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MINIATURES The Best Wargaming figures in the World Designed by T. A. Dixon

CONFEDERATE HORSE TEAM, LIMBER & GUN -
Complete Set—£9.80p (Unpainted) + 10% P + P VISA
=]

CONFEDERATE MOUNTED & DISMOUNTED CAVALRY
Prices from 40p per fig. Horses—65p each + Postage

All the ACW figures have a multiple of CAST ON HEAD VARIENTS, providing a wide
range of interesting cap & hat angles, beards & mustaches etc on different faces. )
The variations are mixed, but if you require, a choice of ‘Kepi or ‘Hat’ can be supplied.
NEW:—25mm:— '
BUILDINGS, RUINS, WALLS & FIELDWORKS See us at the OSPREY WORLD CHAMPIONSHIPS.
Send S.A.E. for fully illustrated list! 7th/8th October, at The Assembly Rooms, Derby

WESTERN GUNFIGHTERS
Coming Soon—Stagecoach with horse team, drivers & passengers.

SEND £1.95p FOR OUR FULLY ILLUSTRATED CATALOGUE

Our U.S. Distributor is:— ‘Wargames’, Box 278, Route 40 East, Triedelphia, W.V. 26059, Area Code: 304 547 0000

DIXON MINIATURES, Spring Grove Mills, Linthwaite, Huddersfield HD7 5QG Tel: 0484 846162

Combine some of the finest figure painting in the world along
with the most competitive prices and vou have:—

The Master in Historical and Fantasy painting and figure
painter to DIXON Miniatures

Send only £2.50p + S.A.E. for sample painted
(collectors qualiry) figure plus price [ist
Contact:— Nick Revnolds:— Cherry Tree Cottage, 13 Church Lane,
Killamarsh, Sheffield 831 84S. Tel: 0742 483124,




INTRO

As you have perhaps already discerned from the slimmer feel
and lower price I have decided to go bi-monthly. (That’s one
issue every two months, not two issues each month!) I did hint
at this possibility in the intro to WW4 — if anyone tip-toed far
enough through the typos to read that bit! The theory is that
this slightly eases my workload(!) — by spreading it, if not
reducing it.

Also last month I said we'd like to be a bit more
international. Well, we haven’t gone too far along that path yet,
although a few “foreign correspondents” are lined up for future
issues. We do have in this issue an Australian, currently
resident in the U.K., who compares the scene in the two
countries, and an American — Raymond Levesque — who
considers the Battle of Apache Pass, a geographic location not
too far from his doorstep!

SUBSCRIPTIONS
to Wargames World (6 issues)
may be had direct from the publisher at £9.
BACK NUMBERS

of issues 2, 3 & 4 are still available at £2.25 inc.P.& P.
from Stratagem Publications, 18 Lovers Lane,
Newark, Notts. NG24 1THZ
COMING SOON!

Wargames World binders

Lots of you have asked about these —
starting just a few days after issue #1 was published.
They are on order — see advert in the next issue.
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Front cover photo- French and Indian War action from Bill
Gaskin’s wargames room. Figures are a mix of one-offs by Bill,
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pleasure. Bill’s figures definitely fall into the latter category.
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HALLMARK _FIGURES

ARCHITECTURALS |
A range of stick on items designed to help you make your own buildings 2 ﬂ
AR Double door, pointed arch. stone surround 12mm > 2imm - i
ARZ Double door. rounded arch, stone surround 12mm % 18mm 20p 4 |
AR3 Diouble door, rectangular, wooden frame 12mm % 18mm Hp .v'i ]
AR4 Single door. pointed arch. stone surround Bmm x 18mm 18p
ARS Single door, rectangular, wooden frame 8mm * [Emm 15p
ARt Large window, rounded arch, stone surround 12mm x 20mm 15p
ART Double window, rectangular, wooden frame 14mm x 12mm 15p el Blg
a  With salid shurers closed 15p S W 2
b With solid shutters open - 15p [y 4 x
c With louvre shutters closed 15p e
d  With louvre shutters open 15p E T H
ARR Double window, rectangular, wooden frame 12mm x 10mm 15 t_‘] )
a With solid shuriers closed 12
b With solid shutters open 124
€ With louvre shutters closed 12 1
d With louvre shuriers open 124 i 1
ARY Double window, rectangular. wooden frame 14mm x 6mm 12p j
i With solid shutters closed 10p
b With solid shuitters open 1tp
ARIO Single window. rectangular, wooden frame Tmm % 12mm 1p

1 With solid shutter closed 10p
b With solid shutter open 10p
¢ With louvre shutter closed 10p
d  With louvre shutter open 10p
Single window. rectangular, wooden frame 6mm x 1lmm 10p

a  With solid shutter closed p
b With solid shutter open p
¢ With louvre shutter closed Tp
d  With louvre shutter 7
Single window, rectangular. wooden frame 6mm x Tmm i

a  With solid shutier closed 7
b With solid shutier open T
0

AR13 Window. rectangular, wooden frame. crossed bars 10mm * fmm 7

AR14 Window, square, wooden frame. crossed bars Smm ® Smm 1

LAC 9  Trooper, pot helmet cuirass ip

LACI0  Trooper,-hat & cuirass 10p

LACIl  Trooper. hat & coat, waisthelt 10p s
LACI2  General 10p T
LACI3  Hussar 10p e
H4 Dragoon’s Nag standing 10p

HS Cavalry Horse walking 12p ' |
Hb Officer's Horse walking 12p N
H7 Hussar’s Horse 12p (]
SEE OUR 12p Ty

COLOUR PICS IN WI No.21 PAGE 42
SSAE FOR LIST & SAMPLE CHEQUE PAYABLE TO WARLORDS MODELS
Available from Postage
WARLORDS MODELS 10% order value (min 30p) Europe 20% (min S0p):
27 Feversham Crescent Worldwide surface 30% (min £1);
York YO3 THO Airmail 50% (min £1)

M
WETy

Battlements
1979~ 1989

The best in the wargames field

for scratch built model buildings and terrain
‘Buildings for the Military Modeller’ is now available

from good bookshops or B.T. Batsford Ltd at £12.95.
Write or talk tolan Weekley Tel- 060546-708

The Old Anchor of Hope, Lammas, Norfolk NR10 5AF

When replying to adverts please mention Wargames World.



