed with a small cannon
taken from a ship in Lancaster,



5)Sheriffmuir (November 13th, 1715)

Encounter Battle: Draw.

Government Forces (Duke of Argyll) 8 regiments of Foot (total
2200), 5 regiments of Dragoons (total 900).

Jacobite Forces (Earl of Mar) ¢6800 men in all. Foot organised in 14
battalions. 7/8 squadrons of Horse.

Notes:

~ Right wing of each army successful, ignorant of the defeat of their
respective lefts, due to lie of ground.

— Neither side’s left properly formed when attacked.

— Jacobites got into considerable confusion attempting to form lines of
battle from columns of approach.

— Argyll had to extend his left unexpectedly, as marshy ground which
he hoped to rest it on was now passable after heavy frost.

- Highland attack ‘in a disorderly manner’ firing ‘dropping shots’
which provoked Government foot into premature firing. Highlanders
went to ground, and then, when firing slackened, jumped to their feet
and charged in with the cold steel, throwing aside their own muskets.
— Government left was swept away within seven minutes. Foot fell
back on Horse and threw them into confusion.

— Jacobites scattered in pursuit.

— Argyll’s success on the right due largely to a flank attack by
Dragoons on the unformed Jacobites. Retreat does not seem to have
been a rout since the highlanders faced several times. Took advantage
of frozen ground which was passable to Foot but not to Horse.

— Both sides re-formed what troops they could, and Argyll took up a
strong posmon behind some turf dykes. Mar could not induce his men
to charge a

— Neither side had any of its artillery deployed in time to come into
action.
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6) Glenshiel (June 10th, 1719)

Mountain Warfare Operation: Government victory.

Government Forces (Maj.Gen. Wightman) c1000 Foot (2 British
regts, 1 Dutch regt, Grenadiers, Loyalist Highlanders, 120 Dragoons,
4 cohorn mortars).

Jacobite Forces (Marquis of Tullibardine). c¢1600 Highlanders. 1
Spanish regt (c300).

Notes:

— Jacobites stood on defensive, naturally strong ground (steep slopes,
river gully) with some entrenchments.

— Failed to co-ordinate defence or launch any counter-attacks.
Government forces defeated individual detachments in detail.

— Use of cohorns in ‘mountain artillery’ role, (high angle, long range
fire support).

— Spanish stood up well under artillery fire, withdrew in good order.
- Government troops took heavy losses (142 killed/wounded = ¢ 13%
of force)

— Jacobite losses minimal. Able to escape up mountainside.

— Lord George Murray commanded Jacobite left.

7) Prestonpans (September 21st, 1745)

Pitched battle: Jacobite victory.

Goverment Fotces (Lt. Gen. Sir John Cope) 4 regts of Foot (total
¢1600), 200 Loyalist Highlanders, 2 regts Dragoons (total c660: 6
squadrons) i

Jacobite Forces (Lord George Murray. ¢2500 Highlanders (in 10
units), 50 Horse.

Notes:

— Jacobites made night march to turn Cope’s flank, but his pickets
gave him ample warning and his army was formed and ready for the
attack when it came. Drawn up in a single line with no reserves,

— Government Dragoons were new raised regiments, with horses
unused to noise of battle. Had previously panicked badly on outpost
duties and performed equally dismally here, refusing to advance to
charge and fleeing the field.

— No trained gunners for Government artillery (6 1% pounders, 6
mortars).

— Deserted by the Dragoons the officers of the infantry regiments on
the flanks tried to wheel them back, which may have upset them
further. Infantry as a whole only managed to deliver an ‘infamous’ fire
before being swept away.

— Observers astonished at the speed and close order of the Jacobite
advance,

— Entire front line collapsed within five minutes of the launch of the
Jacobite attack. Govt. lost 800 killed/wounded, c1500. prisoners
Jacobites lost c100.

8) Clifton Moor (December 18th, 1745)

Rearguard action: Jacobite success.

Government Forces (Duke of Cumberland) 3 regts. Dragoons, 2
regts. Light Horse total ¢1500. Only 500 engaged (on foot).
Jacobite Forces (Lord George Murray). 4 regiments (2 highland, 2
lowland) total ¢1300.

Notes:

— Action took place an hour after sunset. Dragoons operated
dismounted. Top boots made movement clumsy. Buff cross-belts and
white hat lace showed up clearly in moonlight.

— Jacobites defended lines of walls, hedges and garden enclosures.
— Disciplined volleys from Dragoons brought them initial success.
Murray led a claymore charge which drove them back in some
disorder. Cumberland unwilling to risk a further attempt to harass the
Jacobite retreat in the darkness.

— In skirmishing earlier in the day Highlanders had on several
occasions formed front across hedged/walled roads, holding off
Government Horse, then falling back and repeating the manoeuvre.

9) Falkirk: (January 17th, 1746)

Pitched battle: Jacobite victory.

Government Forces (Lt. Gen. Henry Hawley) 12 regts of Foot (2
lines of 6), 1 regt. militia, 1 of Loyalist Highlanders (total c7000), 3
regts. Dragoons, total ¢900,

Jacobite Forces (Prince Charles Edward, Lord George Murray) 20
battalions of Foot total c8000.

Notes:

— Based on his personal experiences with the victorious right at
Sheriffmuir,’ Hawley over-estimated the efectiveness of Dragoons
against Highlanders.

—Of his 3 Dragoon regiments, two had been at Prestonpans. They did
just as badly here. Only the third (Cobham’s) rallied to any extent.
—Highlanders received the Dragoon attack with a disciplined volley at
10 paces.

—Few of the Dragoons managed to close, those that did were dragged
from the saddle and their horses hamstrung. The rest fled in
confusion.

— Retreat of the Dragoons disordered the Govt. left wing of Foot.
~ Highlanders could not be held back from pursuit.
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— After firing on retreating Dragoons, Highlanders were incapable of
reloading, (did not use cartridges and the heavy rain soaked the
powder).

— Rain was in faces of Government Foot, and one in four muskets
misfired. Delivered only an ineffective fire before collapsing in flight.
— Only two front line regiments stood, and these were positioned
behind a gulley and thus not directly threatened. In second line only
one regiment (Barrell’s, third from right) stood, although units to
either side fled.

— These three regiments wheeled left to pour heavy fire into the flank
of the Highlanders pursuing the defeated centre.

— Too few troops remained in hand to organise any move against the
ordered retreat of the three remaining Government Foot regiments,
covered by the rallied Dragoons of Cobham'’s.

— Estimated twenty minutes from opening of Dragoon attack to the
rout of the Government Foot.

10) Culloden: (April 16th, 1746)

Pitched battle: Government victory.

Government Forces (Duke of Cumberland). 15 regts of Foot, total
c6400 (in three lines 7:7:1). c150 Lovalist Highlanders. 2 regts
Dragoons, 1 of Light Horse (¢900), 10 x 3 pounders (in five two-gun
batteries).
Jacobite Forces (Prince Charles Edward). Front line: 14 battalions
(total ¢3000), Second line: 5 battalions (total c1000) c100 Horse.
Three four-gun batteries, mixed calibres.

Notes:

— First occasion on which a Jacobite army had to face a properly
organised and manned artillery train. Both sides tried to hit opposing
C-in-C’s with long range shots.

—Government Foot had new bayonet drill, which may have increased
confidence.

— Highlanders stood under effective cannonade at 5-700 yards range
for 20-25 minutes before breaking into a charge (Half-ordered,
half-spontaneous).

— Jacobite left got to within 100 yards of Government line, but failed
to close. Stood firing at line and feigning rushes in an attempt to draw
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out the troops in a premature advance. Despite heavy losses only fell
back when flank threatened by Dragoons.

— Centre and right were on converging courses and ran into each other
half way to the Government line. Halted momentarily, and then
bunched up and edged over to the right, partly due to the lie of the
land and partly from the intensity of fire to their front.

— Despite the cannonade and musketry to their front, and the
enfilading fire of a regiment ‘en potence’ to their flank, the mass of
clansmen still succeeded in closing with the two regiments on the left
of the Government front line.

— Barrell's Regiment (on extreme left of line) had stood at Falkirk.
Munroe’s (next in line) had fled, but stood firm here. Barrell's forced
back by weight of numbers and lost heavily (especially from “friendly
fire’ from flank and rear) but did not break.

— Regiments from Government second line moved up in support.
— Retreat of Jacobite right swept away reserves, coming up under
Murray.

— Retreat turned to rout by pursuit of Horse and Loyalist
Highlanders.

— French regulars (Scots Royals, Irish Piquets) retired in good order,
covering retreat. Murray kept some units from the right in hand, but
the left broke.

— All over an hour after the start of the cannonade.

A Flavour of the Times.

So now we have the bare bones of the actions in question, the
important factors which any rules will have to take into account.
However, no matter how detailed the factual account, mere narrative
will often fail to convey any feeling for the contemporary atmosphere.
To achieve that you have to go back to primary sources where you
may come across diverse items, from snatches of doggerel verse to the
odd, pithy turn of phrase (preferably from an eye-witness) that will
prove particularly illuminating, and help provide the sort of
inspiration that will stir the heart of any wargamer. I like to keep a
note of these, so as to bear them in mind when writing rules or playing
games, or to hand out to players unfamiliar with the period to help
them get in the mood. Here’s a few such items, which I found
especially useful/inspirational/amusing:

On Culture Shock.

‘What Lord Bury saw, across the heather and through the sleet, was
the last feudal army to assemble in Britain. He can have felt no more
kinship with it than an officer of Victoria’s army would later feel when
surveying a Zulu impi or a tribe of Pathans’. (John Prebble: Culloden)
‘(the foot) . . . made all the resistance they could make, but being
unacquainted with this Savage Way of Fighting, against which all the
Rules of War had made no provision, they were forced to give way

" (Robert Campbell)

The Highland Charge.
‘... to my astonishment, every Front Man cover'd his Followers,
there was no Man to be seen in the Open . . . in short tho’ their
Motion was very quick, it was uniform and orderly, and I confess I
was surprised at it’ (Lord Drunmore)
‘the manner in which the enemy came on . .
described’ (General Cope)
‘The order to attack being given, the . . . Highlandmen . . . run
towards the ennemie in a disorderly manner, always fireing some
dropeing shots, which drew upon them a generall salvo from the
ennemie . . . No sooner had that begun, (they) threw themselves flat
on their bellies; and when it slackned they started to their feet. Most
threw away their fuzies, and drawing their suords, pierced them
everie where with ane incredible vigour and rapiditie . . ." (John,
Master of Sinclair)
“They commonly form their Front rank of what they call their best
men, or True Highlanders, the number of which being always but few
.. the rest being Lowlanders and arrant scum. When these
battalions come within a large musket shot, or three score yards, this
front rank gives their fire, and immediately thro’ down their firelocks
and come down in a Cluster with their Swords and Targets making a
noise and endeavouring to pearce the . . . Battalions before them. . .
The sure way to demolish them is . . . not to fire until they are within
10 or 12 paces but if the fire is given at a distance you probably will be
broke for you never get time to load a second cartridge and if you give
way you may give your Foot for dead . . . no man . . . can escape

. was quicker than can be
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them, and they give no Quarters, but if you will but observe the above
directions, they are the most despicable enemy that are’. (General
Hawley)

On Battlefield Confusion.

‘There’s some say that we wan

Some say that they wan,

And some say that nane wan ava, man;
There’s but ae thing, I'm sure,

That, at Shirramuir,

A battle there was, that I saw, man.
And we ran, and they ran,

And they ran, and we ran,

And we ran, and they ran awa, man’

The “for want of a nail’ School of History.

(The turning point in the skirmish at Clifton Moor was the wounding
of Colonel Honeywood, commanding the dismounted squadrons of
Bland’s Dragoons)

*We gat on no very weel, till the lang man in the muckle boots came
ower the dyke, but his fut slipped on a turd, and we gat him down’. (a
Highland prisoner).

On Volunteer Cavalry (either side).

‘An army of fox-hunters armed with light dress swords’.

‘Gude faith man, an you had ten thousand of them I would engage to
beat the whole with a squadron of Dragoons’. (Brigadier William
Mackintosh).

Making it all Work.

So, there we’ve got the ‘tactically significant factors’ on which to base
a wargame, and a hint of the spirit of the times which the wargame
should try to reflect. How to translate all this into a workable set of
rules? No easy answers I'm afraid, short of “get at least ten years
experience of writing rules for all periods and styles of warfare”, In
this case I'll spare you all the pages of amendments and crossings out
that went on before the finished version emerged and instead just
present you with the rules as they stand, for you to make of them what
you will. And I'll allow myself the luxury of designers notes and
self-critical comments at the end.

5mm WARGAMES RULES: JACOBITE REBELLIONS
Figures based as bodies of:
150 infantry (1-4 per regiment)
100 cavalry (14 per regiment)
200 Highlanders (1-4 per clan unit)
Scales: 1 inch = 50 yards, 1 move = 214 minutes.

Status:

— Four classes of troops 1. Veteran 2. Experienced 3. Raw (1-3 apply
to Government regulars and militia, and lowland Scots/English
Jacobites). 4. Highlanders

— Three conditions: 1. Steady

2. Ragged (deliver at best only ‘normal’ volley or scattered fire. Half
effect in melee)

3. Disorganised (Give only scattered fire, ¥4 effect in melee, may not
advance except in pursuit),

Movement:

Troops Good Terrain Poor Terrain

Infantry 2" (formed) 2" (disorganised)
3" (ragged)

Highlanders 5" (+2", charge) 4" (ragged)

Cavalry 7" (+3", charge) 4" (disorganised)

Forming line of battle from column (or vice versa):

— for ‘steady’ troops takes two moves, ragged during the manoeuvre
but steady again at the end of it. A column of march forming line of
battle can get up to four units per move into position.

— Ragged troops attempting to form line are disorganised and take a
further two moves to become steady again.

— is at half speed, ragged during the manoeuvre.

About face: takes half move (foot), full move (horse), ragged.
Crossing obstacle: (wall, stream, etc.), one move, ragged.

Re-forming:

— Ragged troops reform to steady after two moves stationary (not
firing and not under attack). Veterans take one move, Raw troops
three.

— Disorganised troops as above to get ‘ragged’ then again to steady.
Orders:

Regular Officer receives and digests an order in one move. Unit acts
on it on the next move.

Clan chief takes two moves.

Firing:

1) Artille Short Range Effective Range Extreme Range
0-300 yards  300-800 yards = 800-1200 yards

Trained gunners 10 casualties 5 casualties per 2 casualties per
per gun/move gun/move gun/move

Untrained 5 2 No effect

In all cases half effect against cover or moving target.

— Take one move to range in on new target.

— Short range effectiveness given above is only for fire at crossing
target. If the guns are under attack themselves treat as part of the
attack sequence.(See below) Trained gunners count as veterans for
morale purposes. If they stand after the initial morale throw they get
off three rounds; the first two each inflict 2 Average dice casualties per
gun, and the last (possible only to gunners steady after pre-melee
morale throw) inflicts 3 Av. dice casualties.

2) Musketry.

Short range = 0-25 yards, Medium range = 25-100 yards, Long range
= 100-200 yards.

Three types of firing:

a) First Volley: A fully ordered, simultaneous blast or platoon fire.
Everyone loaded and firing on command. Possible only once per unit.
b) Normal Volley: A bit rushed, many troops over-hasty in loading
sequence,

c) Scattered: An erratic and independent fire. Troops very nervous.

Effect: Calculated as a percentage of the numbers in the unit firing.

Short Medium Long
Vet. 15% 1% 4%
First Volley Exp. 12% 5% 2%
Raw 10% 5% 2%
Vet. 10% 5% 2%
Normal Volley Exp. 7% 2% 1%
Raw 5% 2% 1%
Vet. 3% 2% 1%
Scattered Exp. 2% 1% -
Raw 2% 1% -

Fire at crossing targets as a first or normal volley (up to the player) but
if unit concerned is under attack follow the:

Attack Sequence.

1. At 300 yards both sides test morale.

2. Defenders test for fire pattern (Test individually for units
concerned, or in groups of adjacent units of the same status, as the
player wishes). Throw D6, Veterans +2, Raw —1, under fire —1.
Result:

Long Range  Medium Range Short Range
1 or less Scattered Scattered Scattered
2 Normal Scattered Scattered
3 Normal Normal Scattered
4 Normal Normal Normal
5 Hold First Volley Normal
6 or more Hold Hold First Volley

3. Long Range Fire takes effect.

4. Attacking Highlanders test to open harassing fire. Only applies if
defenders have not yet opened fire themselves. Throw one D6
(ragged —1, disorganised —2). Charge straight in for 1/2/3, otherwise
open fire, then continue charge. Effect = 2 Av. Dice % % of clan total
(NB. Highlanders’ fire is individually aimed, so generally very
effective).

5. Previously ‘holding’ infantry test fire pattern again, counting as
‘under fire’ if attacking Highlanders gave harassing fire. (NB. ignore
any improvement on previous fire pattern.)



6. Medium and short range fire takes effect (work out as a single
calculation).

7. Final pre-melee morale test (if cavalry vs. infantry, cavalry tests
first).

8. Melee

Morale.

Experienced/Veterans throw two Average dice.
Raw throw D6 +2.

Highlanders throw one Average dice and one D6.

Test for Morale:

At start of attack sequence.
Before Melee.

After each round of melee.
Unit routs past or through.

Plus one:

Each secure flank.
Rear support.

Behind cover.

Veteran.

Steady.

Advancing highlanders.

Plus two:
Highlanders advancing downhill

Minus one:

Every 2% casualties on unit.

Ragged.

Each previous melee.

Cavalry (always).

Each friendly unit seen routing (up to 4) in previous four moves.
Militia (always).