MODELS AND
TERRAIN

25MM Castle Keep £25.95
25MM Medieval Marquee £2.95
25MM Large Medieval
Bell Tent £1.75
25MM Small Medieval
Bell Tent £1.45
15MM Medieval Bell Tent £1.05
25MM Army Ridge Tent £1.65
15MM Belgian Farmhouse
Napoleonic £4.95
1/300 Castle Keep £3.95
15MM ltalian Renaissance
Tower £4.95
15MM Coaching Inn £7.50
Hill Set 4 Pieces £8.35 15MM Yeoman's House £4.95
25MM Road Set 6 Pieces £6.00 15MM La Belle Alliance £5.95
25MM River Set 5 Pieces £6.80 15MM Corn Stack £1.56
15MM River Set 6 Pieces £4.10 25MM Northumberland
15MM Road Set 7 Pieces £4.15 Peel Tower £7.50
1/300 River Set 6 Pieces £3.80 15MM Wealden
25MM Bridge £3.95 Farmhouse £7.50
15MM Bridge £2.50 15MM Village Pond and
25MM Medieval House with Wall E4.95
lift-off roof £6.95 15MM Regency Toll House£4.95
25MM Pike & Musket Gun 15MM Clapboard Medieval
Emplacement E2.95 House E8.50
25MM Renaissance 15MM City Gateway £8.00
Art'llery Tower £6.95 15MM Frontier Fort £14.50
15MI4 Star Fort Section £18.85 1/300 Arab Village £2.70
25MM Star Fort Section £17.85 1/300 House and Barn £1.80
15MM Castle Keep £6.95 15MM Log Cabin £4.95
15MM 4 Section Castle £28.25 15MM Fantasy Tower £6.95
25MM 4 Section Castle £36.00 15MM Trench Tile £5.95
25mm Medieval Wall Gate£6.95 25MM Spanish House £5.95
25MM Church £7.95 15MM Manor House E£5.95

VICTORY GAMES INC. N.Y.

Aegean Strike £16.45 Ambush £24.55
Move Out (Ambush Mod) £9.85 Purple Heart
Silver Star (Ambush mod) E17.95
(Ambush Mod) E15.35 Battle Hymn £24.60
Central America E24.60 The Civil War £19.75
Cold War £14.75 1809 £14.75
France 44 £12.30  Gulf Strike (2nd edit) £22.85
Hell’s Highway £19.75 Korean War £19.75
Leatherneck £15.60  Lee vs Grant £16.45
Mosby's Raiders £14.75 NATO E12.30
Omaha Beachhead £14.75 Open Fire £26.35
Pacific War E£37.35 Panzer Command El16.45
Pax Britannica £19.75 Second Fleet £24.59
Seventh Fleet £28.5 Sixth Fleet £24.60
Tokyo Express £28.55 Vietnam £19.75
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é P & P: 1 GAME £2.00 — 2 OR MORE £2.65
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ANCIENT: Thematic Byzantine: Alexandrian Macedonian:
Saxons; Normans: Vikings: Arab Conquest; Late
Imperial Roman; Hunnic: Avar: Tang & Five Dynasties
Chinese; Khitan Liao; Thracians; Late Hoplite Greek:
Indian; Early Imperial Roman; Nikephorian Byzantine:
Early Hoplite Greek: Sassinid Persian:

Feudal English; Feudal French: Swiss; 100 Years War
French: 100 Years War English: War of the Roses
Yorkist; War of the Roses Lancastrian; Burgundian;
Royalist: New Model Army; Muscovite; Cossack:
Persian: Spanish; Polish; Tartar; Mamelukes; Dutch;
Scots Royalist (Montrose); Scots Covenantors:

French; British: Austrian;

British: Dervish

I5mm ARMIES USING
CHARIOT MINIATURES
Jumbo £31.50 Standard £20.50 + P&P

Sumerian; Hittite; New Kingdom E %tian; I-Zatrllgl Assyrian; Late
Hebrew; Mycenean & Minoan Greek; Burmese; Han Chinese;
Tibetan; New Assyrian Empire; New Babylonian & Allies; Early
Hoplite Greek: Early Achaemenid Persian; Later Hoplite Greek;
Later Achaemenid Persian; French Revolution.

CHARIOT PACKS

Jumbo £28.95 Standard £18.95 + P&P

Hittite; New Kingdom Egyptian; Early Assyrian; Mycenean &
Minoan Greek.

25mm Mini Army French Revolution £21.95 + £1.70 p&p

25mm ARMIES £55.95 INC P&P

Armies using MINIATURE FIGURINES

NAPOLEONIC - French: British: Prussian; Russian; Ausirian;

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

MEDIEVAL:

RENAISSANCE:

NAPOLEONIC:
COLONIAL:

=
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.» DUNSTABLE, BEDS. TEL: (0582) 606041

When replying to adverts please mention Wargames World.



4a PARKYN ROAD, DAYBROOK,

wdr?amed 90% nd ry 25mm ARNOLD, NOTTINGHAM NG5 6BG

FOR ACCESS/MASTERCARD/BARCLAYCARD/VISA
Phone: 0602 260163 (always include expiry date of your card)
Ew English Civil War
ECW58 Male Civilian carrying sack
ECW538 Male Civilian carrying wicket basket with firewood

ECWE0 Female Civilian carrying wicker basket
; ECW6E1 Noble Woman
&5‘" W I\ ECW62 Farmer/Peasant walking in smock
v ECWB3 Horse Rider, smock, floppy hat and whip
( ECW64 Horse Rider, whip, doublet, hat with brim
turned up at side
ECWE5 Horse Rider sidesaddle, monmouth cap, shirt

ECWE&5

NEW

French Revolution

RVB5 French Hussar trumpeter

RVE6 French/Prussian Hussar guidon

RV67 Chasseur a Cheval trooper

AVE8 Chasseur a Cheval officer

RVES9 French Chasseur a Cheval trumpeter
RV70 French Chasseur a Cheval standard bearer

T
é g RV70
.| ¢

5529 Prussian field gun. Suitable for Franco-Prussian AMERICANS
New Guns War. (Replacing RVE2) £2.10 NEW NA38 American Militiaman advancing. Round hat.
5530 French 23 pdr field gun. Suitable for Franco- War of 1812 NA40 American Militia Officer. Round hat. Pistol.
Prussian & Crimean War. (Replaces FPE3) £2.10 North America) NA41 Fieid Officer. Plumed bi-come. Pistol.
$S31 British 9 par field gun. Suitable for Crimean War, (North America Mointad Poid s parme,
Indian Muniny & Warof 1812. (Replaces IM4) £210 NA42 Bi-comne. Use horse CMH1.
POST & PACKING e
VISA UK: Add 15%. Minimum 50p. ‘
T Europe: Add 30% USA & Australia: Add 50%. Overseas postage not used will be credited. V- \
UK send 2 x 1st class stamps for list. Abroad send 3 IRC's or $1 Bill.
FRENCH STOCKIST WEST GERMANY STOCKIST BELGIUM STOCKIST CANADIAN STOCKIST
LA GIBERNE “DER BLEISOLDAT" 'FIGS’ 'SENTRY BOX WEST HOBBIES
6 AVENUE DES JASMINE WASSERGASSE 96 RUE DU MARCHE AU CHARBON 3309 WEST 4th AVE.,
95500 GONESSE D-6501 NIEDER-OLM BRUXELLES 1000 VANCOUVER, B.C.
FRANCE W.GERMANY VER 1N6

Siret 347 773 236 00018 APE 5401

When replying to adverts please mention Wargames World.

Barclaycard & Access Orders Welcome Mail Order Address:
Telephone Loughborough 213789 28 BROOK STREET
24-HOUR ANSAFONE SERVICE FOR
CREDIT CARD ORDERS AND INQUIRIES WYMESWOLD
OUT OF NORMAL WORKING HOURS LOUGHBOROUGH
WE ACCEPT BARCLAYCARD, LEICESTERSHIRE
ACCESS, BANKAMERICARD, LIMITED
EUROCARD, VISA, CHARGEX _JUST SEND YOUR CARD Telephone: 0509 213789
& MASTERCHARGE. NUMBER AND EXPIRY DATE. FaX NO: 0509 230874
SKYTREX ACTION 200 DAVCO "3000th NAVAL | FOSTAGE & PACKING
| i U.K. 10% order value
£ whi i ;
OVER well detailed metal scale models in the range. e 0 e e e T !rgsl,n 20p)
Many more due for release this year. and modern vessels. BFP%TIE pOJSt frei.
urope) as above
TER PACK £6.50 s
Vaooth WW2 STARTER PACK £7.50 DA AR ER A iren. and 4 German | BFPO (Outside Europe)
Rules & dice plus German and Russian infantry and tanks. Battlecruisers 30% order
DAVCO WWII STARTER PACK £6.50
1200th RE!NFORCEMENT PACKS Contains rules + British & German warships. Europe 20% order
BRITISH BATTLEGROUP £5.00 GEHJ\;lAN HEAVJ’ ASShAULT PACK £5.00 U.S.A. }
1% Inf k. 1xH ack 2 Elefant. 2 Jagdpanther SKYTREX CATALOGUE £1
zBa?n?f’Jr“'AffJis. S Chi I Stufmpanzergl\u’. 2 Stug 11l HINCHLIFEE CATALOGUE £1.50 ﬁaggg;nd 20% order
2 Sherman. 1 Cromwell 1 Sturmtiger > ; 3 :
RUSSIAN ASSAULT PACK £5.00 AMERICAN BATTLEGROUP £5.00 reh Cxtuopn iy Australia } 40% order
2 x Assault infantry packs 1 infantry pack. 1 heavy weapons pack
2 x SuB5. 2 x KV2 2 Shermans. 1 x M10. 1 x M18
2xSu76. 2x Su152 ZEMI NS TRITON NAPOLEONIC TRITON GREEK NAVAL
New éooth catalogue available. Send a stamped addressed envelope Vrzuoth NAVAL Witite‘retat anciant gallefs 1o-refiaht
NEW RELEASE IN "200th MODERN 5“Detgbr:c’:g:geﬂls’gﬁ‘;ob:m: you the Greek Wars.
“THE VIETNAM RANGE" D o AAUAL GREEK NAVAL STARTER PACK
Infantry, Armour, Artillery, Aircraft, Helicopters ST?&RT%R PACK £11.50 Contains rules + 4 galleys £1.50
The vehicles have been “vietnamised” with super detail contains rules + 3rd rate All to Veooth scale
1 and frigate for twa sides
RED EAGLE WW1 Viaath SCALE AIRCRAFT HINCHLIFEE 20mm WW2
White metal kits to provide colourful models NS2 HMS Victory (1strate] £2.50 fam
Ideal size for WW1 ai bat . NS3 HMSBulwark (3rdrate]  £2.50 NEW Russian M35 TANK £7.95
BM108 SESa AR é’;u = il NS6 HMS Diana (Frigate) g-gﬂ a land leviathian with 5 turrets
BM111 Sopwith Camel P00  REDEAGLESTARTERPACKf10 [ NOA0mperilfrench(jstrets) £33 NEW British Vickers Mk VI £4.50
Sm{!}g i?t;;vwilh ‘Er]rlilglnlane g%g VN Air- Combat Rulles NS22 Venus (French Frigate)  £2.20 Most numerous 1940's tank
It i ule i :
BM209 Fokker DVI £2.20 WW1 Air Campaign Rules Aeme-ltldes £2.15 NEW 20mm Igu?LaEed Catalogue
BM214 Fokker Triplane £2.20 Over 20 more models available Over 40 different models on full list send S.A.E.

When replying to adverts please mention Wargames World.