Minus two:

Disorganised.

Untrained gunners.

Each unit routed immediately past/through in last four moves.

Special Factors, for pre-melee test only:

—2 Attacked in flank.

—2 hit by close range first volley.

—2 cavalry vs. steady infantry.

—3 attacked from two directions by troops totalling at least own
strength.

Final Total:
7 or more = Steady, 3-6 = Ragged, 1/2 = Disorganised, 0 or less =
Rout. ;

Reaction Tests:

Apply only in following circumstances:

1. Highlanders under cannon fire and stationary, test at 5% losses and
each subsequent 2%. Throw D6. Charge guns (ragged) for 1/2/3/4.
Adjacent units follow for same odds. If no charge on first testing, —1
on subsequent tests with further deductions for each failure.
Henceforth may not charge without favourable test, even if so
ordered.

2. Highlanders in a charge who become ragged or disordered after the
final pre-melee morale test to carry on. Throw D6 (disorganised —2):
halt for 1/2. Open scattered fire at 2% effectiveness. Test again on
next move.

Melee.

Each round lasts at least one full move.

Government Foot or lowland/English Jacobites inflict Av. dice x %
of own numbers in casualties. (Veterans + 1; Raw —1; Cavalry x2).
Highlanders inflict D6 +3% of own numbers in casualties.

— Test morale at end of each round. If neither side routed after three
rounds, attacker pulls back to outside musket range. Both are
disorganised.

— Victorious Highlanders: Disorganised. Throw D6: 12 = All
pursue/plunder.

3/4 = ¥ pursue/plunder.

5/6 = Y2 pursue/plunder.
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— Victorious cavalry: pursue automatically for two moves then throw
D6. Rally for 5/6 only. (Disorganised for 2 moves, then ragged for 2
more).

— Victorious infantry: Disorganised. No pursuit.

- Routing or pursuing troops are permanently disorganised and
disappear irretrievably off the field for the day. Pursuing highlanders
kill D6 % 10% of their numbers during the pursuit (cavalry D6 x
5%).

Notes.

— Casualties are reckoned to include not only killed or wounded but
also runaways and those helping wounded comrades from the field.
For campaign purposes assume half of a victorious army’s casualties
return to the colours at the end of the day.

— Definitions of troop quality:

Troops seeing action for the first time = Raw.

Troops with previous battle experience = Experienced.

Troops having previously fought a victorious action in this theatre =
Veteran.

Thus all of Cope’s army at Prestonpans would be Raw, all the units
sent over from Flanders would count as Experienced, and, of
Cumberland’s army at Culloden, only Barrell's, Ligonier’s and Price’s
regiments would count as Veterans.

Self Criticism Session.

— Does anyone really want to mess about with a pocket calculator
working out percentage casualties? I suppose I did at the time because
I wanted to be able to work through a campaign game. On balance [
think this method is more or less OK for a 5Smm set-up, but if the rules
were to be converted to 15mm or 25mm then a more traditional
approach using removal of figures might be better.

- You have to ‘fudge things at the moment of impact at the end of a
charge, because opposing units usually overlap, making it difficult to
be consistent with morale throws. If one regiment is steady and the
adjacent one disorganised things get very awkward to calculate if they
are attacked at the same time by one enemy unit. The only way to
avoid the issue is to fix things so that unit boundaries coincide.

— Is the pseudo-‘uncontrolled advance’ mechanism really necessary,
or did I only include it because it’s fashionable to have one? Any
Jacobite player who has his Highlanders stand under artillery fire is
asking for trouble anyway, so does he really need penalising further?

General Philosophical Objections.

—It’s all very Anglo-Centricisn’t it? All the tactical niceties and details
of the rule mechanisms relate to the fire-discipline of the Government
infantry. Highlanders are dismissed as a standardised mass, with no
distinction between differing degrees of enthusiasm — all are reckoned
equally ferocious. You could even argue that an active player for the
Jacobite side is not really necessary. The game could probably run
itself solo.

A better solution, perhaps, would be to retain the recognisably 18th
century side of the rules for the tactical manoeuvre and fire-
effectiveness of the regulars, while introducing mechanisms which
would create equally challenging but different problems for the
Jacobite player. Perhaps some sort of variant on my Dark Ages rules
(see issue No. 7 of this magazine's predecessor) might be appropriate
since Highlanders display ‘pre-Horse and Musket’ qualities. Prebble’s
Colonial warfare analogy (see above) is particularly to the point in this
respect. The best of today’s colonial rules no longer dismiss the
indiginous opponents of European armies as faceless hordes. In a real
sense, my rules are flagrantly racist!

A Note on Sources:

— For ‘The Fifteen’ see C.Sinclair Stevenson: Inglorious Rebellion
(London 1971) and C.S.Terry: The Jacobites and the Union
(Cambridge 1922).

— Books on the Forty-Five are too well known to need repeating. A
couple of recent works that won't, for that reason, be in the standard
bibliographies are:

F.J.McLynn: The Jacobite Army in England (Edinburgh 1983) . . .,
essential reading for anyone wishing to do the invasion as a
map/campaign game.

David Stevenson: ‘“The Highland Charge’ (in History Today, August
1982) . . . a revealing study of the origins and operational niceties of
the tactic, which proves to be a 17th century innovation, and not a
traditional highland method.
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The gamers games shop.

AVAILABLE again in the U.K. : 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 CARRYING CASE S5ET
10 x ¥ oz paini seis £12.95

GGO81 BASIC COLOURS GGI92  NAPDLEONIC LAND
GGOB2 METALLICS GGI93  ANCIENTS

GGO83  FLESH TONES GGO94 CONFEDERATE

GG084 HORSE TONES GGI9S  UNION

GGO8S SILKS & SATINS 1 GG  NAPOLEONIC NAVAL
GGU86 SILKS & SATINS II GGO9T WWII NAVAL

GGOS7  SILKS & SATINS Il GGI98 RAINBOW METALLIC
GG08S WEHRMACHT GG099 FLUORESCENT

GGO8Y ROYAL TANK REGIMENT GGI0 BUILDINGS

GG% PATTON'S ARMY GG101 RUINS

GGI91  RED ARMY WWII (£11,50 per set, 8 x loz. Glass Jurs)

What will you find at GAMES PEOPLE PLAY?

GAMES: Galore, too numerous to list from all leading and most minor producers. Wargames,
fantasy, sci-fi, role playing, sports and business games. Specialist games magazines.
Second hand and out of print games.
FIGURES: ESSEX & MIKES MODELS: We are the premicr 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.
FALCON: New Premier Ranges of 25mm & 15mm from the USA.
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, ANSCHLUSS PUBLICATIONS, 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,

Mail Order: UK & BFPO: min p&p 0.50p, otherwise +10% to max of £5.00
Europe: min pp £1.00, otherwise +20% o max of £10.00
Other surface: min £1.50, otherwise +25% to max of £15.00
Other air: min £2.00, otherwise +50% to max of £40.00

Payment: UK cheque, IMO/Bank Draft in sterling, VISA, Mastercard, AmEx.

\ \ Tube 5 Wellington Terrace
Notting Hill Gate : Bayswater Road
Kensington Church St, Kensington Palace

Tube: Notting Hill Gate (200yds)

Buses: A2, 12, 28, 31, 27, 62, 524, 88

GAMES
PLOPLLE
PLAY

TEN HIGH
ARMIES & ENEMIES OF
IMPERIAL ROME

Code (A1l AR)

001  Late Republic
2 Augustan Regular Army

003 Eary Ist C. AD
4 Mid 1st to Early 2nd C. AD
005 Extra Ammour for Dacian War
006 Late 2nd C. AD
007 Late 2nd to Early 3rd C. AD
008  Practorian, Early 3rd 1o Early 4th C. AD
009 Mid 3rd 1o Early 5th C. AD
Auxiliary
010 Augustan
011 Early st C. AD
02 Mid Ist C. AD
013 Late Ist to Early 2nd C. AD
014 Late 1st to I-_':u]! 2nd C. AD w, Legionary Shield
015 Late st to Early 2nd C. AD w. Wolfskin Headress
016  Late Ist to Early 2nd C. AD
017  Mid 2nd C. AD
M8 Mid 2nd C. AD in Scale Armour
019  Late 2nd, 3rd and Early 4th C. AD, unarmoured Lanciarius: 4th C.
w20 AD
21  Auxilia Palatina: 4th C. AD
22  Auxilia Palatina: 4th C. AD, no helmet
023 Eastern Auxiliary Archer: 1st and Early 2nd C. AD
024 Western Auxiliary Archer: 1st and 2nd C. AD
25 Eastern Auxiliary Archer: Mid and Late 2nd C. AD
026  Archer: 3rd to 5th C. AD
027  Augustan Marine
028  Barbarian Symmachiarii

Command (6 per %ﬁ:k 0.25p)

enturion: 1st
tlh Centurion: 2nd w 3rd C. AD
46  Centurion; 4th to 5th C, AD
47 Tribune: 2nd to 5th C. AD
050  Aquilifer: Mid and Late 2nd C. AD
051  Agquilifer: Late 2nd to 5th C. AD
(55 Draconanus: Late 2nd to 5th C. AD
057 Cormicen: Up 1o Mid 2nd C. AD
Equipment
145 Light Bolt Thrower (2 for 0.50p)

ltem
numbers. correspond ID WRG book: The Armies and Enemies of

El.‘l'ldi Rome
Infantry (25 per pack: £1.00)

Larnlrf (12 EEI pack; £1.00)
&p

LI]l
032
033

(48
49

Late ublic or Augustan

Auxiliary: Early and Mid 1st C. AD

Auxiliary: Earfy and Mid 1st C. AD in Scale Armour

Auxiliary: Late 1st and Early 2nd C. AD
Auxiliary: Early and Mid 2nd C. AD

Moorish Symmiachiarus

Practorian Guard or I;‘?“liﬁ Singulanis 2nd C. AD

Heavy: Late 2nd 1o 3

Scutarius: Mid 3rd to 5th C. AD

Promoti or Dalmatse mid 3rd to 5th C. AD

Heavy: Mid 3rd 1o 5th C. AD in Scale Armour

Heavy: Mid 3rd 1o 5th C. AD in Chainmail Hood

Heavy: Mid 3rd to 5th C. AD in Cloak

Clibanarius: 3rd 1o 5th C. AD

Cavalry Command (3 p-cgé;u:k 0.25p)

‘Officer up 1o 2
Officer 3rd 10 5th C. AD

s 5Wellington Terrace, Bayswater Rd.,

Circle, Central and District lines NOttlng Hl" Gate, Lon(*)n W'Z
Tel: 01-727-9275

When replying to adverts please mention Wargames Illustrated.




Pockd Wae B Europa Series (the big one)
Bth Army = 7.95 ite (Polan
Aachen 1944 B 19.95 E:,Tﬂfm“w%lm} S
R c 1245 Fire in the East (Russia 1941) c

the Reich (W. Front 44-5) C FAR T (Norway 1940) C
Ambush (Solo) (Squad ops 1944) T 2075 Near East (expansion only) C
Move Out (Ambush exp. ) 4 10.80 Spain & Portugal (exp. only) C
Purple Heart (Ambush exp.) T 1915 goorched Earth (FITE exp. 42-44) (&
Silver Star (Amb. exp) (Ttaly) T 160 Their Finest Hour (UK. 1940) P
Battle Hymn (Ambush syst. Pacific) T 25.80 Torch (French N, Africa 1942-43) c
Armor at Kursk (Prochorovka 1943) B 4.45
Arnhem Bridge (1944) c 795  Post WWII
Barbarossa4]1-45 Co 15.95
Battle Cry (Small unit ops Pac.) T 16,95 ) :
Bartle of the Bulge 1944 B 14,15 +\egea Stxiks (Asgeanzone today) £
Battles for the Ardennes 40+44 B 19.95 Air & Armour(Wurzburg area today) 2
Black Sea & Black Death 1943 B 14.95 ﬁ: g:é‘;:'t'ti’l{n\;f E‘:’f:;iﬂm m‘;
Blitzkricg w 14.15 . - Grerm.
Sty b ISR o 5

v Y ' I ‘4 - ' u -‘- .
Dark Crusade (E. Front 1941) c 12,05 Boots & Saddles (Asslt sys. Helis.) T
Drive on Stalingrad (1942) c T e e b L
Duel for Kharkov (1943) C 2495 O "mn)jf‘T"'“". wﬂ;ﬂ?] s
East Wind Rain (Pacific 41-45) /o 26,95 [Fircpower {Inf. Tactics )
Eastern Front Solitaire (Solo) 0 14,05 HustEam(WiGeo, Us-Say. Thiics) 45
Fortress Europa (W, Front 1944.5) c 14.15 Eﬁmﬂmmmﬂﬁ% 5 Cfg
e ) S liey MainBamle Arca(W.G. US-Sov.) B
Hells Highway (Amhem camp. 44) C 17.50/ NATCH e SERE Contl Froni) C
Hitlers Counterstroke (Mortain 44) B 7.95 SMRWZ - Eaﬁiﬁgﬁ:ﬂ?‘m ops) g
Hitlers War (Europe 1939-45 WIS 15.50 AL
Kaney (Dnepe 1043 B 10,05 Superpower (M) (World domination) P/S
m&(ﬁtm] : B 14.95 Supremacy (M)(World dominance) P/S
Longest Day (Normandy 1944) BIC 55.05 ‘i:;ﬁm - , ow
Market Garden (Arnhem camp.d.b.) e 9,95 Plawon (Viemamactics) T
Normandy Campaign (d.b.) c 9.95 Cossacksare Coming (E. Prussia 1914) <
Omaha Beach (1st 10 days) B 15.80 D'th,.;';[’ PiS
o et ) S %5 Naar War(CardGame forMeplomaniis)
ar a
Panzer Armee Afrika (Desert 41-2) c 14.15 Nuclear Escalation (More Meglomania() 5'
Panzer Command (E. Front 1942) T 17.50
PzGroup Guderian (Smolensk 41) B 15807 Akl Naval
Panzer Leader (W, Front 1944-45) T 15.80
Panzerblitz (E. Front 1941-45) T 15.80  Airforce (WWII'W. Front Air Com.) T
Panzerkrieg (E. Front 1941-44) € 15.80 Dauntless{Airf. exp. Pacific)
Pattons Best (Solo) (W. Front 44-45) i 2195 B-17(Solo) (Daylight bomb. tour) TIC
Road to the Rhine (W.Front 44-5) 0 9.95 Balloon Busting (WWII) (book format) T
Rommel in North Africa C 16.95 Bismarck (1941 breakout) TIC
Rommelin the Desert Cc 18.95 Flight Leader (Jet Combat) T
Rommel's War (Desert 1940-42) c 18.95 Flat Top (Solomons 1942) TIC
Russian Campaign 1941-45 o 12.45 Flying Machines (1915 Air Com.) T
Russian Front 1941-45 c/o 19.95  Knights of the Air (WWI Air Com. ) T
Squad Leader (Small unit ops) T 19.15 Luftwaffe (Daylight bomb. 1943-45) C
G.L.(S.L. expansion) T 25.80 Jutland (WWI Naval) TIC
Sniper (Man to man, all fronts) T 15.95 AirSuperiority (Mod. Jet Combat) T
Sniper Campaign (Sniper exp. ) T tha Midway (1942 Aero-naval) B
StLo(1944) B 14.95 Naval War(Arms Race card game) s
Stalingrad (E. Front 1941-43) C 12.45 Morway 1940 (Naval camp.) C
Storm Over Arnhem 1944 B 14.15 RAF(Solo) (Battle of Britain 1940) c
Tank Leader (E. Front 1941-45) T 19.95 Battle Over Britain (1940 Air) C
West Front Leader (1944-45) T 1895 Richthofen (WWI Air, book format) T
“Third Reich (Europe 1939-45) wis 15.80 Richthofens War (WWI Air 1917-18) TIC
To the Wolfs Lair (E. Prussia 45) C 16.95 Second Fleet (GIUK naval today) C
“Trial of Strength (E. Front 41-45) C 2695 Sixth Fleet (Mediterrancan today) C
Twilight War (French Resistance) C 10.95 Submarine (WWI & IT sub. actions) T
UpFront (Squad Combat card game) T 21.85 TopGun (Mod. Jet Combat) T
Banzai (Up Front Pacific exp.) T 10.80 Top Gun Advanced T
Victory in Europe (1944-45) (8] 14.95 Warat Sea (Atlantic 1939-43) 5
World in Flames 193945 OMW/s 3.75 Victory in the Pacific (1941-45) 5
World War IT (Europe 1939-45) cio 2495 Royal Navy (WWI& WWIINaval Bartles) T
Incredible Victory (Debrechen 1945) B 19.95 Yamato (Pacific WWII Naval Battles) iy
ASL: Advanced Squad Leader Rules T 3330
ASL: Beyond Valour (E. Front mod.) T 34.10
ASL: Paratrooper (Intro. mod.) i 13.30
ASL: Streets of Fire (E.F.mod.) T 24.15
ASL: Yanks{West Front U.S. mod.) T 29.95
ASL: Hedgerow Hell T 2395
meg Lmolm you find under one amirw 5
SC| science fiction
e ik
mas! nsive collection of board games.

unhurried, hospitable

If you dont know then you havent been fo GAMES PEOPLE PLAY.

GAMES PEOPLE PLAY
The Gamers Games Shop
5 Wellington Terrace, on Bayswater Road, Notting Hill Gate, London
W2 4L (just 1.5 miles from Marble Arch, a few minutes from Notting Hill
Gaie)

1 COm &
greatest cﬁ?ﬂnlln’yhmdm]pun
specialist collection of out of print games and RPG material.
raneedbmb model f-:mm, buildings, kits, etc.
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i:'. hﬂph;ladvmcp::mn 3

TEL: 01-553 4345
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: 13 WESTBOURNE PLACE
sl HOVE, E. SUSSEX BN3 5PE
‘\.t't'-."i 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.