16mm 15mm 15mm 1Smm (5mm 15mm 15mm 15mm [(5mm

Craw Figures
15mm 16mm 15mm 15mm 1dmm 15mm 15mm 15m m 15mm 15mm E‘nfur}iry .1212
ava .
= . 17 HILDERTHORPE RD Chariofs.....
useum Minilatures | ssuneron vois sir | s o™ 150
- i .
. y i “3/MD30 Burgundien Hand Flephants 1.50
15mm Super detailed gaming figures f/,“..'ﬁ’gﬁ E‘ irgundian Pk} G +crew 1,00
INDIANS, INDUNABMY 4712 rpppcray GALATIAN /MDE2 Ketinue Arepers Foot
INFANTRY 15/RC0!  Light Horse IC . %‘Z‘.‘? iy Archers Cay
15/IF01 Indian Med Infantry Spear  15/RCO5 Greek Ally General 15/GLI0 CinC =y /MD32 Retinue Billman Cav -
15/IF02 Indisn Med Mcher!ﬁ.rz& 15/BC08  Sub General 15/GL07 Cappadocians (i /MDO{ Shire Levy Archera &
15/IF03 Indian Med Infantry 2H 15/SE04 Greek Peltast L1 15/GL09 MC N 3
15/IF04 Indien Skirmisher Jevalin  [5/SEO8 Javelinmen LI 15/SC04 Greek Cavalry YORKIST ARMY 17.84 3
15/IF05 Indien Hvy Infantry Spear  15/SE0B Greek Hoplite M1 13/SE05 Greek Infantry
15/1F06 Indian Meiden Guard 15/SE13  Slingers U 15/NSI  Greek Slingers A
15/SE14  Archers 11 15/GL04 Skirmishers LANCASTRIAN >
CAVALRY 15/SE15  Peltast O 15/GLO5  Warroirs MI 15/MD24 C in C SHE 3
15/1C0! Indian Ex H Canlr§ Lance 15/SE18 Thracian Cin C Galatian 15/MD22 Currours 3
15/1C02 Indian Med En‘]}g pear 5/SEI8 Noble Cavalry HC | 15/MD3! Irish Kerns
15/8C03 Sythian Archer Firing Bow THRACAIN ARMY17.42 prica | 15/MD25 en at Arms SEK -
) : 75p for 15mm includes 15/MD03 Welsh Archer 1 mg tinue Archers @
Later Hoplite Greek AMERICAN CIVIL WAR T.If(}p for 25mm postoge 15/MD07 Welsh Spearmen IMI { %&2 L Ell.l.m: 5::! 3
13/8008 g poian Morws drcher ACN. CONFEDERATE ARMY 18.72 13/MD17 Welsh Covairy BHE | /D29 Shire Levy Hoblars 3
n LW |\ F e ers
TR T AFL  Iron Brigade First Uniform Firing e A oy G IS/MDC3. Yelsh Archers a
Te 8 rs .
I3/RC0S  Greek Comiry AR5 Erimats Shell acket Shmach B, Arme WELSH ARMY 17.03 15058 Velen Spearmnen 3
15/SE0B  Hoplites M AF4  Frock Cost Slouch Hat Advancing 3
15/SEQ5 lavelinmen U AF5  Mounted Officer Full Dress MEDIEVAL FRENCH LANCASTRIAN ARMY 18.41
15/8 Peltast 1M1 AFS  Officer on Foot Service Dress 15/AF23 Dismounted Cav &
15/NS1  Slingers LI AF7  Standard Bearer Kneeling Firing 100 YEARS WAR
15/SE17 Sparlen Sub Genersl AF6  Musician Drummer 15/AF29 Dismounted Cav 15/MD20 C in C Mounted 3
15/GL05  Syracusan Gauls AF9  Geribaldi Guard Holding Horse  [5/MDO04 French Crossbowmen 15/MDI8 Mounted C in C 3
s KRR A Dwowberags o Seilele S CRlEUEL AR RESD
i Eer .,
: v e L 13AD10 Brigans I 15/MD03 Welsh Archer LMI @
Later Hoplite Greek Army 17.03 iFH E:lun e ]mnh-y cket 18/AF25  Zousve Officer lg/l]:gil Fren:g g:n &t tmﬁc }?,f/ﬁ?g 'l].m {‘r:nch gé‘léua g
&0 &L Arms
CAMILLAN ROMAN AFIS Nounid Trampeier  L0/AT2D Zousve Standerd Bearer [P/MTSG [rench Serecamis BC 15/MD20 Fee French Men ar Arms
en at Arms -
}gﬁ-‘lf‘ mﬂ"ﬁmﬂ:ﬂm N }gﬁfz m:ggaw A.CN. UNION ARMY 1872 MEDIEVAL FRENCH ARMY 16.83  15/MD22 Hobilars MC 55-‘-
] ude
18/82  Galc inf Running Nud IS/RE3 Numidion 100 YEARS WAR ARMY 17.03 3
o T
15/HP3 Hastatus or Princeps 13/RCS  Hiyntan Cavalry L VIS4 | UK. & BF.PO. Post.... 12% | [15MM ANCIENT SUPPLY TRAIN ................7.20) | =
:g;:ﬂ Numidian Siinger 15/RC7  Spanish i';’:ir‘fi'u}?“;aﬁ"“’” Post Free | | 4 WAGONS & 2 CARTS HORSES & CREW 3
arus
IS/RV1 Vaites | 77 ini ogy Over Seas.... Surface 25% | | |5MM REN/MEDIEVAL SUPPLY TRAIN 20| | 3
15/S11  Spanish useum Miniatures Cana XK sarfore &% sl
ol e ooy g_ 12_ 2 Pe‘,-,}%,;o%; a R oowon 108 4 WAGONS & 2 CARTS HORSES & CREW =
niario g

mm

Prices include

mm lomm
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NEW CAMPAIGN BOOK No.8. UNIFORMS, ORBATS, ETC. £3.50 Post Free.

Hret Borps 153

NEW - 15mm Metal Figures — NEW
ITALIAN WAR OF INDEPENDENCE, 1859

%eg montese Infantry

infantry c

Bersaglieri

Bersagliere command
Piedmontese Heavy Cavalry
Piedmontese Heavy Cavalry command
Piedmontese Light Cavalry
Piedmontese Light Cavalry command
Piedmontese artillery crew
Piedmontese Generals

Neapolitan Infantry, coat turned back
Neapolitan Inf.Flank coys/Lt.Inf.full coat

ITA13 Neapolitan Infantry command

Light Infantry

Neapolitan Dragoon

Dragoon

Neapolitan l_lf&l‘\asseur

Neapolitan artillery crew

0 Neapolitan Generals
Pontifical Zouave

A22  Pontifical Zouave command

A23  Pontifical Infantry

ITAZ6
ITA27 G

aribaldini 1
aribaldi

Pontifical Infantry command

Pontifical Dragoon

Pontifical Dragoon command
{Cacciatori delle Alpi)

aldini }

ITAZ8b Garibaldini ) mixed

aribaldini )
Garibaldini personalities

Code FRANCE 1854-70

Chasseur 1858

Zouave

Carabinier

Cuirassier

Dragoon

Chasseur & Cheval

Lancer (1859-70)

Hussar, busby

Hussar, kepi

Chasseur d'Afrigue

Foot Artillery

Spahis

Infantry command
Zouave command
Mounted General Officers
Chasseur d'Afrique comma
Carabinier command
Cuirassier command
Dragoon command
Lancer command

Hussar command, busby
5a Hussar command, kepi
Chasseur d’Afrique comma;
Spahis command

Imperial Guard Grenadier,

Imperial Guard command 1

WANAAONOMOMMAEOMOMO0MOOTmOmomom

Garde Mobile command
7 Communards, mixed
Volontaires de I'Ouest

French Infantry in greatcoat

Imperial Guard in greatcoat and bearskin

nd

Chasseur a Cheval command

ind
bonnet de police 1870

(based on Detaille’s Rezonville)

870

Garde Mobile/Sedentaire in tunic

FURIA FRANCESE RULES FOR 1859 £1.25 Post Free

Code

mmOmOm OoOOO000O00OmMmMOmEmmmTmTmm T T T

NOTE: Most of the above figures can be used for THE CRIMEA. Line

Infantry wore kepis, not shakos, dui

Standard pack (10 foot or 5 mounted) Code F 90p Personality pac

Command pack (5 foot or 3 mounted) Code C 45p Artillery crew Code B

SAE for lllustrated Lists

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

ring this campaign

k Code E 80p
40p

AUSTRIA

German Infantry

Hungarian Infantry (use also for Grenzer)
Jager, skirmishing

Dragoon

Hussar

Uhlan

German Infantry command
Hungarian Infantry command
Dragoon command

Hussar command

Uhlan command

Artillery crew

Mounted Generals

Artillery Team

Limber and 2 men

ARTILLERY

ORD120 French 4pdr field gun
ORD131 French 12pdr field gun
ORD132 French 24pdr siege gun
ORD Franch Mitrailleuse
ORD136 Austrian 3pdr gun

mEFOmm n'rlmmﬁﬁl']ﬁn"nﬂ'ﬂ'ﬂ'ﬂ‘ﬂg

AUS13

When replying to adverts please mention Wargames World.



For The Honour Of The Regimeni

Two colonial role-playing scenarios c.1879
by Ted Brown

INTRODUCTION

CHARACTER BRIEFINGS

On 22nd January 1879, in mid afternoon the defence of the
British encampment below the crag of Isandlwana collapsed in a
welter of gunfire, smoke, curses and blood. Amidst the frenzied
confusion little groups of soldiers fought with hopeless fury, and
battle-mad Zulu warriors threw the bodies of dead comrades at
the redcoats before rushing in with cold. glittering assegais.

In the middle of this vision of hell Lt-Col. Henry Pulleine
handed the Queen’s Colour of the 1/24th to Adjutant Lt.
Teignmouth Melvill and ordered him to carry it to a place of
safety . . .

The battle of Isandlwana has been much written about and
has inspired many a colonial wargamer. The action can make an
interesting refight with a good set of rules. However, this article
will suggest two role playing games based on the bloody ending
of the fight. To play out the scenarios requires two or more
players. an umpire, normal six-sided dice, rule and of course,
wargames table and figures.

The two scenarios are divided into a number of sections for
the main characters and only the umpire should read the whole
article before the game. The umpire should read out the
relevant sections to the players.

FIXBAYONETS AND DIE LIKE BRITISH
SOLDIERS DO

In this scenario the players — one for each character if possible —
try to recreate one of the last stands at Isandlwana made after
the fully organized defence had ended. Players will receive
points for each turn they survive and for each Zulu they
dispatch. Officer and NCO characters will also gain points if
they keep their men following their orders, and the men will
also gain points for obeying orders. The competition then is
between the character players, but in order to gain extra points
and survive for longer against the overwhelming numbers of the
enemy they must also co-operate. This makes for a nice tension.
The Zulu player must try to wipe out the character players
quickly, but without losing too many warriors.

Col. Anthony William Durnford. Aged 49. Fit, but left arm
useless due to old injury. Weapons: Six shot revolver, hunting
knife. Six spare rounds.

You have seen the camp overrun and know death and defeat
are now certain. You feel in large part responsible for the
disaster since you disobeyed orders to ‘defend the camp’ and
instead took your men out looking for Zulu: You found them.
Now you are trying to keep as many warriors occupied as you
can, hoping this will give the fugitives more chance of escape.
You seek an honourable death.

Lt. Charles D’Aquilar Pope. Aged 29. Fit. Weapons: Six shot
revolver & sword. Two spare rounds.

You and your company have fought your way to the saddle
area from hundreds of yards out on the plain. Many good ‘G’
company soldiers are already dead and the rest soon will be.
You intend setting an example to your remaining men and will
take a few warriors with you.

Lt. Frederick Godwin-Austin. Age 25. Fit, but a flesh wound on
the head is causing you some pain. Weapons: Six shot revolver.
Four spare rounds.

Your head hurts from a hit by a thrown assegai and blood
keeps running into your eyes. You feel dizzy and are mad at the
Zulus for ending your career just a few weeks before your 26th
birthday.

The Honourable Standish William Prendergast Vereker. Age
25. Fit. Weapons: Six shot revolver and hunting knife. Six spare
rounds.