MICRO-SCAPE
Pond Cottage, The Street, Somerleyton,
LOWESTOFT, Suffolk, NR32 5QB
Tel: (0502) 731423

Dear Customers,

Due to an increasing demand for my high
quality painted miniatures would you please
contact me by phone or mail for an estimate on
how long it will take for me to complete any
orders you may send, since I am now booked up
until February 1988.

I also have to announce a price increase on
painted miniatures and buildings from this
month onwards.

£1.40

15mm Cav.......oeerereecn. 90D

HUt 2. eermereerarrenes. ELOO
(Chieftains)

Send £1.00 for full listings and a sample 25mm figure (please do not
request a specific sample figure).
Please add 10% p&p for U.K./B.F.P.0. orders, 30% for Europe and 50%
for US.A. and Australia.
Cheques/P.0.'s payable to MICRO-SCAPE.

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

PRODUCTS:-
5 mm Figures
15 mm Figures
25 mm Figures
1/300th Tanks
1/1200th Ships
1/3000th Ships
Rules & Lists * Uniform Guides

SUPPLIERS REPRESENTED:-

Tabletop Games » Wargames Research Group « Newbury Rules
MOD Games + Davco « Skytrex « Raider Games * Athena Books
Partizan Press « PSL « Blandford Press « Osprey * Pengel & Hurt
Jacobite Miniatures « Chariot Miniatures « The Tin Soldier
Donnington Miniatures « Front Rank Figurines « Lancashire Games
Campaign Figures » Stone Mountain + Pioneer Miniatures « Navwar
Bellona « Battleground + Total System Scenic + Jena Enterprises

Military Books + Buildings « Terrain
Flags, Bags, Dice, Paints, Brushes & More

CATALOGUE PRICE
(Includes £1.25 Credit Voucher)

£2.50 UK & BFPO

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

MAIL ORDER TERMS

Publications - Post Free UK & BFPO
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JMilitary  IMiniatures

Many thanks to all our ‘wonderful, fabulous’ customers who came to see us at Armageddon and spent all
those thousands of lovely pounds. We love you all dearly!! Many thanks also to Trevor H and all the boys for
putting on such a wonderful little ol’ show (sorry Paul B about the stack of blocks, we were trying to build
them high enough to reach God!)

Just to remind you of our very own CONNOISSEUR ARMIES

25mm 40 piece sets of painted figures at..........coursvvcinvaree £35 By the legendary BRIAN DESBURGH, who is probably the finest painter
25mm 120 piece painted armies at.. e ENO (AN ST _
15mm 140 piece painted armies at.. : £84 A basic Connoisseur army can contain for example, three Infantry units,

two Cavalry units, Staff and artillery for a total of approximately 100

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,

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!

just for you.

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 quantity, 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
-.-.--.c-.o.-o-o..o.co.colcooc.o.a-oo----onoootnloooooocooocllolconoon..ut-to-toonlooutﬁ

SUPER NEW SPECIAL OFFER

140+ Minifig Army Packs, specially compiled by us for our painters, but made available to you in the UNPAINTED
form. For full lists of packs please phone!!!
ONLY £14.25 inc p+p

216fa ACW Union
217fa ACW Confederate
220fa F.P. French

221fa F.P. Prussian

Examples: 196fa SYW British
197fa SYW French 204fa Nap. Brunswick
200fa SYW Russian 207fa Nap. French
201fa Nap. Saxony 208fa Nap. Russian

203fa Nap. British 209fa Nap. Prussian

210fa Nap. Bavarian
212fa Nap. Spanish
214fa Nap. Austrian

AL AL AR L LA L LRI A R LR R R R R LR R I ..0.‘...‘......I.I.....I...I-.'.l...'l*
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!

We will send you FREE of charge: A 15mm painted figure, a 25mm painted figure, a TS5 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 would like a
15mm or 25mm Desburgh sample. You can't lose.

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




" THE STORMING OF GHAZNI

by David Snowden

In 1838 Dost Mohammed, ruler of Afghanistan, was offered an
alliance with the British in India. His cavalier refusal led the
Governor-General, Lord Auckland, to decide to replace him with a
more amenable ruler and his choice settled on Shah Shujah. By
autumn of 1838 this project had evolved into a full-blown invasion.

A division of the army of the Bengal Presidency under Sir
Willoughby Cotton assembled at Ferozepore, while Sir John Keane
led a division from the Bombay Presidency to a junction with Cotton
in the Indus delta. Cotton's force marched from Ferozepore on 10
December 1838 in five columns at one day intervals, the supplies and
stores in the rear. In the train were 30,000 pack camels and up to
60,000 camp followers, but the troops had nonetheless to carry their
own kit and stores in back-breakingly heavy packs. Having joined
with Keane’s division the combined force marched on towards their
objective, a large part of the way through high mountain passes in
appalling weather.

The trouble started when the column got to Baluchistan in March.
Hostile mountain tribesmen repeatedly attacked the column, seizing
cattle and camels and killing the camp followers. Nevertheless the
column got through the 60 mile Bolan Pass by 26 March and
struggled into Quetta. By this stage of the campaign the soldiers
were already down to half rations and the camp followers were on
quarter rations.

Pursued and harassed by tribesmen the column snaked ahead, the
soldiers trudging along in temperatures in excess of 100 degrees
Fahrenheit, the cavalry plodding on foot, goading their mounts with
sword or lance point. After marching over 1,000 miles in 137 days,
on half rations for the last 28 of them, the Bengal division marched
into Kandahar on 26 April. On 5 May the Bombay division caught up
with them having suffered the same privations. A Quartermaster’s
report revealed that even on short commons there had been only
three days food left when the army entered Kandahar. Sir
Willoughby could now draw up his plans against Dost Mohammed's
treasured stronghold of Ghazni.

The fall of Ghazni would deal a mortal blow to Dost Mohammed’s
ambitions. He considered it to be an impregnable fortress and had
laid his plans accordingly. The British, he believed, were certain to
by-pass Ghazni and move either on Herat or directly on to Kabul.
His plan was to allow the British to pass the fortress and march on for
two or three days before leading his main army against their front
while the Princes Afzal Khan and Haider Khan fell on their rear.
Cotton was waiting to be reinforced by the allied contingent of Sikhs
and Shah’s men led by Colonel Wade. Aware of this arrangement
Dost Mohammed sent one of his sons to oppose them at the Khyber
Pass. In the meantime he would employ any breathing space in
ordering the Baluchi army to assemble and trying to tempt the Amir
of Khaipur into joining the war against the invaders. Cotton,
however, was too canny to leave a powerful enemy presence
unreduced on his line of march.

On 27 June 1839 Keane began the 230 mile march from Kandahar
to Ghazni. Kandahar itself was left with a small garrison under
General Nott, an able officer who had had the misfortune to cross
swords with Keane in the past — two batteries of artillery, the 37th
Bengal Native Infantry and some of the Shah’s troops. Keane also
left his siege train in Kandahar and later the absence of those four 18
pdrs was to be badly felt. He had, as a sort of guide, an “‘expert” on
local customs and conditions called Macnaghten. He had convinced
the Generals that Ghazni was weak and would fall to field artillery,
but both Keane and Cotton must have known of Macnaghten’s
reputation for getting things wrong and the Bengal Europeans
cannot have been overjoyed to have manhandled the 18 pdrs
through the Bolan and Khojak passes only to have them left behind!

The army moved off in three columns with the usual one day
interval so that each would avoid marching in the other’s dust,
advancing through the gently rising country towards Kalat-i-Ghilzai,
a distance of some 90 miles. Along the way they were shadowed by
bodies of Ghilzai horsemen who dogged the army’s flanks, rarely
trying their luck, and then only with a short dash in. The leading
column reached Kalat-i-Ghilzai on 4 July, rested for a day, then
pressed on unmolested.

Due to the shortage of transport animals the whole force had once
again been on short rations since leaving Kandahar. On 17 July an
abundance of grain fell into the army’s hands and full rations were

restored for the time being. Two days later the advance guard met
hostile cavalry near Ahmed Khel. As a precaution General Keane
ordered the rear column to close up by forced marches. Three days
later the force reached Nani where they joined up with the Bombay
troops of Major-General Willshire and Shah Shujah’s native
contingent. On 21 July the combined force marched the final 12
miles to Ghazni across the open plains.

Ghazni was the most famous of the great Afghan fortresses:
Komona, Ganauri, Kalunga and Jaithak. Eight hundred vears
before the great Mahmud had set out from Ghazni to subdue the
princes of Northern India. Now the people of India were returning
the compliment, led by the Princes from across the sea.

As the leading troops neared the fortress the defenders let them
know they were expected with a brisk cannonade and heavy
musketry from temporary fieldworks, garden walls and a fort hastily
thrown up to control the river. General Sale led the 16th and 48th
Bengal Native Infantry and the 13th Foot in the attack and drove the
enemy in under the walls of the fortress, all except those securely
entrenched in the fort. Three troops of Horse Artillery, a Camel
Battery and one Foot Battery deployed and brought the fort under
accuraté shrapnel fire and the defenders’ losses began to mount.

When Keane realised the strength of the fortress he regretted
leaving the siege train behind but, with rations rapidly running out
again, there was no time to bring them up so he ordered a
reconnaissance, to be carried out by Captain Thomson (the chief
engineer), Captain Peat (Bombay Engineers) and Major Garden
(Bengal Army), with an escort of detachments from the 16th
Lancers and 13th Foot. Their orders were to find a way to breach the
wall without artillery. They found that the fortress was surrounded
by a well-maintained 60 to 70 foot rampart built on top of a 35 foot
scarped mound, flanked by numerous towers and surrounded by
both a fausse-braye and a wet ditch or moat. The irregular figure of
the fortress afforded the defenders good flanking fire whilst the
height of the citadel covered the interior from fire from the
commanding hills to the north, negating the advantage usually to be
gained by seizing the high ground. The towers at the angles of the
walls had been enlarged, screen walls had been built in front of the
gates, the moat dredged out and refilled to an unfordable depth (it
was believed) and, of course, there was the freshly constructed fort
built on the right flank guarding the river. Between all this and the
attackers were the tangled gardens reinforced with hastily dug
trenches, as already mentioned. The garrison at this time consisted
of 3,500 men, under the command of Prince Haider Khan, well
supplied with guns, ammunition and food, and with a secure water

supply.

Captain Thomson was forced to return a pessimistic report: there
was no question of doing any serious damage to the curtains with the
artillery available and an escalade over the lofty walls would have
been suicidal. A regular blockade or siege would have required a far
larger army than the one deployed in Afghanistan. The moat made
mining impracticable and, greatest blow of all, even if the four 18

rs had been brought up they would have been unequal to the task
of breaching the curtain walls. Having submitted this depressing
preliminary report the reconnaissance party again braved the storm
of fire to make a closer reconnaissance to see if any other means of
attack presented itself. That the defenders had plenty of ammunition
was never doubted — they made prodigal use of it — and the engineers
had to continue without their escort.

A first inspection of the defences showed them to be equally
strong all round. Eventually consensus settled on the Kabul Gate as
the likeliest possibility for an assault. The road to the gate was clear
and the bridge over the ditch had not yet been broken. Best of all
there were good positions for the artillery within 300 yards of the
gate on both sides of the road. At this critical moment a deserter
from the fortress supplied the vital information that reinforcements
were expected from Kabul. The implication was that the gate had
not yet been blocked, but was ready to admit the reinforcements ata
moment’s notice.

While the reconnaissance was going on General Keane ordered
his whole force to cross the river close to the fortress’s walls and gain
the commanding ground to the north. He took the precaution of
securing the Kabul road against alarms in the night and interposed



his men between Ghazni and its expected relief. Mohammed Ubzel
Khan, Dost Mohammed’s eldest son, had been sent from Kabul with
astrong body of troops to aid his brother in command of Ghazni. His
men were already there when the British arrived but, because of lack
of space inside the fortress, many had been camping outside the
walls. When the enemy had appeared before Ghazni they had drawn
off a few miles to a new camp where they had been joined by two
Ghilzai chiefs leading 1,500 cavalry and 3,000 fanatical tribesmen
from Zeinat,

On the evening of 21 July Keane held a council of war with his
engineers and the following morning joined them in a personal
reconnaissance. He was shown the Kabul Gate which Thomson,
Peat and a party of volunteers undertook to blow in with gunpowder.
Keane formulated his plan around this action. As soon as the gate
was blown Colonel Dennie was to follow up with light companies of
the 2nd and 17th Foot and the Bengal Europeans, supported by one
company of the 13th Foot. They were to be followed by the main
assault party under Brigadier Sale leading the residue of the 2nd
Foot, 13th and 17th Foot and Bengal Europeans. A short distance
behind them would be the reserve comprising the 16th, 35th and 48th
Regiments of Bengal Native Infantry, under General Abraham
Roberts. But there was one problem to be disposed of before Ghazni
could be stormed.

Around midnight on 22 July enemy horse and foot were spotted
swarming up the hills to the south, and down the other side to attack
the Shah’s camp at the foot of the hill. Captain Nicholson led the
Shah’s horse out and vigorously charged the Afghans, driving them
back. In anticipation of just such an attack Captain James Outram
had led out a party of the Shah’s horse and stationed them in ambush
where they could cut off the enemy’s retreat. Now he charged the
retreating Afghans with swordsmen and matchlockmen and drove
them onto the waiting cavalry. Led by Outram himself the footmen
stormed the steep hill where a mass of the enemy surrounded a green
Islamic flag. Under this rude assault the Afghans finally fled from
the hill and rallied on top of a hill beyond. Blown by the exhausting
uphill charge Outram’s men could not pursue.

Safe from interference for the moment the preparation for the
assault went ahead. At midnight on 22 July the first batteries moved
off to their selected posts to be followed at half hour intervals by the
other four, As the guns were settled in 250 yards from the wall the
infantry took up their assault positions.

Three o’clock on the morning of 23 July saw the demolition party
of Captain Peat, Lieutenants Durand and McLeod, three Sergeants
and 18 men carrying 300Ib of gunpowder, packed into 12 sandbags,
to their station near the gate. As the demolition party, with its escort
of six men from the 13th Foot, emerged from cover the enemy
opened a hot fire from the wall. A detachment of the 13th Foot
doubled down both sides of the road, dropped into the ditch, and
tried to suppress the defensive fire.

In spite of the defenders’ fire the gunpowder was stacked against

the gate. To fire it a train was laid inside a 72 foot canvas hose and
ignited. The carrying party took refuge in a ditch, just two minutes
after they had emerged to lay the charge. As the explosion died away
the bugles sounded “Advance”, unleashing a hail of fire from the
emplaced batteries which played on the citadel and ramparts
smashing brick and stone, dismounting wall guns and scattering
men. Colonel Dennie’s advance guard found their task hampered by
the rubble in and around the blasted gateway and by the Afghans
who had turned out to defend the ruins. Shooting, stabbing and
clubbing, the Europeans gradually gained the ascendancy, cleared
the gateway and held it open for the main body.
Sale’s assault party was just behind. A moment of confusion
followed when Sale believed that the explosion had failed to breach
the gate and he had the retreat blown only to be stopped by
Thomson. The advance was once again sounded and the assault was
pressed home. Inside the gates the struggle was desperate. The
defenders fired from roofs and walkways, from behind walls, round
corners and through windows. Many cast aside their muskets and
fought hand-to-hand with swords, daggers and pistols. With Sale in
the front rank his men doggedly fought through the lower part of the
fortress until the Afghans’ fire slackened and, beyond the odd
random potshot, finally ceased.

Turning his attention to the citadel Sale could see panic - stricken
Afghans abandoning their guns, throwing away their arms and
scattering in every direction. The 17th Foot, seconded by the 13th
Foot, forced open the gates of the citadel, raced to the top and
planted their colours on the ramparts.

Hard on the heels of the main assault party came Brigadier
Abraham Roberts, sword in hand, at the head of the reserves. Not to
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The Storming of Ghazni

be outdone by the British the Sepoys swept through the fortress,
hunting out the enemy wherever they remained, rounding up
prisoners where they would surrender, killing any who stood to
fight. Sale had been wounded in the assault and Peters took
command and, having sent his men off on an Afghan hunt, settled
down to secure Mohammed Ubzel Khan, sending off a snatch-squad
under a Captain Taylor. Khan was found close to one of the gates
with a large party of hangers-on, waiting to make a run for it.
The impregnable fortress at Ghazni, bravely defended, abundant-
ly supplied and only a few hours from relief, had fallen in two hours

fighting.

Wargaming the Battle

The Storming of Ghazni fits nicely onto a table top, regardless of
the size of figures or set of rules you elect to use. For rules I cling to the
Wargames Research Group 1695-1845 set, with its small regiments,
which I prefer when using 25mm figures. On their figure scale I
suggest giving each British regiment 16 figures so that the vanguard of
the storming party can be made up from several two man light
companies. The Bengal Europeans are 12 figures strong, with 14 men
per regiment for Sikhs and Sepoys. The Afghans, hill tribesmen and
Shah’s troops are best organised in irregularly sized bodies (see the
table accompanying the battle map).

For figures you could do worse than browse through the Minifigs
catalogue and I direct your attention to the Indian Early Wars and
Mutiny and British Colonial War ranges. The British foot regiments
are well represented, as are the Company’s sepoys. There are even
Sikhs to make up the allied contingent and no shortage of regular and
irregular cavalry. The hillmen come from the Afghan figures while
Dost Mohammed'’s soldiers are recruited from the Pathan range and
the Egyptian range supplies the Shah's men and extras for the
irregulars. Artillerymen can come from the colonial range while
artillery pieces, limbers and so on can be chosen from the British and
French Napoleonic ranges. The camel battery is unlikely to have been
the light cannon/giant musket arrangement of Moghul armies because
they are recorded as firing shrapnel against the fort. I would suggest
that what we have here is a pack battery armed with mountain
howitzers from the British Napoleonic range.