You are an honourable man in more than just name: You
gave a horse you had just mounted to a native who said it was
his, choosing death before a dishonourable act. You will do
your duty.

Sergeant Thomas Cooper. Age 29. Fit. Weapons: Martini-
Henry and bayonet. Ten rounds.

A long service, professional soldier you are fighting hard.
Death is not something you have time to think of, only fighting
and killing the enemy: You will show these b——ds what a
soldier is . . .



Trooper Pearce. Age 24. Leg wound that means you can no
longer run, Weapons: Martini-Henry carbine, hunting knife. 6
rounds.

A Natal Mounted Policeman, you left your friend Trooper
Sparks to find a new bit for your horse, now you don’t think
you're going to need it. Because of your wound you have joined
this group and wonder how long until the end?

Private Ashley Goatham. Aged 24. Fit. Weapons: Martini-
Henry and bayonet. Eight rounds.

Your mother told you not to go for a soldier. Why the hell did
you not listen? You had never believed it might end like this,
bloody Zululand, bloody army . . .

Private J. Bray. Age 19. Weapons: Martini-Henry and bayonet.
Seven rounds.

You cannot think about being killed, it is just too awful, so
you block it out by following your orders.

Private E. Edwards. Age 27. Fit. Weapons: Martini-Henry and
bayonet. Twelve rounds.

You are battle mad, you want only to kill as many of the
enemy as you can.

Private W. Molloway. Age 23. Fit. Weapons: Martini-Henry
and bayonet. Nine rounds.

You wish you had kept to your old life in civvy street, if only
you had not taken that girl into the barn . . . You still hope to
come out of this somehow and are watching for a chance to get
higher up the hill.

UMPIRES BRIEFING

Give the Zulu player 40 warrior figures, 10 of them with
muskets. At some point in the fight — early on — Lt.
Godwin-Austen, dizzy and half blinded by blood should let off
his revolver at Durnford with a 50% chance of a hit. Toss a coin
to decide, the Durnford player to call.

One revolver and one rifle will jam during the action, you
choose which characters and give them a 50% chance of clearing
them on the move after the jam, again toss a coin and get the
player to call. One character must also find he has lost two
rounds at some stage in the fight. Another character finds five
rounds during the action, again you pick the character and
inform them when this happens.

Should the Zulu player run short of warriors give him a
further twenty. Make sure this player bears in mind that while
brave, his warriors know the battle is won and are not so keen to
die now.

Terrain
A grass covered hillside, strewn with boulders and one or two
trees.

Points

For each move a character survives, five points. For each Zulu
killed, three points. For each order an officer gives that is
followed, three points. For each order other characters obey,
two points to those characters.

SAVE THE COLOURS

Our second scenario concerns the attempt to save the Queen’s
Colour by Lieutenants Melvill and Coghill. In this game only
two character players are needed and the umpire will control the
other fugitives, who are in effect ‘non-player characters’. Up to
four players can control the Zulu warriors.

CHARACTER BRIEFINGS

Lt. Teignmouth Melvill. Age 36. Fit. Weapons: Six-shot
revolver and sword. Six spare rounds.

You, as adjutant of your battalion, have been given the duty
of saving the Queen’s Colour. You are a fine horseman and will
die rather than fail. You intend to try and ride around trouble,
only fighting if you really must.



Lt. Nevill Joseph Aylmer Coghill. Age 26. Fit, but an injury you
received to your leg while chasing a chicken for the pot means
you can only just walk. Weapons: Six-shot revolver and sword.
No spare rounds.

You are orderly officer to Col. Glyn, but because of your
injury were left in camp when Glyn marched out with
Chelmsford. Your main interest is escape, but you are very
ready to help your comrades and retain the honour of the
regiment.

UMPIRES BRIEFING

Melvill does not yet know it, but the revolver he has lacks its
cylinder, which fell out while the weapon was being reloaded.
Tell him this when he first tries to use it.

On each turn get each of the two character players to roll two
normal six-sided dice, if they come up 2 between them that
player has fallen. Roll another normal dice: Score 1 or 2 horse is
injured. If horse is not injured roll another normal dice: Score 3,
4, 5 or 6, character has remounted. If not they may try again
next turn.

Play this game lengthways along the table. The two, three or
four Zulu players can place their figures — 10 each — anywhere
along the first two thirds of the table. Colour code the base of
figures so the Zulu players can sort out which player has which
figure. Zulu players must mark the positions of their figures first
on a map. Place the figures on the table in accordance with the
maps. Zulu players get 2 points for each non-player character
they dispatch and 5 points for each character. They lose one
point for each warrior killed. Up to 20% of the Zulu figures can
have muskets.

TERRAIN

Very rough undulating country, covered in boulders, scrub and
thorn trees. If you want to be accurate, see reading list at the end
of the article.

Rules for use in the two scenarios.
You can use more or less any small scale skirmish rules, such as
The Colonial Skirmish Rules or The Sword & The Flame, or why

not write your own?

CONCLUSION

I hope readers will find these scenarios as interesting as I did.
The interaction between the players can be fascinating to watch
and being umpire — and head of the ‘dirty tricks’ department —is
great fun!

I'm sure most people can think of variations on the game. The
scenarios could also be used for other campaigns: how about
Maiwand in the Second Afghan War or Majuba hill?

READING LIST/MAJOR SOURCES

The Zulu War: A Pictorial History by M. Barthorp, Poole, 1980.
The Red Soldier by F. Emery, London, 1977.

The Men of the 24th by T. Giese, Independence (USA) 1987.
The Silver Wreath by N. Holme, London, 1979.

“Isandlwana — The Sources Re-examined” by F.W.D. Jackson,
in Journal for Army Historical Research, Vol XLIIIL, 1965.
The South African Campaign of 1879 by J.P. MacKinnon &
S.H. Shadbolt, London, 1882 & Portsmouth, 1973.

Field Guide to the War in Zululand & The Defence of Natal by
J.P.C. Laband & P.S. Thompson, Pietrmaritzburg, 1983.
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WE NOW HAVE A VARIETY OF

AMERICAN CIVIL WAR

BUILDINGS AVAILABLE IN 25mm
Large weather boarded shack with stone
chimney. Des.res. beautifully situated

Shack with canvas roof. Must be seen.