In case this is beginning to sound like a Minifigs advert I had better
mention that it is a good battle for fighting in 15Smm for which
Freikorps 15 can supply some excellent little figures, particularly the
Afghans from their Moghul range. The latest Minifigs catalogue lists
some interesting figures for the 1790s which could be used for this
period, and there is no shortage of Renaissance Turkish figures which
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could be pressed into service as tribesmen. Pack camels can be picked
up from various ancient ranges. I do not know of any supplier of camp
followers in either scale so I can safely follow my usual policy of
ignoring them completely!

I fought this battle with freshly painted figures not yet stuck to their
bases so that they could be easily moved round inside Ghazni itself.

With a little thought it is possible to break Ghazni down into five
distinct actions. The first begins when the British and Allied force
appears, marching along the Kandahar road towards the fortress. As
already mentioned the ground on that side of the fortress was under
cultivation, seamed by ditches and edged with thorn bush. The
garrison had thickened up these natural defences with specially dug
trenches and awaited the allies in the trenches and ditches, covered by
fire from artillery and muskets on the walls of the fortress behind
them. The British attacked immediately the enemy were sighted, the
suddenness and ferocity of the assault pitchforking the defenders out
of their entrenchments and pushing them back to the walls of the
citadel. It is likely that fire from the walls prevented any further
exploitation.

Units Engaged (see Map)

Unit No. of
No. Unit Name (if known) Figs
1 H.M. 13th Foot 16
2 16th Bengal N.I. 14
3 48th Bengal N.I. 14
4 Shah’s Irregular Horse 15
5 Shah’s Irregular Horse 12
6 31st Bengal N.I. 14
7 42nd Bengal N.I. 14
8 43rd Bengal N.I. 14
9 1st Local Horse (Skinners) 6
10 Shah’s Irregular Foot 24
11 Shah’s Irregular Foot 16
12 Shah’s Irregular Foot 16
13 Bengal Europeans 12
14 35th Bengal N.I. 14
15 H.M. 2nd Foot 16
16 19th Bengal N.I. 14
17 H.M. 17th Foot 16
18 H.M. 16th Lancers 9
19 2nd Bengal Light Cavalry 9
20 3rd Bengal Light Cavalry 0
21 4th Local Horse 9
2 H.M. 16th Light Dragoons 9
23 Shah’s Irregular Foot 16
24 Shah’s Irregular Foot 20
25 Shah’s Irregular Foot 12

To this add the camel battery — one light gun — and six 6 pdrs.

The Defenders inside Ghazni total 70 figures with half a dozen wall
guns and crews and a couple of light field guns (something like the
French 4 pdr). The separate fort is manned by a dozen figures drawn
from Mohammed Ubzel Khan's reinforcements. He should dispose
of 50 figures (the rest are making up the numbers inside Ghazni) with
the 30 cavalry and 60 wild tribesmen brought in by the two Ghilzai
chiefs.

The second action is really an unusual sort of skirmish centred
around Thomson’s reconnaissance. The reconnaissance party is
tasked with making a complete circuit of the walls. To win at least one
of the officers, Thomson, Peat or Garden must complete the circuit
and make his report. The defenders will try to stop them by firing
from the parapets and sending out sorties to tangle with the escorts.

The abortive night attack by the Afghans on the Shah’s camp
provides the third scenario. For terrain you will need a large ridge
taking up two-thirds of the width of the table and running full length
with another, narrower, ridge running roughly parallel behind it. The
terrain should be broken with rocky outcrops, gullies and ravines,
lightly wooded, covered with scrub and supplied with two or three
likely ambush sites. Shah Shujah’s camp is at the foot of the large
ridge and about central so that the Afghans have to descend the
smaller ridge, climb the larger, and come down over the skyline.
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Action four is the laying of the demolition charges against the gate.
If you fight Ghazni as a straight battle then you will probably want to
assume that the charge is laid and exploded as in real life. Otherwise
you have no battle. On the other hand this heroic little action was the
key to the whole assault and is worth recreating in detail on a 1:1 basis.

The climax is, of course, the assault itself. The main features of the
fortress are shown on the plan but the open spaces should be filled
with houses and hovels, mostly makeshift, with bundles of stores lying
round. The fortress itself could be a rewarding building project for a
club event (go through your back numbers of MW for Ian Weekley’s
articles on Indian architecture) or easily assembled from your
favourite Castle Builder kit. Whichever way you elect to play it there
is a lot of material here which might, I hope, tempt someone into this
neglected but exciting period of colonial wargaming.

Lacking precise figures for the Ghazni “do” need not be a problem. Chaps from the surrounding centuries will be fine for the natives, and
Napoleonics near enough for the Brits. That at least is the solution of pukka Sahib Phil Robinson and Mohammed Harry Harrison, with a
mix of Minifigs and Freikorps 15s. Phil’s new terrain is made from a new very dense polystyrene, which can be sculpted, filed and

sand-papered, leaving a smooth surface.






*= FIGURE REVIEW **

TTG 15mm ANCIENTS

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

Prices — Infantry 10p, cavalry 20p, elephants
£1.25, all plus 10% post and packing.

ANCIENT INDIANS
IN1 — Infantryman with javelin, shield and
two-handed sword. A large, well-detailed
unarmoured figure standing at the ready
behind a large shield.

IN2 Armoured infantryman as in INI.
Basically the same figure as IN1 with a
different shield and the addition of textile
armour.

IN3 Infantryman with bow and two-handed
sword. A good, if somewhat thin, figure
shooting a bow.

IN4 Armoured infantryman with bow and
two-handed sword. Another thin, but well
cast, figure standing at the ready, sword in
hand.

INC1 L/MC with javelin and shield. A
well-detailed figure astride a beautifully
sculpted galloping horse. Personally, howev-
er, I feel the effect to be slightly marred by
an overlarge javelin.

INC3 EHC with javelin and shield. A truly
magnificent figure. Similar to INC1 in de-
sign but clad (rider and horse) in extremely
well-detailed armour.

INCS Elephant with armoured driver and 2
crew. This is a very impressive figure in-
deed. The well-designed elephant and driver
are supplied as a one piece casting with the
rest of the crew being separate. This is
certainly my favourite in the Indian range
(worth buying an Indian army for!).

SASSANID PERSIANS
SP1 Archer shooting. A plain but effective
representation of a Persian archer.

SP2 Levy Spearman. Another rather plain
figure, that en masse would look very
effective.

SPC2 Cataphract. This figure is advancing
on a walking horse. Both rider and mount
are covered in mail, an awe inspiring com-
bination on the tabletop.

SPC3 Light cavalry archer. A nicely detailed
figure on a galloping horse. Although an
archer, the figure is portrayed levelling a
small spear or javelin.

SPC4 Cavalry officer. The figure portrays an
armoured officer riding a partly barded
horse. The detail and design are both
excellent.

SPC5 Cavalry standard. A similar figure to
SPC4, but holding a cavalry standard.

SPC6 General. This figure is advancing on a
galloping horse. A very good command
figure, with an air of authority about it.

SPC7 Elephant. On assembly (incidentally a
nice trouble-free one), the model turned out
to have three crew figures and a driver, the
crewmen being ensconced in the howdah.
(Oh dear, the temptation to buy a Persian
army is getting markedly stronger!)

BYZANTINES
BY1 Heavy skutatos. The figure is advanc-
ing, shield enarmed and pike sloping for-
wards. Can’t wait to paint this one, the
detail is so good.

BY2 Medium skutatos. Standing behind his
shield and holding his pike erect. A block of
these figures would look quite intimidating
across the wargames table.

BY3 Archer. A lightly armoured archer
getting an arrow from his quiver. This figure
would be quite at home in many other
Eurcpean Dark Ages or feudal army.

BYCI1 EHC with lance. A real heavyweight
this one with kite shield and be-pennoned
lance on a partly barded horse.

BYC2 EHC with bow. This is an exceptional
figure, having not only good detail but also a
great deal of character. The horse in particu-
lar is very good.

BYC3 HC with lance. Similar in design and
concept (but not armour) to BYCI, this
figure could be happily used in other Frank-
ish armies of the period.

BYC4 HC with bow. Yet another winner.
I'm fast running out of superlatives.
G & AS

** BOOK REVIEW **

BRITISH MINOR
EXPEDITIONS
WALCHEREN 1809
Wargame Library
Supplements No.7
Available from: Bill Leeson, 5 St. Agnell’s

Lane Cottages, Hemel Hempstead, Herts,
HP2 TH]

Card cover, 26 pages, 2 loose maps en-
closed, price £3.00 plus 25p post and
packing.

This is another of Bill Leeson’s re-publica-
tions of a booklet first published in 1884 by
the Intelligence Branch of the British Quar-
termaster General’s Department, It covers
the landing in 1809 on the island of Wal-
cheren which was made with the object of

blocking the
Antwerp.

A force of some 40,000 troops was
landed, escorted by 35 ships of the line and
about 200 other vessels. At first successful,
capturing Flushing, the invasion force was
soon cordoned off by the Franco-Batavian
forces, and the invasion came to nothing.

Walcheren Fever, a kind of malana,
caused enormous casualties. Over 2.000
died of sickness on service, and nearly
13,000 others were repatriated sick, of
whom nearly 2,000 more died. This is clearly
shown in the appendices to the report.

The text is easy to read and the progress
of the expedition is easy to follow. The maps
included are clear and easy to read, although
in black and white.

This is a useful series of booklets,
although limited in the fact that Mr Leeson
has made no attempt to expand the informa-
tion by using other sources to provide
further details. It would have been particu-
larly useful to wargamers if he had been able
to give some information about the Franco-
Batavian forces involved.

Scheldt and capturing

CAS

** RULES REVIEW **

FORLORN HOPE

Available from: Partizan Press, 26 Cliffsea
Grove, Leigh-on-Sea, Essex.

Wargames rules for the ECW period by P.
Berry and B. Wilkins, card covers, 60 pages,
£2.95 + 35p p&p.

This is a dedicated set of rules for a
limited period, and as such must be consi-
dered a good thing. They are also basically
simple (good — I understand them) and the
final arbiter appears to be morale — which
would appear to be historically correct.

Basically the rules cover both 15mm and
25mm figures and are conventionally orga-
nised. This means that there are sections on
terrain, choosing an army, organisation and
classification of troop types, movement,
combat and morale. There are no really
radical novelties, but these are not the usual
run of rules. There are several unusual
features.

One excellent facet is the constant use of
boxed, worked examples to illustrate the
rules; non-intrusive and useful. Other rTule
writers please copy. The rules are finished
off by an extremely useful listing of typical
ECW armies, including points values, and
notes on command structures. The overall
presentation and reproduction are very
good. A useful, “fun” set of rules. Recom-
mended.

K.G.B.



PIKE AND SHOT
ENGLISH CIVIL WAR
WARGAMES RULES
By John Armatys.

Available from: Dodo Publications, 82 West-
bourne Road, Sheffield, S10 2QT.

Card covers, 19 pages, £1.20 plus 25p postage
and packing.

Not strictly dedicated to this war, they
include modifications to cover all Western
European wars in the 17th Century. De-
signed for use with both 15mm and 25mm
figures, but the only base size that really
matters is the artillery one.

The rules are conventionally organised,
with sections on troop classification, forma-
tions, armour and organisation, terrain,
movement, firing, melee and morale.

Appendix 1 has the necessary rules mod-
ifications for extending the period and
Appendix 2 summarises the rules.

A very neat, relatively fast, playable set of
rules. The only drawback is the usual Dodo
habit of using small type. Recommended,
but on a more serious level than Forlorn
Hope.

K.G.B.

PLAYABLE NAPOLEONIC
WARGAMES
By Barry Edwards

Available from: Barry Edwards, 57 Palmers
Drive, Grays, Essex, RM17 5AR

Full colour art board covers, 48 pages
(including 6 pages of colour photographs and
2 page colour hex map), £4.50 plus 45p
postage and packing.

The author is a veteran wargamer and
ex-Royal Military Academy lecturer, and it
shows. The book covers the Peninsular
campaign of the Napoleonic Wars and is well
printed on good quality paper, including six
pages of excellent full colour photographs
(by Duncan Mcfarlane — though not cre-
dited), and a colour two page map, on hexes,
of the theatre of operations. Best of all -
reasonably sized print and excellent layout.

This book is a novel idea, a complete
(except for figures) package of wargaming:
historical background, an introduction to
wargaming, including basic painting and
basing, and the author’s philosophy on
wargaming and rules.

Then on to the meat of the book, tactical
rules occupying six pages, together with a
page of firing templates. The rules them-
selves are of the basic, simple variety — and
are all the better for that, but the important
historical principles are brought out. They
appear to be reasonably quick to play and
easy to pick up.

The next section is the campaign rules; an
introductory section, explaining the rationale
and how the map works, followed by weather
rules and then a summary of the campaign
rules.

A useful innovation is an account of an
actual game, keyed into the rules and
illustrated by the photographs. The book is
completed by a section on formations and
moves, illustrated with line drawings, a
section on creating and building terrain, a
guide to figure availability and a useful select
bibliography.

This book is excellent value for money and
will be invaluable to the novice wargamer, or
someone thinking about Napoleonics for the
first time. Even experienced wargamers will
find it stimulating and useful. A new idea in
wargame literature publishing and very high-
ly commended.

K.G.B.

SIGNALS AND
INSTRUCTIONS
IN ADDITION TO THE
GENERAL PRINTED
INSTRUCTIONS

Available from: Bill Leeson, 5 St. Agnell's
Lane Cottages, Hemel Hempstead, Herts,
HP2 7HJ.

Card covers, 31 pages, price £2.50 plus 25p
postage and packing.

This is a facsimile of the sailing signal
instructions issued to the R.N. in 1778,
contributors include Vernon, Hawke and
Boscowen. They are supplementary to the
Sailing and Fighting Instructions for His
Majesty’s Fleet, also published by Bill
Leeson, and are fascinating.

All sorts of eventualities are covered, and
it is fascinating to see how detailed the signals
are, and how much information could be
given. It must have been dodgy being a
signals midshipman. Essential for all
Napoleonic naval buffs and the stimulus for
signals-based naval wargames is quite in-
teresting.

The book is concluded with two pages of
black and white illustrations of signal flags
and flags of office. Recommended.

Bill Leeson is doing the hobby a great
service with his facsimile reprints; original
data, readily available at a cheap price.
Check them out.

K.G.B.

RALLY ONCE AGAIN
By Paddy Griffith
Published by The Crowood Press
ISBN 0 946284 48 2

Available from any good bookshop.

Hardback, 239pp, illustrated and maps, Price
£12.95.

This, the latest Paddy Griffith book, is well
researched, attractively presented and, most
importantly, well written. It is not another
history of the American Civil War but a
history book about how the Civil War came
to be fought in the way it was. Unlike the
majority of historians, the author believes
that this conflict was not the first “modern
war”; his assertion is that, in fact, it was the
last “Napoleonic War”. The advances in
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technology of the Nineteenth Century such
as the railways, telegraph, and breech-
loading artillery did not really affect the way
armies fought one another, although
strategic movement might have been rather
more rapid.

Each facet of warfare is taken in turn and
described. Copious notes and quotations
provide the authority for the author’s asser-
tions.

Many tables and diagrams present the
information in a clear and easily compre-
hensible way. One has no need of an
encyclopaedic knowledge of the period to
understand what is described.

Completing the book is a good, critical
bibliography. This lists over 150 books, each
with a “thumbnail” description/criticism of its
contents.

I found the book interesting to read and
thought provoking in its content. Both the
historian and the wargamer should find it of
value.

If I have an adverse criticism, it is a
personal one. The notes are concentrated at
the end of the book rather than as footnotes.
1 dislike continually having to turn to the
back of a book in order to follow the notes in
a chapter. I presume it is easier to produce a
book in this format but it has no appeal to me
as a reader.

If you have an interest in the ACW, Mr
Griffith’s book will be a useful and valuable
addition to your library. I recommend it.

CAS

CAMPAIGN MAPS

By Steve Turner

Available from: S.R. Turner, 4 Wentworth
Road, Ashton-in-Makerfield, Wigan, Lancs,
WN4 9TU.

O.K., admit it wargamers, you're lazy! After
you have spent several hundred hours paint-
ing and basing figures, almost as long
building terrain and deciphering rules you
probably want to fight a campaign. So, what
do you do? You scribble a weird and
unrealistic map in the back of a notebook and
off you go.

Not any more! Steve Turner has written to
us with what seems to be a good idea. He
wants to start a “maps to order” business,
You write to him, tell him what you need,
and he’ll supply it. He can go up to about 48"
X 36" in size and doesn’t seem to mind if the
maps are real or imaginary in content.

He also has his own set of maps available
from about 25p to 50p each. We've seen
some of them and they are neatly and clearly
produced. Think of the time you could save,
especially if you have need of duplicate maps
in a multi-player game — your pocket will not
be hurt too badly either.

Perhaps Steve would be able to produce
maps drawn in the style used during the
period fought. To have contemporary look-
ing maps would add greatly to the “feel” of
the campaign.

I hope this idea proves successful and
intend to avail myself of Steve’s service.

CAS



Here’s a page that’s so cool even Miles Davis in his shades would positively glow in comparison. Cerulean skies meld into the lush verdure,
white sails like serene swans, and scare a billow on the briny. Nice to have a break from the roundshot, chainshot, grape-shot, small shot,
and red hot shot, isn’t it?

The land- (and sea-) scape created by Steve Cox of Skytrex. (“And on the seventh day he rested.”) Vessels are Triton 1/1200th. scale

Napoleonic era, ship-shaped and Bristol-fashioned by John Westwood (- who once talked of naught but Dacians, but now his limbs have
become marlin spikes, and his blood’s turned to tar!)
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Very practical for naval wargames is this kitchen floor material, one inch hexes on a variegated blue. Available from Great Mills. For
islands just drop on hills from Total System Scenic or Games Innovation. (If the flock wears off — call it guano. Very realistic!) The ships
are Triton 1/1200th. — added to the scene almost as an afterthought — which conveniently span 2, 3 or 4 hexes according to their rating.

AN UNTOWARD EVENT

described by Jonathan Carruthers

Introduction

The event in question was the Battle of Navarino fought on October
20th, 1827. It was untoward because the fleets of Britain, France and
Russia utterly annihilated the fleet of a friendly power, Turkey,
virtually by accident. :

Navarino was decisive in several respects. It secured the independ-
ence of Greece. It was the greatest single example of “gunboat
diplomacy” ever. It set loose the Balkan nationalism that led to the
Eastern Question — that bane for generations of European statesmen.
Most importantly it was the last great seafight under sail. Little more
than twenty years had passed since Trafalgar. Many of those present
had known Nelson and fought alongside him. They were, perhaps,
the most superb seamen and naval gunners the world had ever seen.
Their ships were the ultimate refinement in naval sailing history. They
were, justly, confident in themselves and their future. As their
swansong Navarino deserves to be remembered. This article sets out
to provide the wargamer with a brief background and a detailed
account of the actual battle.

Background

In 1821 the Greeks had nisen against their Turkish Overlords.
Unable to overcome the Greeks unaided the Sultan called in his
semi-independent vassal Mehemet Ali, Pasha of Egypt. An Egyptian
army under Mehemet's stepson, Ibrahim Pasha, was landed and it
quickly defeated the Greeks.

By this stage the European Powers were involved. Russia hoped by
intervening and posing as the Greeks’ saviour to extend her influence
over the Balkans. Britain was opposed to any such extension of

Russian influence. She was also alarmed at the involvement of
Mehemet Ali whose increasing power was seen as a threat to both the
Ottoman Empire and British India. For these reasons she was
tempted to intervene. France was still in disgrace after Waterloo and
going along with any joint action with other powers was seen as a good
way to rehabilitate herself. Finally Austria’s Metternich was opposed
to any form of nationalism. He hoped to see the Turks crush the
Greeks and was allowing them access to Austrian shipping for troop
transports. At the same time he realised the European Powers
planned intervention and had no wish to see any one of them gain
undue influence as a result. He therefore proposed joint mediation by
the Great Powers to defuse the situation by giving the Greeks some
form of self-government which would not weaken Turkey. Britain
and France agreed and Russia bowed to international pressure.

The Turks, however, stubbornly ignored all diplomatic overtures.
Obviously some force would have to be brought to bear. The excuse
hit upon was piracy. To finance their activities the Greeks had taken
to privateering on the side. Being without prejudice in the matter they
had attacked any ships they found. It was announced a joint fleet of
British, French and Russian ships was to take station off Greece to
protect shipping. The fleet’s real purpose was to force the local
commanders to agree to an armistice which, in turn, would force the
Sultan into talks.

This questionable piece of diplomacy was fraught with difficulties.
Russia was intent on a fight from the start. There was widespread
sympathy for the Greeks in Europe and shortly before leaving
England, Codrington, the British Admiral, was informed by William
IV “go in, Ned, smash those damn Turks.”
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’s Blockade

Admiral Edward Codrington had overall command. A bluff,
uncomplicated seaman he had commanded Orion at Trafalgar. He
was not very happy with the role assigned him. Conducting diplomatic
negotiations was not, he felt, his job. Nor was he exactly clear what
was expected of him in the event of one side refusing an armistice. His
instructions were unclear on the point merely requiring him to
“enforce™ it. Still, he was determined to be as impartial as his
instructions allowed.

Codrington arrived off Greece in August with only five ships of his
squadron. The French and Russians were still en route. The Greeks,
not surprisingly given their situation, agreed at once. Codrington
thereupon instructed his captains “to enforce the maintainence of an
armistice . . . intercept every supply of men, arms, etc. destined
against Greece . .. if necessary, and when all other means are
exhausted, by cannon shot.”

On September 12th he reached Navarino Bay, the principal
Turkish anchorage and established what he termed a “pacific
blockade” in accordance with instructions. He informed the Turks
they would not be allowed to send “men, arms, vessels or warlike
stores to any part of Greece."” The Turks had assembled a fleet for an
attack on Hydra. It left harbour on the 21st and Codrington with only
five ships against thirty-two looked in a difficult position. Luckily at
that moment Admiral De Rigny appeared with the French squadron
and the rest of the British, and the Turks returned to harbour.

On September 25th De Rigny arranged an interview with Ibrahim
Pasha and Codrington went ashore with his young son. Ibrahim
endeared himself to Codrington by making a fuss of the boy and
asking for a first-hand account of Trafalgar. The plump Ibrahim
reminded him of an “amiable porpoise sunning himself’. This
amiability soon vanished when the details of the armistice were
explained to him. As commander of all Turco-Egyptian forces on
land and sea he was required to desist from all warlike activity.
Coming as it did when he was about to successfully conclude the war
he was furious. Aware his father’s ambitions depended on European
goodwill he kept his temper. He would send to Cairo for the opinion
of his father. The opinion of the Sultan was of no importance to
Ibrahim. Indeed Tahir Pasha, the Turkish admiral, had been
excluded from the meeting. But the Turks did count - they made up
most of Ibrahim’s fleet. However alert to the international situation
Ibrahim and even Tahir Pasha were, the average Turkish seaman
resented being ordered about by Giaours (Christians). So did many of
the Egyptians for that matter. They would make known their views in
due course.

Ibrahim did object strongly to the fact that he was prevented from
moving, whilst the Greeks were not. Codrington said they were in a
privileged position, having accepted the armistice first. For the time
being Ibrahim would abide by the armistice.

Next day, as the Allies prepared to leave, Ibrahim’s dragoman
came aboard saying the Greeks were attacking Patras and he wished
to send ships to deal with them. Codrington refused and Ibrahim
agreed to stay put. But once the Allies were out of sight Ibrahim sent a
squadron off in the direction of Patras. This brought Codrington
racing back to intercept them off Zante. Then Ibrahim appeared with
a second squadron and ran into Codrington. About two hundred
warning shots were fired before the Turks turned about for Navarino
with the Allies following.

A letter was sent to Ibrahim threatening him with the consequences
of breaking the armistice but he mysteriously disappeared up-country
leaving Tahir Pasha and his brother-in-law Moharrem Bey in charge.
The letter was returned unopened. With the arrival of the Russian
admiral Heidon on October 13th the Allies held a conference. They
decided the only way to enforce the armistice was to take the fleet into
harbour “match in hand” to impress the Turks into keeping their
word. It was a fateful decision.

The Battle

The frigate Dartmouth reported that the Turks were drawn up ina
defensive formation within the harbour and Codrington planned
accordingly. The Allies would approach in two lines — British and
French to starboard and Russians to port. Since most of the Egyptian
ships carried French officers it was decided to run French ships
alongside these to minimise the chances of the Egyptians opening fire.

The composition of the fleets was as follows (the first number after
each name is the nominal gun rating. Numbers in brackets those
actually carried, where known) —

British

Asia 84 (Codrington) Talbort

Genoa 74 (76) Rose 18 (Brig)
Albion 74 Mosquito 10 (Brig)
Glasgow 50 Brisk 10 (Brig)
Cambrian 48 Philomel 10 (Brig)
Dartmouth 42 Hind 6 (Cutter)
French

Sirene 60 (De Rigny) Armide 44

Breslau 84 Aleyone 10 (Schooner)
Scipion 80 Daphne 6 (Schooner)
Trident 74

Russian

Azov 74 (80) (Heiden) Provornyi 48

Gangut 74 (84) Konstantin 50 (44)
Tezekill 74 (80) Elena 48 (38)
Aleksandr Nevskii 74 (80) Kastor 48 (36)
Turkish

Ghyu h Rewan 84 (Tahir Pasha) Keywan Bahi 48
Burji Zafer 74 Feyz Mi 'raj 48

Fatih Bahir 74 10 frigates (ea. 42 guns)
Fevz Nussret 64 (HF) 18 corvettes (ea. 22 guns)
Kaid Zafer 64 (HF) 4 Brigs (ea. 10 guns)
Egyptians

Guerriere 64 (60) (Moharrem Bey)
Ihsania 64
Souriya 64 (56) (HF)
Leone 64 (60) (HF)

8 Corvettes (18-24 guns)

8 Brigs

5 Fireships

For certain there were at least 41 transports, of which 8 were
Austrian. There were probably more, but nothing like the hundreds
often cited.

HF —Heavy Frigate. In effect pocket battleships with the firepower
of a small Sail of Line and the speed of a frigate.

Letellier, the senior French officer in Egyptian service, had
anchored the Turco-Egyptian fleet in a crescent, its ends pointing
toward the harbour mouth. The first line consisted of larger ships with
the smaller ships in the rearward lines positioned so that they could
fire through the intervals between them. The transports were drawn
up close inshore. The Turkish ships were observed to be loaded with
langridge, a mixture of grape and scrap iron, to the barrel ends.
Fireships wese placed at each end of the crescent.

At 1 p.m. the Allies entered the bay. A boat from shore insisted
they must leave at once. Codrington replied he had come to give
orders, not receive them, and that the first shot from the Turks would
signal the destruction of their fleet. An uneasy calm prevailed as the
first ships anchored close by the Turks. To show his friendly
intentions Codrington ordered the Asia’s band on deck to give a
concert. In the cramped conditions of the bay it took some time
before all the Allies found their allotted stations. In fact the battle had
begun before all the Allied ships had anchored.

Dartmouth had anchored inside the Turkish line near a fireship. A
boat was sent to ask the Turks to move it. Now the resentment of the
ordinary Turks and Egyptians was felt. As the boat neared they
opened fire, killing some of the crew. They then set the ship alight and
abandoned her. A second boat was sent over to tow the fireship aside.
The Turks in the boats fired again, killing a Lt. Fitzroy. Dartmouth
opened up small arms fire in support of her boats and Sirene followed
suit. De Rigny signalled the Ihsania that he would not open up with
his guns unless fired on first. At that moment a Turkish corvette fired
two shots — without orders — which hit the Sirene and she opened fire.
The Ihsania then opened up and firing became general along the line
about 2.40 pm.

The Russians did not reach their stations until about 3.15 having
groped their way through clouds of gunsmoke.

As Turkish shot rained in amongst his band Codrington opened fire
on the Turkish flagship Ghyu h Rewan. The Egyptian flagship
Guerriere was also close by but Moharrem, mindful of his masters



interests, sent a message saying the Egyptians would not fire.
Codrington sent his pilot, Mitchell, over with similar assurances. But
as he was about to leave an Egyptian seaman shot him in the back with
a pistol. A few minutes later the Guerriere opened fire on Asia.
(Presumably without orders since Moharrem left at once, taking with
him Letellier the last French officer to stay on any of the ships.)

Concentrating her fire on the Ghyu h Rewan, the Asia trained her
guns on the flag at her mast head. With the ships close together the
smoke was so thick it was the only object discernible. From time to
time Asia stopped firing and changed from triple shot — devastating at
close range - to single shot until the Turks cable was shot away. She
then drifted on fire out of action and fetched up close inshore.
Codrington then shifted his fire to the Guerriere and rapidly reduced
her to a wreck. Completely disabled she drifted ashore on the eastern
side of the bay where she was destroyed by her crew. The destruction
of these two ships exposed the Asia to fire from the Turkish second
and third lines. The raking fire of a frigate did more damage than
either of the flagships bringing down Asia’s mizzenmast and disabling
several guns.

Meanwhile the Egyptian Ihsania and Souriya fought an unequal
struggle between Sirene on one side and Trident and Scipion on the
other. Considering they were, in capital ships, outgunned, outclassed
and very largely without officers, the ordinary Turks and Egyptians
put up stiff resistance, fighting their ships to the last extremity. Only
two ships actually struck to the Allies in the entire battle. Even when
completely disabled rather than surrender they abandoned ship and
set fuses to the powder magazines in hope of taking some of the Allies
with them.

Scipion was attacked by a fireship which tangled in her hawser.
Boats from the Trident, Dartmouth and Rose towed it clear. Let go
she nearly fouled the Daphne, but then ran aground and burnt herself
out. Ihsania caught fire and almost immediately blew up. She was so
close to the Sirene that the explosion brought down her mizzenmast.
With Sirene in imminent danger of catching fire a seaman jumped
overboard with a rope and swam to the Dartmouth which warped her
clear. Souriya cut her cables to escape the fire and drifted ashore to be
destroyed by her crew. About the same time the Asia took out the
Turkish frigate between the Souriya and Guerriere. She burned down

to the waterline and then blew up.
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Allied Principal Ships (in order of Sailing)

(x) 1.Asia. 2.Genor. 3.Albion. 4.Sirene. 5. Trident. 6.S8cipion.
7.Breslau. 8.Dartmouth. 9.Talbort. 10.Armide. 11.Glastow.
12.Cambrian. 13.Azov. 14.Grangut. 15.1ezekill. 16. Aleksandr Nevs-
ki. 17. Proverny. 18.Elena. 19. Kastor. 20 Konstantin.

Turco-Egyptian Ships (First Line Only)
(o) 1l.Ihsania. 2.Souriya. 3.Unidentified. 4.Guerriere. 5.Ghyu h
Rewan. 6.Fatih Bohri. 7. Leone. 8. Burji Zafer.
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Beyond the Asia the Genoa engaged a Turkish 74 and the Leone.
Captain Bathurst of the Genoa was killed almost at once and the
ship’s mizzenmast was brought down. The Turkish 74, however, soon
drifted out of the line and ran foul of her own flagship. When boarded
the next day they had only one mast each left standing and 1040 dead
out of a total of 1700.

The Leone was also engaged by the Albion and she left the line
when all her masts collapsed at once. She ran aground but was later
refloated and returned to Egypt. The Albion’s own cable had been
shot away and she ran foul of the next Turkish frigate. Seeing the
Turks lay fuses her Captain, Ommanney, led a boarding over
the side and cut her free. As the Turks cleared, the Albion fired off a
round of triple shot into her and she blew up.

The Azovshould have been next to the Albion but couldn’t find her
in the smoke. Sailing up the line she was fired on by five Turkish ships
which took away her bowsprit and left her with 91 dead and wounded,
the heaviest losses of any single Allied ship.

The Breslau came over to help Albion and together they sank a
Turkish frigate. They also drove a Turkish 74 out of the line. Her crew
set her alight, but she burnt herself out before she could do any real
damage.

The Gangut, lezekill and Aleksandr Nevskii took on five frigates.
The Gangut sunk one frigate, blew up a 64 and sank a fireship before
she got close enough. Aleksandr Nevskii forced a 56 frigate to strike
and then dismasted and scuttled her.

Talbort engaged 2 large frigates and took considerable damage
before the Armide came to the rescue. Hugon of the Armide had
spent some time trying to find a good target and had fouled with a
larger ship which seemed in danger of sinking him. The Rose had to
come over and cut him free. After a short fight one of the Turks struck
and Hugon paid Talbort the compliment of hoisting both French and
British colours on the prize. The Provornyi and Elena attacked the
Turkish frigate between Armide and Nevskii. The Kastor took out
the last frigate while Cambrian, Glasgow and Konstantin dealt with
the Turkish corvettes behind.

The smaller Allied ships dealt with the fireships at either end of the
line and Daphne interposed herself between the Asia and the
corvettes raking her and drove them off. At about 5 p.m. the naval
fighting was over and the Allies turned their attention to the Egyptian
shore batteries at Navarino, silencing them about 6 p.m.

That evening Tahir Pasha visited Codrington to ask for a cease fire.
Since he had taken no part in earlier negotiations and was known not
to be on speaking terms with Ibrahim, his word was accepted. No
further fighting occurred and some of the British ships even helped
ferry the Turkish wounded ashore. Since no state of war existed no
prizes were taken and the Allies contented themselves with taking
Turkish handweapons as trophies.

Turkish and Egyptian losses were 3 Sail of Line, 17 frigates and
about 40 other vessels including transports. Their dead numbered
3-4000 with about 2000 wounded. Allied losses were 182 killed and
489 wounded.

Embarrassed by their victory the Allies, nonetheless, enforced the
armistice and Greece gained her independence. Good relations, of a
sort, were restored with Turkey. In the Speech from the Throne the
following year William IV was induced to describe the battle as an
“untoward event.” More than one observer noted he winked as he
said it.

Wargaming Navarino

The number of ships involved make this a club game for several
players — each pooling their ships to make up the respective fleets.
The transports do not need to be represented. Under most rules the
Allies, with the most powerful ships and better crews, have the
advantage. I would suggest two possible ways to even the odds.

Firstly, some system of chance cards or dice throws to allow the
Turks to open fire at an earlir stage. The Allies will find their task a
good deal more difficult if they have to enter the harbour and
manoeuvre into position under fire. In any refight there is, of course,
no reason why the Turks and Egyptians cannot raise anchors and
manoeuvre themselves.