Ruined cottage with stone chimney. In
need of some repair. (Can be used in many periods).

Signals tower with tent. Cood all round views

Gun Platform with sandbag topped earthwork.
(Can be used in ECW, Marlboro’ etc)

Earthworks (x2) Same as above

Earthwork End Pieces (x4)

ACWS8 Gabions (x6) Made from only the finest twigs & soil
ACWY9 Walling stone capped (x3) Including corners
ACW10 Tent - Troopers des. res.

MORE TO FOLLOW
THIS RANGE OF BUIDINGS WAS DESIGNED TO COMPLIMENT

DIXONS FINE RANGE OF ACW FIGURES

£5.75
£2.75

ACW2
ACW3

£3.50
ACW4 £2.75

ACW5
£2.20

£2.10
£1.80
£1.95
£1.75
£0.80

ACWG
ACW7

ACCESS
P&P rates UK & BFPO 15%. EEC 25%. Rest of World 50%.

VISA

Mail Order Specialists
P&P 10% — Orders over £10 Post Free
Minifigs, Hovels, Platoon 20, Heroics & Ros,
Games Workshop, T.M. Games, Poste
Militaire, Barton, Almond, Chota Sahib,
Cheshire Volunteer, Mil-Art, Phoenix
and many others.

Just phone through your order with your
Access or Visa number, or write to:

MERCENARY MINIATURES

(Dept. WI) 160 DALKEITH ROAD
EDINBURGH EH16 5DX
PHONE: (031) 662 4297

Open 7 days

When replying to adverts please mention Wargames World.
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J58 Isuzu B4 trock icanvas 10p) P1
1510 TyoeBI8 CHI-RO Heﬂ-um tank P1
J511  Type 1 HO-HA A P1
4512 Type 25 scout car Kurogane P4
45P13 Zua fighier P2
1514 T0mem infantry gun PE
4513 TSmm mountain gun Pg
JE16  CHI-HA Ming rodier P2
WWII British
B51 Vickars medium Mkl P
Modern Argenting
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AMZ  VCTPAFC Pl
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Modern Brazil
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NEW AIRCRAFT
Modern USSR
ARM 1 MIG 27 FloggerD 75p
ARM 2 MiG 25 Foxbat A E1.25
ARM 3 SU 24 Fencer £1.35
ARM & MiL 24 Hind D £1.00
Maodern USA
AUM 1 F16 75p
AUM 2 Bell AH-1 50p
WWII Franch
AFS 1 SNCASELeD451B 75p
WWIl Japanese
AJS 1 MitsubishiKi-67 Ibpegay 750
WWII German
AGS 1 Arado AR 234 Bbomber  50p
PRICE TABLE
price categaory unit cost
P 20p
P2 23p
P3 50p
Pa 10p
PS 30p
FB 17p

NOTE: These prices are liable to
change without prior notification

FIGURES NOW SOLD IN PACKS OF
S ORBFIGURES OR 1 ARTILLERY
PIECE AND CREW,
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Landsknecht, charge piks M
Landsknechl, ordet pike Mi
Landsknechi, adv. M
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Landsknecht, command pack
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Langskne
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Landsknechi, command pack
Landsknecht, pluderhosan EH|
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ITALIAN WARS 1450-1530

h
AF. 1 Militla longbowman

AF2  Mililia crosstowmen
AF3  Mililia sword & buckier man
RF.A  Millia Officer
RFS  Gascon arquobusier
RFA Gasconpikeman M|
AF.?  Gascon pikeman HI
RFA  Gasconcommand pack
AF9  Gengarme with lance
RF.10 Gendarme with sword
AF.11  Mounien archer wilth lance & bow
AF.12 Stradiol with lance
AF.13  Argoulst with crossbaw
RFE.14  Argoulel arquebusier
AF.15 Asgoulel command pack
Hatlang

4.1 Light Infantry with croasbow

A2 Ligni intaniey with argusbus

SPANISH

AS1  Pikeman Mi

B52  Pikgman Hi

BS3  Spearman

RASA4  Crossbawman

B55  Sword & buckier man

RSA  Argusbiusier

RS.7 Spanish Infaniry command pack
RS Knight with iance

ASS  Knight standard bearer

RS0 Mounled archer with lance, bow &

handed sword
ancer Jd armour,
pa!

.15 Genitor wilh javelin

R5.15 Spanish Cavairy command pack
RE.1  Organgun + crew

RE2 Spanish warcarn

REJ1  Heavy bombard

AE4  Medium bombard

Price Table

B0p pack 8 figures

B0p pack & figures
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Prices are inclusive of PAP.
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POSTAGE AND PACKING:

U.K. = 10% of order value (minimum charge
50p). Orders over £30 posi Iree.

EUROPE = 20% ol order value (minimum
charge S0p).

WORLDWIDE AIRMAIL - 50% of order value
{minimum charge £1.00)

WORLDWIDE SURFACE MAIL - 30% of order
valus {minimum charge £1.00)

PAYMENT = Cash, choques, Inland postal
orders, International money orders should be
made paysble lo Scolla Micro Models

ALSO AVAILABLE IN THE 15mm JACOBITE RANGE
Send 65p for ull lists which cover: —

Napoleonic — French, Prussian, British, Wurttemburg,
Bauaria, Baden, Polish, Swedish, Danish, Russian.
Fantasy range. European leudal. Anclent Greok —
Macedonian, Achaemenid Persian. English Civil War
range. Landsknechis. italian'Wars 1490-1530

ORDERS SHOULD BE SENT TO:

SCOTIA MICRO MODELS

DEPT MW, 32 WEST HEMMING ST, LETHAM, ANGUS
DDB 2PU, SCOTLAND

ALSO AVAILABLE in the "a00'™ Scotia Range - Send 3 x 14p stamps for full lists or 20p with your order

Modern AFVs: China, France, UK. USSR, USA, South Alrica, Argentina, Brazil.
WWII AFVs: German, French, Japanese, Polish, USA, USSH, Naval,

Science Fiction AFVs & Infantry.
WWil Infaniry: French, Japanase

WWI: British, French, German, AFVS & Infantry,

USA DISTRIBUTOR
Simtac Inc.
20 Attawan Rd
Niantic Ct 06357
USA

CANADIAN DISTRIBUTOR
Sentry Box West
3309 Wesl 41h Avenue
Vancouver BC
V6R 1N6

AUSTRALIAN DIST.
Gary Wells
Essex Minlatures Lid.
9 Lowanna Place
Hornsby NSW 2077

When
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Two photos of some of Bill Gaskin's new French and Indian Wars collection. Bill is using a mixture of ‘Willie’ figures by Ted Suren, and a
few Staddens, but mostly his own 30/35mm creations. The French regiment is Royal Roussillon. The buildings in the lower shot are by
Hales Models, from the editor’s collection. The Q.T. Models wagon loading up here is ambushed on the front cover!