Another way to stage the game is to place the most experienced
players in command of the weaker Turco-Egyptian fleet and, if
possible, put novices in charge of the Allies. This should even up the
odds and, if the Allies succeed, win a few more converts to naval
wargaming.
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A solo adventure for boys

written and illustrated by
Peter Dennis

Do you decide to carry on without the
countersign and hope you don't meet any
sentries? Go to 8

Do you try your usual method of getting
the password? Go to 9

3 You come across a team of men carrying
long, black-painted logs towards the front
line. You step onto the road and say ‘Hey,
boys where are you takin' them things?’ The
front man on the first log eyes you up and
down and spits baccy onto the corduroy ‘Oh’,
says he, “We 'uns is the new artillery, cain’t ye
hear the harness jingle?” At this the other
men start chanting ‘Jingle, jingle. Clip, clop!’

You are thinking what all this could mean
when you see a body of men marching
towards you. They have seen you.

Do you make a run for it? go to 51

Do you stay where you are? go to 21

4 Bullets split the branches around you but
you are unhurt. The patrol does not follow
you off the road and you press further on into
the woods.

Go to 24

5 You glare at each other over the muzzles
of your guns. You notice with horror that his
is a damned Henry rifle. He has sixteen shots
to your one!

Do you fire? Throw a D6 1234 go to 49
56 go to 36
Do you lower your gun? go to 44

6 You stay in your place for a while until
things seem quiet. The sentry doesn't seem to
be anywhere around so you creep out of your
hiding place straight into the arms of the
provost guard who came to see what all the
noise was about. You are taken without
ceremony to General Williams® Headquar-
ters.

Go to 12

7 The courier stops the Guard and says ‘T'm
suspicious of this man, but I haven’t time to
investigate him myself, I leave him in your
hands.” With this he rides off.

Go to 38

The Civil War is drawing toits painful conclusion in the west. Atlanta has fallen to the Yankees and Hood's troops have just helped to evacuate
the civilian population of that battered city across the Confederate line. Your part of the army lies in the area of Jonesboro. The Union army’s
line is about half a mile away across wooded country.
As you progress through this short game you will be given bits of information as to what may be happening over the Union line. The object of
the game is to form a picture of what you think is happening and get back over to the Rebel side.
If and when you get back jot down the report you might make and check your conclusions with the ‘solution’ at the end.

You are corporal Sam Watkins of the Maury
Greys, company H of the First Tennessee
Infantry. You are a veteran of many battles
and marches over nearly four years of hard
fighting.

You have been detailed as a regular scout,
which you prefer to the dull routine of camp
life. The Yankees are quiet at the moment
and John B. Hood (who you believe has been
completely shorn of limbs apart from his
right arm) wants to know what they're up to.
You are ordered to scout the enemy position
and to report back with any information
about his intentions that you can gather.

It is around ten o'clock. You load your
musket and make your way through the
darkness towards the Union line.

1 As you pick your way through the trees
every log and stump is transformed in the
moonlight, seeming to be the humped form
of a Yankee picket. More than once you find
yourself freezing as you see what looks like a
figure amongst the trees. A murmur of voices
a little way ahead brings you to a halt.

Do you approach the voices? go to 11
Do you make your way around them and
continue? go to 18

2 As you walk through the moonlight into
the Yankee camp you start to feel a little
trapped. You don't have the countersign and
should you be challenged by a sentry you
would be in trouble. There is a well tried
method of getting the word but it could be
risky.

8 You can sense that something is in the air
as your prowl through the yankee camp.
There seems to be too much activity for that
time of night. Instead of relaxing, the men
seem to be clearing their pup tents and
forming up.

If you wish to go back and report on the
basis of what information you have gathered
so far go to 37

If you wish to carry on investigating go to 3

9 Soon you see a General's tent ahead. You
see a courier come out and mount his horse.
As he comes towards you you step out into
the road and say ‘Halt! Who goes there?’ The
rider stops and leans over to speak to you.

Throw a D6 1234 go to 53
56 gotol19



10 ‘Captain, what guard is this?” You ask,
flattering the two privates. ‘Nein bocht, you
bet’, answers one of them, smiling.

‘What regiment are you from? You try again.
‘Ben bicht mir ein reifel fab bien’, he says.
‘What regiment is your detail from?" You
shout this, leaving a clear second between
each word. ‘let du mein got Donnermetter
stefel switzer’, nods the fellow. These are
clearly Dutch persons. You would like to
shoot the idiotic pair, but instead you turn
away and head towards the main line.

Go to 18

11 You creep silently up to a position from
which you can just make out the shape of two
Yankees muttering to themselves and smok-
ing cigars. They don't seem to be very alert so
you circle them and come upon them from
the Yankee side. Both armies have been
campaigning hard, and dirty tattered uni-
forms are the order of dress everywhere. You
walk up to them confidently.

They are lounging comfortably on a leafy
bank and look round with mild surprise as
you approach.

Do you lower your rifle and try to capture
them? go to 28

Do you speak to them in a friendly way? go
to 10

12 You are marched into the General's tent.
He looks round and asks, “What have you
there, a prisoner or a deserter?’ The guard
answers ‘A prisoner, Sir." ‘From what com-
mand?’' asks General Williams. The guard
cannot answer this one and the General turns
to you.

Do you co-operate and tell him all he
wants to know? go to 17

Keep a tight lip? go to 29

13 At first light a guard opens the door. You
are marched out to join a squad of Confeder-
ate prisoners. Later you are put on a train
and taken to a foul prison camp where you
spend the remaining few months of the war.
Unlike many of your companions, you
survive.

14 A bullet whistles past your ear and clips a
chunk out of the door-frame as you dive out
into the night. You are pretty careful not to
go anywhere near a living soul as you pick
your way back towards the line of entrench-
ments.

Go to 37

15 Yousee the bullet hit the ground ahead of
you and you run even faster into the
darkness. After a while you slow down and
carefully make your way back towards the
front line.

Go to 37

16 You lie in the room listening to the
sentinels calling the hours. Sleep is impossi-

ble. You examine the room for a means of §

escape. The window is secure but you think
that the door lock may be possible to
unscrew. There is a sentry at the main door
downstairs though.

Do you try to escape? go to 40

Stay put and await the moming? If you
came here via 29 go to 30

by 17 go to 13

17 You answer all the General’s questions
and satisfy him that you are a genuine
uniformed soldier and not a spy. You tell
yourself that what information you have
given must be known to them already, so no
harm done. “Well, son’, says the General at
last, “You're a prisoner of war, now.’ You are
taken to the provost marshal’s office in a
large, white house and locked in an upstairs
ro0Mm.
Go to 16

18 You push on over gently rising ground.
Ahead you can see the Union breastworks
dark against the skyline. Bivouac fires cast a
dull glow behind them and as you get closer
you see a man sitting on a stump grinding
coffee. You are right up to the line of
entrenchments now and you quickly climb
over unobserved.

Do you speak to the man go to 27

Do you slip past him and head deeper into
enemy territory? go to 2

19 The officer frowns at you. “You weren't
here when I passed a little while ago’, says he.
‘What's your regiment?” Your mind races
through the Yankee regiments you have
heard of. ‘One hundred and twenty-seventh
Illinois”, you reply.
Throw a D6 123 go to 32
456 go to 53

20 The sergeant looks closely at you. ‘It's a
strange place for a courier to come to,’ he
says. Then he shrugs and the patrol marches
on. You breathe a deep breath of free air and
slip away into the night to carry on your
exploration,

Goto8

21 The officer in charge of the patrol says
‘Are you No.200?’

Do you answer yes? go to 33

Or no? go to 26

22 As you dash forward from your hiding
place the sentry, unhurt and alerted to your
position, fires. The first shot kills you
instantly, which is a mercy because the
soldier empties the rest of his magazine into
your inert form. C'est tout, as they say in Eu.

43

23 Bullets zip past your head as you dive off
into the cover. The bastard is coming after
you! Do you:

Wait in hiding and reload? (If you fired)
Go to 50

Keep running Go to 41

24 Youstumble onto a wide road. A column
of infantry in full marching order is heading
rearwards. You step back into the trees and
watch as a battery of artillery, then another
passes you. There seems to be no end to
them.

Do you want to head back now? Go to 37

Do you want to carry on? Go to 43

25 You go forward and give the countersign.
“Pass friend,” says the sentry, ‘We gotta be
awful careful tonight, what with the pullin’
back an’ all.” You go past the sentry and slip
into the trees. So that’s what all the activity is
about you think, and turn toward the
entrenchments.
Go to 37

26 ‘Then give me the countersign, sir!’ Says
the officer.

If you know the countersign go to 48

If you don't go to 33

27 You pretend to be lost. ‘What regiment is
this?” You ask. ‘General McCook’s brigade,
be jabbers,’ answers the man. He is clearly an
Irish person. ‘Where's the General’s head-
quarters?” You ask. In a rich brogue he tells
you that McCook is over beyond a line of
trees about three hundred yards away. You
thank him and as you turn to go you notice
that men are bringing large quantities of
wood for the bivouac fires and making quite
large fuel stores beside each fire.
Goto 2

28 The Yankees throw up their hands and
look petrified as you draw down on them.
“Git movin,” you growl and they stumble
through the darkness to the Confederate
line. You take them to General Cleburne and
you feel pretty pleased with yourself. When
the General questions your trembling cap-
tives they turn out to be Germans who can’t
speak any English at all. Cleburne thinks that
this is some kind of joke that you are playing
on him and has to be restrained from
attacking you. He glares at you scarlet-faced
and says, through clenched teeth, ‘Git back
over to that Yankee line and bring me some
information I can use, or don't come back!’
Red faced, you start again go to 1

29 ‘What is your name?’ General Williams
asks. ‘General, if that would be any informa-
tion I would have no hesitancy in giving it,’
you say, drawing yourself up to your full
height. ‘But I claim your protection as a
prisoner of war. I am a private soldier in the
Confederate States army, and I don't feel
authorized to answer any questioned you
may ask."” Williams looks at you with a
quizzical expression on his face and says,
‘That is the way with you Rebels. I have
never yet seen one of you, but thought what
little information he might possess to be of
use to the Union forces.’

‘He ain’t no reg'lar General.” A rough-
voiced Yank puts in.” He's a scout or spy.’
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‘Aha! a guerilla.” General Williams™ voice
sounds final. ‘Take him away, we'll deal with
him in the morning.’ You are marched to the
provost marshal’s office and locked in an
upstairs room in a large white house.

Go to 16

30 At first light a guard comes for you. You
are marched out with what you soon learn is a
firing party, into a clearing in the trees behind
the house. You proclaim loudly that you are
a regular private, but the officer won't listen,
says that you are a guerilla and a spy and has
you tied to a tree.

You are shot. Hey ho, could have been
worse. At least you don't have a family to
starve without you.

31 You drop behind an armchair in the dark
room and don’t make a sound. The sentry
comes into the hall and glances into your
room but does not see you. After a while he
resumes his beat. You find that there is a sash
window which will move if you use all your
strength. You heave at the sash which flies up
with a terrific bang. You jump out into the
night.
Throw a D6 1234 go to 39
56 go to 52

32 The officer clearly isn’t satisfied with this
answer. “Who put you on duty here soldier,
and for that matter, what is the counter-sign,
eh?” As you try to think of answers to these
questions a patrol of the provost guard
marches into view.

Goto 7

33 ‘Fall in!" orders the officer sternly, and
before you know where you are, you are
marched to the headquarters of General
Williams under guard.

Go to 12

34 “Indeed, Sir,” says the sergeant. “Then
what is the countersign?' You mutter some-
thing about always having had a poor
memory, but the sergeant claps his hand on
your shoulder and you are marched under
guard to the headquarters of General
Stephen Williams.
Go to 12

35 The crash of your shot echoes through the
trees. When the smoke clears the sentry has
vanished.

Do you move on?

Throw a D6

12 go to 22

3456 go to 42

Stay hidden? go to 6

36 Your shot misses! You turn and run.
You hear shots.
Throw a D6 123 go to 47
456 go to 23

37 You walk casually to the trench line.
Everywhere you look troops are preparing to
move. Silently and purposefully they form
ranks. Within ten minutes you are across
both lines and you are walking up to General
Pat Cleburne’s tent. You can congratulate
yourself on having survived a dangerous
duty, but what can you tell the General. The
Yankees are up to something, but have you
found out what it is?

Write down what you think, from your
experiences, the Yanks are up to and check it
against the last paragraph.

38 “What Regiment do you belong to?”
Asks the sergeant in command of the guard
patrol. ‘One hundred and twenty-seventh
Illinois” You reply. “Well, Sir, fall in here; I
am ordered to take up all stragglers. Fall in,
fall in promptly!” You rapidly make up a
story. “I am instructed by General McCook
to remain here and direct a courier to
General Williams' Headquarters.” you say
boldly.
Throw a D6 123 go to 20
456 go to 34

39 You hit the ground and hare into a fringe
of trees. Nobody seems to have noticed the
noise and with great care you move towards
the Union trench line.

Go to 37

40 Things seem to be quiet now. You
unscrew the lock with your knife and step out
onto the landing. You can see an upper and a
lower hall with a sentry pacing the upper one,
nearest to you. You must get past him to get
out of the door. You wait until he is at the
point in his beat which will give you most
time to slip by, then you nip across the hall
and start going down the steps to the lower
hall. The second step creaks loudly and you
hear the sentry halt. You dash down the
stairs. At the end of the hall the door is open
to the outside, just at your left hand another
door is ajar and the room seems dark. The
sentry is running behind you.

Do you run down to the door at the end of
the hall?

Go to 45

Do you slip into the room on your left?

Go to 31

41 You stumble on through the thin belt of
trees. Yankees are everywhere preparing to

march. Your pursuer seems to have givenup |

the chase and you mingle with the men as you
make your way to the trench line.
Go to 37

42 Maybe you hit the sentry! He doesn’t fire
anyway, so you quickly make your way
towards the trench line.

Go to 37

43 A voice suddenly rings out just in front of
you. “Halt! Who goes there?” A sentry levels
his musket at you.
If you have the countersign go to 25
Do you level your own gun? Go to §
Do you turn and run? D6 123 go to 47
456 go to 23

44 The sentry holds you for a while at
gunpoint, then a provost guard takes you to
General Williams® Headquarters.

Go to 12

45 You are almost at the door when the
sentry yells “Hey!” BANG!
Throw a D6 1234 go to 54
56 go to 14

46 The Minié ball thuds into you, hurling
you to the ground. You are not dead though
and you are put into the care of a medical
team who probe for the ball with infected
instruments. After a few days of delerium
you peg out. If you think that’s hard on you,
just think how the poor devils it really
happened to must have felt! Game over.

47 You feel a terrific blow and your knees
buckle. Tough luck Sam, now the Maury
County Greys will only have five survivors
instead of six.

Game over, as they say.

48 The patrol marches off down the road.
Do you wish to head back and report what
you know? Go to 37

Do you wish to carry on snooping? Go to
A

49 The sentry is flung backwards as the buck
and ball takes him in the chest. You turn and
run towards the line.

Go to 37

50 You reload clumsily. (You fired in the
dark.) Soon the shape of the sentry is seen
about twenty yards to your right.

Do you draw down on him and shoot? Go
to 35

Stay hidden? Go to 6




51 “HALT!” Shouts a voice. Nothing is
further from your mind and you plunge on
into the trees. BANG! BANG!
Throw a D6 1234 go to 4
56 go to 47

52 The sentry at the front of the building is

about twenty )ards away and has turned on

hearing the noise. You duck and weave as

you run towards some trees. He fires.
Throw a D6 12345 go to 15

6 go to 46
53 The officer whispers “United” and
straightens in his saddle. “Pass friend!” You

say, and he rides off into the darkness. You

have the counter-sign and continue your
exploration of the camp.
Go to 8

54 You feel a hammer-blow between your
shoulder blades, then the lights go out.
Should have gone into that other room,
shouldn’t you?
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Historical note.

These adventures of Sam Watkins are based
on two episodes from Co Aytch, his
memoirs, with fictional bits for what didn’t
happen to him. He never had the luck to
discover a major enemy movement. If you
did — Well done, treat yourself to an extra
ration of hard tack and green corn.

‘Co. Aytch’Sam R. Watkins, Collier Books,
Macmillan, New York 1962.
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BEAZ1 Lancer command pack ER11 TWIMUmu\r with spear
BEA24 Artlery crew Piedmont/Sardinian ER12 Steppe light withbow
BEA25 Haavy Dragoon trooper (Scols Grey) NS1 Linginfanky ER13 Steppe Cossack light cavalry with lance
BEAZS Heavy Dragoon command N$2 Infantrycommand ERA14 Eastemnlight inturban (bow armed)
BEAZ7 Heavy Dragoon trooper (Albert heimet) NS3 Bersagieri Emg Eaﬂmlﬂmmﬂwmm smumad]
BEATS l"m‘"(;.-.,.-.,.., & aides et % Caociadori ik Eg]; aeslul mmmvawmmpmzwmmer
ER18 Pancemi
BOXED ARMIES:-£16 ER20 Rawmlanwsworuspmﬂcavaln,r
BA15 Crimean British BA1E Crimean Russian EFt21 Pollshmuad
BA17 Crimean French ,.,,‘,’,',,':ﬁ"""
(Eacharmy consists of 20 cav, 3 gens, 4 ar crews & 140inf). ER24 Buymﬂusdan
ER25 Moorish light with lance
ER26 Camel "g r:a\rairy
SEVEN YEARS WAR Era7 Lol bow
ER2B Levywith javelin'spear & shield
Lewvy with sword & shield
PRUSSIA SAXONS GERMAN STATES ER30 Levywith firearm a} in turban b) in fett hat
gYWPYWP?1 um:; m:gmck ng1 mmnsk:ee“: eommand gmgz g::man ﬁ::w marching S'" waistcoat) E% mmmm
SYWP3  Muskeleer command pack SYWS3 SYWG3 Bavm Grangaar Gkt EFEG Eastern lanatic sword & shieid (laylars, etc.)
SYWP4  Fusilier march attack SYWS4 Gm command  SYWG4 Hesse-Darmstadt Grenadier R34 Janissary with a) bow b) firearm
SYWPS  Fusilier ing SYWSS Dragoon i command
SYWPE  Fusilier command pack SYWSE Cuirassier mercanary wi Ehe
SYWP?  Grenadier march SYWS7 A crew SPECIALS ER37 German mercenary with firearm
SYWPB  Grenadier command pack SYWS8  Generals (asstd.) SYWSP1 Miiitia standing (asstd.) Streltzi with firearm
Shiees R s Blear Rl G ok
SYWP16 H ER41 Generals ian, et
SYWP17 Hussar command BRITAIN CAVALHY’ GENERALS '& ER42 Qm%mmi’m]
SYWBT ™ Musketser march atiack ARTILLERY TO FOLLOW ER4S Lgnign
AUSTRIA SYWBS  Scattion infantry NEXT MONTH ER4S mﬁ#
gm:; :rﬂlrdry m attack SYWB11 Light infantry (asstd.) ER46 Fortified wagon & team
SYWAS  Infantry chargng” SENDS.S.A.E.FORNEWLIST-  BoXED ARMIES AVAILABLE!
SYWAS Grenser (astorted SYWH1  Musketeer at INGS OR 3 IRC’s
SYWAE  Grenzer comm usketeer at ready POSTAGE & PACKING FIGURES NOWSOLDIN PACKS:-
SYWAB  Hungarian infantry UK 10% (min 30p) Standard Pack (10Infor5 Cav) S0p
SYWAS  Hungarian Grenadier OVERSEAS 1242% Surface (min £1.00) Command Pack (5 Infor 3 Cav) 50p
g i 5 Art Crews Pack (4 crew) 40
25% Airmail (min £1.00) p

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

{Using Miniature Figurines)
Each includes a balanced army for the period

Price includes the cost of the figure, painting, vamishing and Tetrion basing LANCASHIRE GAMES BOXED ARMIES

\r:‘taesm have an axpanding range of boxad armies using our own figures on offer at bargain

£16 unpainted + £1.50 UK (Overseas see piprales)
£66 painted +ﬂ4pu!.pUKtéN9rseasseeplpmhs!

Our boxed armies include Fantasy, Russo-Turk, Eastern Renatssance, Boxed Uprising and
SEND FOR DETAILS NOW!
We now take Mastercard & Access

ECWESS5 + £3 P&P (UK only)

ROYALIST-26 MOUNTED, 100 FOOT, 1 GUN & CREW
PARLIAMENTARIAN 22 MOUNTED, 120 FOOT, 1 GUN & CREW
NAPOLEONIC £66 + £4 PEP (UK only)

BRITISH-32 MOUNTED, 90 FOOT, 3 GUNS, CREWS & LIMBERS
FRENCH-30 MOUNTED, 96 FOOT, 3GUNS, CREWS & LIMBERS
PRUSSIAN - 29 MOUNTED, 100 FOOT, 3 GUNS, CREWS & LIMBERS
RUSSIAN-34 MOUNTED, 85 FOOT, 3GUNS, CREWS & LIMBERS

7 YEARS WARESS + £3P&P (UK only)

BRITISH-32 MOUNTED, 80 FOOT, 3 GUNS & CREWS
FRENCH-37 MOUNTED, 78 FOOT, 3GUNS & CREWS
PRUSSIAN-32MOUNTED, B0 FOOT, 3GUNS & CREWS
RUSSIAN—32 MOUNTED, B3FOOT, 3 GLINS & CREWS
AUSTRIAN - 32 MOUNTED, 78 FOOT, 3GUNS & CREWS

ACWES5 + £3 PP (UK only)

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

FIGURE PAINTING RATES
15mm FOOT-32p/CAV-58p
25mm FOOT-70p/CAV-E£1.10p

TETRION BASING — a hard wearing finish that will last for years (as seen on our trade stand
aroundthe shows) —add 10% to the 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 your army from any period up lo 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
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 spacifications,
You just choose from any of the following manufacturers and we do the rest. Choose from :-
Minigture Figunnas, TTG, Jacobite, Imegular Miniatures, Miniatures and our own Lancashire Games Miniatures.
Al this price can you afford 1o go anywhere eisal

When replying to adverts please mention Wargames Illustrated.



IRREGULAR MINIATURES LTD

OUR NEW ADDRESS: DEPT WIB, 4 PARK ROAD, NORTON, MALTON, N.YORKS YO17 9EA. TELEPHONE: (0653) 697693
Postage & Packing 12% (minimum 25p). Delivery within one week.

15mim Possants
Suitable for all periods up to 1900, Each figure has up to four vanants.
1. Goody Trimbody - Femals on foot ...

2. Pastor Humphreys - Priest on foot ...
3 Choppeernmmh Woodmanon foot...
4, John on foot

5. Nils Shan

= Mouvesux riché peasentonhorse ... 24D

Samurai and Asisn Range - Designer lan

Figures 552 to 557 wear sachimong and are mmhre ideally suited to
the 1Bth/17th century age of war. The back banner can be cut away,
however, making the figures suitabls for other pariods.

§51 (L) Mounted lord with std bearer, seated lord with retainer .. ;g

Landsknechts (all at Z8p)

R7 Amuebusier in shimiing tights and pulf sleeves

RE Crossbowmen in slimline tights and puff sieeves

RS  Pikemen [uprightl in smline tights and puff sleaves

R10 Arguebusier in pluderhosan

A1l Crossbowmen in pluderhosen

R12 Two-handed swordsman in pluderhosan

A13 Pikeman advancing (slanted) in pluderhosen

A4 Halberdier in fluted breastplate & pluderhosen

R15 Two-handed swordsman in fluted breastpiate & pluderhosen
R16  Front rank pikerman (levesed), in fluted breastplate & pluderhosen
A17  Officer

R48  Heavy/Madium cavalry (hath in bulf coat and long boots, shooting
[pistols

RS0 HoavyMedium cavalry (heimet) in buff coat and long boots,
chiarging with sword

RS1 He.wwlhchum cavalry (helmet) in breasiplate and long boots,

shooting
AS52 Hes um cavalry (hst) in breastplate and long boots,
charging with

Haavy/Madium cavalry (hat} in buff coat and pantaloons, chargsng

with sword

AS4 Heavy/Medium cavalry (halmet] in buff coat and pantasloons,
charging with lance

A55  Hesvy/Medium cavalry in breastplate and pantaloons with Lance
RS56 Lancer in full mail coat, charging

AS7  Later officer

A58 Later genaral

Earty-Mid 1500's Europeans (all nﬁ
552 R18 Polearmsman in tight jacket, puff slseves knickarbockers & hose s
553 A18 Arquebusier in tight jacket. puff sieaves,knickerbockers & hose mnss”"f J UI"‘“ e o %
g Eﬂmimmmﬁm. :;1; Jm mvamng {slanted), in tight jacket, puff slesves, e Iml::::ﬁmmnmm-s- =3
igar n .

SS6 (L) Ashigan with amusbus 12p RZ1 Sword and mmu man in %2 piate and pantaloons ‘;g; :"wull" ':*mfrm um::g?;;-ut;r.. %
857 Light cannon with three crew R22 Front rank pkeman (levellad) in 34 plate and pantaloons o Im'i' "'"_"WY_I" o) g
558 (O ol Light Cavairy ... 24p A23 Officer i w;;ﬁ;‘:mm o =

(L} Mongol Haavy Cavairy Lancer 24p e h;ﬂl"i it B . o
S510 (L) Mongol 24p  Lata 1500°s Europeans (all at 28p) A6 Jurvasary 2
S511  {LIMongol EHC Bodyguard Cavalry.. R24 Musketeer in buff coat, slash siesves and pantaloons '"'“”HfM"W T
5512 (L) Mongol Generals and Standard Bea 24p AZ5 Pikeman racaiving {slanted), in hreastpiate aver buff coat el i
§513  ChineseRocket Launcer + craw 24p A28 Front rank pikeman (levelled), in braastolate with tasssts jﬂﬂ.mmﬂzf ey
5514 (L) Chinesa Heavy Cavalry .. 4p R27 Archer in English jack over buff coat <l prisortiriuiid I'-‘?'- . Z8p
%15 ;-'n A28 Polearm man in English jack over buff cost E?? msehdd mhlf'.“;\- :.*Iﬁ %

16 dp R2 Officer I s
g:; :gp e i E;g m%ﬂmuualw i s e g 3%
P Europeans
5519 12p R30 Musketeer using sword and camying musket, in tabard 2;; g‘;llwm"ﬂﬂlfﬂ bebe ;g
12p R Musketess in buff coat and stocking hose P i lsght cava J'\';mi’“ - ?
5521 120 R32 Fikeman (upright) in buff coat and stocking hose mg L mf:ifﬂ l?eral ng
S5z R33 Muskoteer in breastplate, over buff coat o Is:s “'h"'l" >
S8 Burmmﬂmmdw'mzm 3p R34 Pikeman recening (sianted), in breastplate over buff coat '“":h - Koy 08
5524 (L) Burmese Cavelry . R A35 Front rank pikeman (levelled), in breastplate with tassets L oo rsian extra heavy caw »
5525 [LlBunmulniam:y on .. 12p R36 Scottish highlander rainn foot archer . ;
S92 (L) Burmesa/Xhmir infantry Archass . 12p R37 Seottsh pikeman Late 1400s & Early 1500s (all st 28p)
S527 t Bumﬂmﬂ'lnhﬂtﬁ'ﬁﬂurmm 12p F38 Scottish musketeer A1 Guard halberdier in scalloped skirt and puffed sleeves
SS28 tmauﬂl‘ﬂﬂ'mﬂﬂfl-'vhfhhﬁw 12p A28 Dismountad dragoon A2 Ham unner in tight hose and puffed sieaves
5529 (L) Khmer Maidan infantry .... 12p R40 Officar R3 an in tight hosa and puffed sleeves
5530 (L} Khmer Regular Infantry. 12p R4 Pikeman sdvancing isianted) in bght hose and puffed sleeves
SS31 (L) Khmar Cavalry ... 24p 1480-1600 (ll at RS Front rank pikeman (leveled) in ¥s plste
Enmégnmmmmnr g R41 (Gendarmes charging i x:t - s R& Officer
5558 mes ant R42 Gendarmes charging in ate with skirts & Snot’ Renaissance Starter Packs
el il R&3 Cuirassier in 4 piste, firing pistol mmaum1 ‘Brigade’ of 40-50 infantry, 5 skirmishars, 1 gun and
5535 (L] Tibetan Medium Cavalry.... R44 Cuirsssier in 4 plate with tassats, charging with sword ‘"“ 1 unit of 12 cavairy, 8 General and two sides. Price m%u
5535 Iﬁgenllm:;lmmm E-:-g Earty officer chaice of packs is a8 Tollows:
S837 Thetan and Nepal ne penaral ol s rh nish - Labad
§S38  10Assorted Asian Standards R47 Reiter pistolier in buff cost and chainmail skeeves, shooting pistol g:'.:‘nhmgm““um 'ﬂmﬁ;"%’.{é:‘;gp‘mlm %0
R48 Reiter pestalier in buff coat and chainmail sleeves, charging with Yoo war . Dutch - English Civil War- Nw Mode! Army - Ottoman Turk-

ou Chiness

Ming Chinese - Ma

When replying to adverts please mention Wargames Illustrated.

ACWCA  Sabrs in hand, kapi Horses
AMERICAN CIVIL WAR AHCS  Stcs o P, sch SCYTHIANS =™ ...
ACWCS  Satwe raised, carbine on back, SHE Cantaring
Union In'l'lrl'lry Skirmish Serles Infantry ACWCT 8l ; Cavairy 5H3 Running
ADW - Kegi ACWIS  Kapi firi ACWCE  Trooper or Officer, sword raised, 501 Mo, hamvy, $58ar, bow, pets SHl Hialt Armoured Trotiing
ACW2 sur.ura Bearer - Kopi AOW20  Kepi, k,..ﬁ.—., with ramiod ACWCE  slouch hat | 5 Archer, unammoured, firing Bow SHE Rearing (Genersl's horse]
ACW3 upmunermwnp bisrket and  ACW21  Kepi, acvancing wiTH hand in car Buger, kapi i : Archer, unarmoured, dravaing Bow
Hrick 5 ACWCID m trooper, kneefing, firing, 504 Archer, unammoursd hddvr:i bow  Infantry
ACWa On-n order advancing haversack  Anwm mmm 11 i m’“‘ L8 i 5C5 Archer, {officer), unarmouted, fifing  gey Warrior, unarmoured, Ihrowing
and kapi® ACWZ  Siouch hat loading with ramrod  ACWC11  Dismid Officer, kg firing P bow, Lamellar plastron it il
ACWS  Close order advancing haversack  ACW2M  Slouch hat advancing with hand in  ACWCH1a Dismid Officer, siouch hat, firing sCs Ncbie, heavy, Lemeflar armour, gry Warror, unarmoured. thrusting
and kapi® carricon pouch - pistal 2 ' SC7 (Graek helmat, spear, bow d javeln cverarm, shisid
ACWE  Closa order advancing blanket ol Arw75  Kepi, knesling, firing ACNCT2  Dismid Trooper, knesling. finng. Nobia, extra hesvy, spiint armour o3 Areher, unarmoured, drawing bow
and kepi® ACW26 . firing, siouch hat e A S8 onlegs spoar bow.oblong shisid  SE4 Ascher, uner 5
ACWT c]rw-hbl-l-ﬁwmpf ADWZT Pme,n:n;mi 3 E;mﬂ moper, standing, firing. s Archer, unarmaured, bow, throw- g5 Archer, unammoered, drawing bow,
.t - ACW2S louch hat ing javelin
ACWID  Prone, crawling, kgl g ACWCIA.  Dismird. Trmopar, sanding &t T Standard bearer,sirabeavy, OB SF5  Mmotan sublet warrer, un
Confederate Infantry I ’ ACWC1S Mus'ﬂ"w- Ffing, slouth B oot Gananl. s vy ettt o b i
ADNZS  Butternut, chargingininning ADWCIE Dismid bugher. bugling. M.Hﬂlnn it . BT Warrior,  un-
ACW11  Officer (siouch hat) ACW31  Butternut, advancing aaing Lamailar armour on legs, spaar, .rmqurgd,pulmmneid
ACWI2  Standard Besrer - slouch hat ACWET?  Drummer bay, kegl st bow, oblarsg shisld SFE Masctian subject archer, drawing
ACW13 wmmwuunknmn- ADNT  Drumimar boy, siouch hat Artillery King, hoiding seversd Macodonian s
Souct hat ACWG!  Parrott Fisld Gun - 35p head
ACWI4 Clau mmnumml- Cavalry ACWGZ  Whitworth Field Gun - 35p
ACW1S Skm order sdvancing high port — ACHE! ?n:fs?ﬂ?' sl B NEW
mﬂ , Fword rased, m!
ACWIE  ArtSlary crew - slouch hat (4 figures ol i ADNHR  Walking MEDIEVAL AND
e o — ACWES  Guidon, kepi ADWHZ  Standing
i By oo i RENAISSANCE
Noes: Wllr!ﬂmu:mum mﬁmmmawrdmm%nnhﬁgummu B selection of slouch
I!ﬁ,:“udl“ﬂ jwan shaven, rol uuwmurnmuumdnmm AHMVL’STS
%
15mm FIGURES (send s.a.e.) £3.30

OUR RANGE INCLUDES FOR RULES AND FIGURES:

Macedonians Vikings gle!!s garian Caesanan ( DEPT. Wl ),

Carthaginians Magyars avs omans

Thracaagns gﬂrmans gaxons Ancient Spanish & 15 CRDMWELL ROAD

Parthians aesall vars Celtiberians

Numidians Galatians Cumans ACW-Union and SHAW NEWBURY BERKS
Seleucids Scythians Lucanians Confederate = A

Pechenegs Samnites Apulians Late 17th C (British- AL UR v/ o

Campanians Aussians Ligurians Dutch-Imp. French) N EW B RY R U L E S
Greeks (Early & Early Greeks Republican Romans

Late Hoplites) Germans {Hellenistic) ECW - Royalists

Dacians & Parliamentarians Our range includes: Warfare Through the Ages (Manual} £330, *Upgrades (Ancient, Medieval, Re-

naissance) £2.20* each. Offer: Manual + 1 U,
Colonial £3.30.* Aerial Combat (1830-55) £2

rade £5.00,* + 2U
.* Napoleonic £3.

rades £7.00,* + 3 Upgrades £8.50*
* 19t C. £.30 ACW £3.30 £3.30,*
Cambraito Sinai £3.30." Wm{zm'!aﬁhayﬂuhs MNapoleonic £1.80,* Ancient £1.80,* Skirmish

Figures: Infantry — 10p; Cavalry - 20p.
Postage & Packing: UK & BFPO - Add 10% of order, minimum 25p; Europe— Add
20% minimurm 50p; Rest of World — Add 35% minimum 50p; Foreign Currency Wi
Cheques add £1.00

DONNINGTON MINIATURES

When replying to adverts please mention Wargames Illustrated.

lgrgames Aules Battlaaxe £1.80,* Oid West | £2.80," Old West 1 £2.80,* 20th C. Rules £2.80,° Supple-
ment £2.30,* Tables and Lists £2.20* (all three £6.50°) pﬂnrly Lists: Ancents F.P. £1.80." Napule-unit
£1.60,* WWII £2.80,* 13th C. £1.60,* Building Cards 40p.
Postage & Packing® inc. UK P&P. Europe - Surface T5p, rE‘NU USA - Surface £1.00, Air £2.00; Rest
aof World — Surface £1.00, Air £2.15. Overseas mnguei add equiv. £1.00, USA Agent: Wargamas Inc.
Box 278 Routa 40 East, Triedelphia WV 26059 U




WRREMES FOUNDEY

21 VILLIERS ROAD, WOODTHORPE, NOTTINGHAM NG5 4FB
26mm INDIAN MUTINY

1M1 OFFICER IN SERVICE DRESS. 14,1 MUTINEER IN SERVICE DRESS ADVANCING.

.2, SERGEANT MAIOR IN SERVICE DRESS. ML MUTINEER IN SEFVICE DAESS FIRENGL

3. INFMAN (M SERVICE DRESS AT ATTENTION.  IMUIEMUTINEER IN JACKET AND OHOTI ADVANCING.
LA INFAAN M SERVICE DRESS ADVANCING. ST MUTINEER [N JACKET AND DMOTI STAMDING READY.
IMLE. NP MAN M SERVICE DRESS FIRING. BT MUTINEER (N JACKET AND DHOTI FFENG.

M0 OFFICER IN CAMPAGN DRESS. - IMLIBLMUTINEER LEADER WITH SWORD WEARING PAGGHL
1.7, INFMAN IN FLAMNEL SHIRT ADVANCING. INLTEMUTINEER BUGLER WEARING PAGGAL

IWLE. INFALAN IN FLANNEL SHIRT FIRING.
IMLS. INFAAM [N FLANMEL SMIRT AT THE READY.  IM.ILMUTINEER WEARING PAGORI RUNNING.

M0 HIGHLAND OFFICER 833 MUTINEER WEARING PAGGRI FIRING.

LT FIGHLANDER ADVANCING. W2 MUTINEER WEARING PAGGR THROWING STOMES.

1L MIGHLANDER FIRING. P24 MUTINEER WEARING PAGERI BRANDISHING TULWAR.
Figures 35p

NEXT RELEASE: %.25-31 (ss 18-24, but wearing cap)
CAVALRY AND ARTILLERY TO BE RELEASED SOONI

MWIMWMMW.AMWMMCMM
Ower 235 figures 1o select from:
mmcmnmmnmmmm.ammazpnm

HIGHLANDERS and IRISH 14 figures, most with thres-hesd variants.
Suitsble for use with ECW and Jacobite Rabsliion

FRANCO-PRUSSIAN WAR infantry. Cavairy and Artillery. A selection of over 135 figures,
including Prussiana,Jagers, Wurttemburgers, Naval Brigade and SIEGE
OF PARIS CIVILIANS, AMMMMMMG&M&D&CMMW
Guide £2.95. ﬁ—kmilﬁ&hﬁmpﬂdnhukmw

MARLBOROUGH'S ARMY Our naw & ARTILLERY™ NOW READY! Figures
iﬁ:m%&mmﬁmﬂm 2 New dismounted cavalry figures sach with
%mmwmmlwdwmuumvmflﬁumwm
Ministures.

WARS OF THE ROSES, WARS OF RELIGION (Late 18C.), DARK AGES, HUNS. EARLY
IMPERIAL ROMANS, MEDIEVALS (14C.), SAMURAI,

NOW AVAILABLE - SEND FOR LISTS.

POST & PACKING UK Add 15%. Minimum 50p. Europe add 30%. USA and Australia add
50%. Overssas postage not used will be credited
uxwlmm!«mmmalm;mu Bill.

/ i
] N
S
HolsPuR L
Miniafures ®
P.O. Box 8, Heaton, @@
Newcastle upon Tyne NE6 1ER .-f)
Telephone: (091) 265 580"
NEW FIGURES NEW ADDITIONS
CHE  14th C. German Krights TO THE BEST 25MM
(Dlemounied MCH 16.17.18) EQUIPMENT RANGE
CH28 14ih C. Armoured Infantry (3 different)
CH27 15 C. Amoured ifantry (3 diferent] EVER MADE
MCH1 14th C. Knight, Open Bascinet ACHS Trestiemountedgun................. 90p
MCH2 14th C. Knight, Visored Bascine! ACHE Ribaudequin.... . £240p
MCH3 14th C. Knight, Visored Bascinet AGH15NEmrsstaﬁestpﬁ0Kd Iﬂ} . %0p
MCH4 14th C. Knight, Visored Bascinet ACH!EPavminfnﬁgam{packoﬂU] 90p
MCHS 14th C. Knight, Great Helm ACH17Pavises staked (packof 10).... £120
MCHB 14th C. Knight, Great Heim ACH1BMantiets (packof2) ........... £1.80
SCHB Two figures faling wounded
PCH2 Sir John Hawkwood
PCHT King Johr %mg%pp
SCH packs 72p
PCH packs 90p
Send an S.A.E. for our catalogue.
Overseas wargamers contact us in YOUR area at:
New Zealand, Ausiralia and Hong Kong: United Stales of America:
“Military Miniatures”, “Alliance Miniatures”,
Parnell Games & Hobbies Cellar, P.0. Box 2347 Des Moines.
Downslairs 211 Parnell Road, Parnell, lowa 50310, USA
\P 0. Box 9550, Auckiand, New Zealand. <

Partizan Press

26 Cliffsea Grove,
Leigh-on-Sea,
Essex

ENGLISH CIVIL WAR BOOKS FOR WARGAMERS FROM THE
ECW EXPERTS

The books below contain details of Coat colours; Uniforms & Equipment.
Each has illustrations of Flags & Troop types where appropriate

M.anlh - c..?.sm?.mjrm gz‘.‘;ﬂmﬁe of Monmouth "
roops
&Jmlllmpo.;mntdcmﬂl?lm 1 mﬂmh % - £3.25
&mﬂ-‘iﬁcﬁ'm;no & Querles Now runi 32 - s
ar Notes running to of more per issue.
Cunhh'&ﬂ’lermdupmdﬂemlﬂ research on the Civil mdh:lormﬂnum
Mmhw oul now. £0.90
Fidell The Regiments & Campaigns of Arthur, Lord Capell
M l‘.‘aﬁelmnsm sGmmak&Wlinnm £325
F«Godl'l'h military history of the North in the War.
Fuhm d %ﬁwmﬁwamw Fast Play, an
ast
mw&hlsm lists 95
Gmawnummmmiw-fs Bul.S?,‘p— Emful.lmey £225
le:;ddu‘l‘rhtnpgut Iuhmh:cﬁcw 5 Reid. 52p — The role, o~
Colonel Samual Joncs t of Foot Spring & Hall. 44p.— The Famham :
m lnrmrryo{ aller’s cam battes £225
&mMWn . Reid. All known Foot Colours,
MMSMMMWMWW £2.95
Volume - A-C £295
Volume I1- D-H £295
00 Robiere b Peachey & T the & Equipment of the e
's Foot urton, t
army of the Earl of Essex. 1 Jﬁd&+mmm 95
Once Upon A Time In the West Country Bery — OlnECWShH'nﬁthh £1.00
Pleaser add 40p plp to vour order
These arejust of the books bllshForahnl B0 books & the ECW
g m&mmpu N?BCsarzsltﬁl?smm
Tﬂomw&nme

KEEP WARGAMING

Paul and Teresa Bailey

) The Keep

Tew 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:

31st Oct/1st Nov MNorthern Militaire, Oldham
Queen Elizabeth Hall
14th/15th Nov Warfare, Reading, Shire Hall
28th/29th Nov Poole Wargames Convention
Henry Harbin School
28th Nov BMSS, Bristol, The Watershed
5th Dec Marcher ‘87, Shrewsbury

Figures: Minifigs, Ral Partha, GHQ; Heroics & Ros, Roundway
Miniatures; Dixons; Fraﬁght Rafm Miniatures; Naismith etc.
Buildings & Terrain: Integral Terrain; K&M Trees; Ahketon;
Hovels; Mainly Military.

Books & Rules: WRG; Empire Games; Tabletop; Newbury;
Osprey etc.

Although we carry a wide range of wargaming equipment itis not
possible for us to carry everything to every show, so we suggest
that, to avoid disappointment, you contact us in advance and we
can bring your order to the show.

If you cannot attend a show we also offer one of the most comprehensive mail order

services available. For further details send an s.a.e. to the above address — stating if
possible your area of interest.

Shop open Tues-Sat (10.00am-8.00pm).
VISA and ACCESS Accepted

When replying to adverts please mention Wargames Illustrated.
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PETER LAING

Pioneer specialist in 15mm, easy to paint, wargaming figures and equipment,
over 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, RENAISSAN
Landsknechts, Turks, English, Spanlsh Aztecs, ECW, includi Scots.
MMLBURIAN AWI, NA OLEONIC British, French, Prussian, tian
CaR'alal m. CRIMEAN, British, French, Turks, Russians. FRANCO PH&;

W, & INDIAN WARS COLONIAL, British, Dervishes, Boers, Zuius
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.

INTERNATIONAL MILITARY BOOKS |

Specialist supplier of military books from all over the world to all
over the world.
Send tor our latest lists and catalogues.

r . Over 1,000 in print
titles covering Thirty years War, Malbunan. SYW, Napoleonics,
19th Century, Colonial, etc. Send 3 X 18p stamps, $1 bill or 3
IRCs.

“Modern Warfare”. Hundreds of in-print titles on WW1, WW2 and
Modern. Send 2 X 18p stamps, $1 bill or 2 IRCs.

“Autumn Releases”. Listing with 400+ new books on all periods of
military history. Send SAE, $1 bill or IRC.

Available from: IMB, Dept W|, 76 Priestfield Road, Gillingham, Kent
MET 4RF, England. Tel: 0634 574387

Access, Visa, Mastercard, Eurocard accepted.

CLASSIFIED ADVERTISEMENTS

Ads should be accompanied by a cheque made payable to Stratagem
Publications Ltd., 18 Lovers Lane, Newark, Notts. NG24 1HZ.

Rate: 15p per word. Minimum charge: £2.00 (Don’t forget to add

15% VAT!). FOR SALE

25mm SPARTAN ARMY & Persians. 500-600 figures painted and
based. Ring Ian 01-722 6954.

CALIVER BOOKS. Ancient & Medieval Wargamers. Write now
for our latest list of military books covering the period. Send 2 1st
class stamps, 2 IRCs or $1 bill to: 26 Cliffsea Grove, Leigh-on-Sea,
Essex.

DIY SOLDIER BOX. Solve your figure transportation problems.
Self adhesive magnetic sheet to stick to the base of your figures, they
will then stand immovable in any metal box. One sheet enough for
most armies. 600mm x 300mm X 0.75mm thick. £15 + £2.25 p&p.
Cheques to: DIY Soldier Box, Dept.1, 165 London Road, Oadby,
Leicester, LE2 5DQ.

LEADING MANUFACTURER offers for sale 1100 15mm Master
figures & molds and 500 production molds (plus casting machine &
mold press if required). Write for details: Box 1, Wargames
Ilustrated.

SERVICES

G.J.M. FIGURINES. Wargames figures painted to collectors
standard. For sample send sae to: 63 Woodfall Drive, Crayford,
Kent, DA1 4TN. Tel: 0322 58073.

Al PAINTING SERVICE. New UK Price List. Foot 15mm = 43p,
25mm = 54p. Cavalry 15mm = 54p, 25mm = 73p. 35 Manners
Road, Balderton, Newark, Notts, NG24 3NU. Tel: 0636 701125.
SCOTLAND’S No.1 PAINTING SERVICE. Worldwide mail order.
All Wargames scales catered for, 15mm a speciality. Write for free
sample and quotation, stating interests to: Neil Danskin, 193
Dalkeith Road, Edinburgh, EH16 5DS

15mm WARGAME FIGURE PAINTING SERVICE. Please send
s.a.e. for free sample, state interests: Ian Grove, 63 Marescroft
Road, Britwell, Slough, Berks.

WARGAMES FIGURES PAINTED to collector’s standards. Send
s.a.e. or two IRCs for price list to: D. Seagrove, The Last Detail, 196
Parlaunt Road, Langley, Slough, Berkshire, SL3 8AZ.

CLUBS & SOCIETIES

WORTHING WARGAMES GROUP welcomes new members.
Meetings twice monthly, absence of formality, Club room with
access to bar in evening, Details from: Bob O'Brien, 75 Ardingly
Drive, Goring-by-Sea, Sussex, BN12 4TN. Tel: Worthing 44598,

SHEFFIELD WARGAMES SOCIETY Every Wednesday 7 p.m. at
the Polish Catholic Centre, 520 Ecclesall Road, Sheffield 11.
Contact: Tony Lineker, Tel:351275.

THE BEDFORD MILITARY HISTORY AND WARGAMES
SOCIETY is well established and must be one of the oldest clubs in
the provinces, in existance now for more than 11 years. We meet
every Monday at the Midland Hotel which is in Midland Road,
Bedford.

The Secretary of the NOTTINGHAM WARGAMES CLUB has a
new address. Any correspondence should be sent to: T.L. Allen, 28
Thistledown Road, Clifton, Nottingham, NG11 9DP.

THE CITY & EAST LONDON MODEL MAKERS CLUB.
Chairman: now Mr G. (Bill) Elvin, 74 Crondall Court, Pitfield
Street, London, N1. Treasurer: now Mr K. Ives, 31 Woodsford,
Portland Street, London, SE17. Open Day: now to be held at the
Rose Lippman Centre, Downham Road, Hackney, London, on
Saturday 12th December 1987. Comprising Model Competitions,
Club displays, trade stands, wargaming displays, Bring & Buy stall
and refreshments. Meetings have temporarily ceased until we find a
new venue, but the Club is not closing down. The Open Day will be
open to the public from 10am to Spm at the same place as last year,
and a small admission charge will be made. This year we have
doubled the show floor space in order to meet a need for a larger
Wargames involvement.

THE BLEW REGIMENT is a member of the Sealed Knot Society,
which was formed to re-create the desperate times of the English
Civil Wars. Our Regiment is part of the Parliament’s Army and we
are in need of new members to swell our ranks of musket and pike.
Camp followers are also desperately needed for battles as well as
“Living History” events. Please contact: Janet Howells, 383 Sidcup
Road, Eltham, London, SE9 4EU.

SALISBURY OLD GUARD WARGAMES GROUP meets weekly to
refight Napoleonic 1813 campaign. It takes place in the comfort of
our permanent wargames room. Battles are fought on our purpose
built 12" X 6' table using 1,000 plus figures per side. Both
experienced and novice players over 18 years of age are welcome,
Further details from: Paul or Jan Leniston on Salisbury (0722) 24272.

CONTACTS

WARGAMER RECENTLY MOVED TO CHELTENHAM sceks
local opponents to play boardgames or miniatures (particularly
“Command Decision”). Any period considered. Contact: Andrew
Nicoll, Flat 2, 20 Clarence Square, Cheltenham, Glos, GL50 4]P.
KEITHLEY AREA. Any Wargamer’s interested in forming a new
Wargames Club please ring Chris on Keighley 664681 (evening).
OPPONENTS WANTED IN GLOSSOP AREA for
Napoleonic. Phone Glossop (04574) 68971 (Charles).

15mm

FORTHCOMING EVENTS

MARCHER 87 - Saturday December 5th at Shrewsbury. Telepast
Hall on Town Walls is the venue with doors opening at 9.30. Display
and Participation Games. Refreshments available and a Bar will
open. Further details & trade stand requests to: E.P. Glover,
Bow-Wyn, Pant, Oswestry. Tel (work) Shrewsbury 241291.

SALUTE '88 will be a one day event as in previous years, with the
extra space that we hired last year when we had well over 2700
attendees who had come to see the 37 traders, 27 different clubs &
societies and 30 games that were on display. SALUTE 88 will be
held at Kensington Town Hall, Hornton Street, London, W8 on
Saturday 16th April 1988. The hall will be open to the public from
10am to 5pm. As with recent Salutes, the emphasis will be on
participation games.



Above: Skytrex's Trniton 1/1200th HMS Warrior, early ironclad
battleship, painted and rigged by John Westwood. It remains to be
seen whether naval wargamers will take to filling the “gap™ between
1815 and 1914 (ACW excepted). Certainly the vessels of that century
are more interesting, because more varied, than what came before or
after. Possibly this lack of homogeneity makes it a more daunting
prospect for manufacturers — who would need to produce a greater
range of models. Hopefully HMS Warrior will provide inspiration for
gamers and manufacturers to develop this period further.

Below are some of the 20mm modern figures from Hotspur designer
Dave Allsop. Hotspur do a large variety of Twenticth century figures,
covering more unusual theatres such as Chad, Spanish Civil War,
Lebanon. 1982, Northern Ireland, and urban unrest in Britain and the
USA. More of these in future issues.

Hotspur, as the firm's name and logo imply, also do a very large
range of medieval figures and equipment, with some unusual items
such as the artillery accessories set portrayed here. The range
includes, for instance. nine different crossbowmen and six different
hand gunners, allowing a great variety of poses in one’s armies
without need of too much conversion work.

These excellent Essex 25mm Napoleonics (opposite) have been on
the market for quite a while. Newer to the scene is the painter of these
particular models, Richard Lowles of Brothers in Arms (see classified
ads). Not cheap, but good value for money.

Lh
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PICTURE
REVIEWS

Also from Brothers in Arms are these superb Dixon Miniatures
samurai. Trev Dixon is to samurai what Len Hutton was to Yorkshire
cricket, and it’s whispered under the flat "ats in "uddersfield that when
Trev talks of designing a new samurai master Mrs Dixon immediately
cuts out his staple diet of Yorkshire pudding, tripe and onions and
gives him raw fish instead. After a couple of weeks of this inspiring
diet a superb new figure is knocked out in ten minutes.