INTO THE VOID WITH CORK FORCE

A solo or ‘one-sided’ campaign for Tunisia, 1943
by Richard Marsh

We solo wargamers are awkward coves. The very fact that we
lurk alone in converted garrets and engage in the wargaming
equivalent of schizophrenia, means that we tend to think upon
very individualistic lines and shun the trends and fashions of the
‘real’ world.

One of the chief advantages of belonging to this strange sect is
that the soloist has complete control over his hobby (apart from
minor distractions like a family, work, overdrafts etc.) and can
tailor it to suit his needs and circumstances. In my case this has
meant a ‘total’ approach to each chosen period, with rules,
figures, terrain and accessories being produced as a compatible
whole.

When I awkwardly decided to embark on the little-gamed
Tunisian Campaign of WWII, I decided to take this concept a
stage further, and devise a re-usable campaign system that
would — like a boxed game — give me a steady supply of
interesting games with the minimum of preparation.

Stimulated by an excellent article by David Orchard in Lone
Warrior and by the well-known ‘Pony Wars’ rules, I concocted
the mini-campaign described below. It is individualistic and
absolutely packed with personal preferences, but as an example
of a custom-built game system for solo or ‘one-sided’ group
play, I feel it may stir a few imaginations, or at least provide
entertainment for some like-minded clone.

HISTORICAL BACKGROUND

By February 1943 the Axis position in Tunisia was stable but
potentially untenable, as General Anderson’s First Army
advanced from the west and Montgomery’s Eighth began to
probe from the south.

Rommel decided to strike at the southern flank of First Army
— launching the 10th and veteran 21st panzer divisions at what
he considered to be the weak link in the Allied line: the
Americans. He reasoned that by giving First Army a ‘bloody
nose’ he would win time to turn on and defeat his old adversary,
and snatch victory from the jaws of defeat.

CRISIS AT KASSERINE

The multi-pronged assault succeeded. The Americans bravely,
but blindly, counter-attacked into anti-tank ambushes and
began to retreat. Confusion reigned and some units panicked.
The pathway to the Allied rear, and a massive victory, lay
through the Kasserine Pass, a mile wide gap that was hastily
plugged by a motley of U.S. infantry, engineers and artillery,
and a few French and British troops.

German reconnaissance troops attempted to rush the pass,
but this, and a subsequent assault by tanks and panzergrena-
diers, was beaten off. However, as night fell the experienced
Axis troops took possession of the surrounding heights and
began to infiltrate the defenders’ positions.

At this juncture the First Army commander, realising the
danger threatening his key bases, directed Brigadier Dunphie’s
26th Armoured Brigade and part of 6th Armoured Division
towards Kasserine to stabilise the situation.

Dunphie was so alarmed by reports flooding back from the
embattled defenders that he asked for permission to advance
into the pass with his whole command. This was denied.
Instead, his superiors sanctioned the despatch of what
amounted to a small ‘battlegroup’ under Colonel Gore.

Gore’s force consisted of a weak tank squadron (four
Crusaders and seven Valentines — both regarded as obsolete); a
company of motorised infantry in 15 cwt trucks; four 6 pdr
anti-tank guns, and a battery of 25 pdr field guns. These meagre
reinforcements drove into the pass amid great confusion and,
for the sacrifice of all eleven tanks and numerous casualties,
managed to buy time for the Allied units behind them to
concentrate and prepare their defences.

Rommel’s offensive was ultimately thwarted and the role of
Colonel Gore’s men in stemming the flood was highly praised —
not least by the American troops whom they had so valiantly
assisted.

THE CORK FORCE CAMPAIGN

I had decided that the actions and units described above were to
provide an authentic ‘back-drop’ to my mini-campaign, as the
game envisaged was intended to be a tense exercise in
problem-solving rather than a meticulous historical re-fight.

As a result, the trials and tribulations of Cork Force take
place a few kilometres to the south west of Kasserine, near the
village of Raiville, which gives its name to a much narrower pass
that lacks the strategic importance of its better-known neigh-
bour. This pass is also defended by a mixed bag of Allied units
and as the Battle of Kasserine rages, reports of Axis probing
attacks are received from the Raiville garrison. Rommel is
clearly exploring the possibility of outflanking the Kasserine
bottleneck!

Brigadier Dunphie is ordered to assemble a small force to
aggressively bolster the defence of the Raiville gap and
discourage Axis probes. With the need to conserve his fighting
strength uppermost in the Brigadier’s mind this improvised unit
is even smaller than the one despatched to Kasserine.

Under the command of Major R.T. Cork of the Rifle Brigade
‘Cork Force’ has just six tanks and a platoon of motorised
infantry, supported by a solitary 3" mortar, two 6 pdr anti-tank
guns and a pair of 25 pdr field guns. A section of Royal
Engineers is also attached as something of an after-thought.

THE BRIEFING

I usually play solo, so at this stage I would automatically take on
the mantle of Major Cork. However, in a multi-player situation
I would suggest that the Major Cork character reads the ‘sit-rep’
below and then decides how much his subordinates (the other
players) need to know.

‘Intelligence Report — Raiville Pass — 24.00hrs 19th February
1943.

‘The situation is fluid in the extreme. Some reports suggest
that American units have panicked, others that some stubborn
defenders are still holding out. Contact has been lost with the
British reconnaissance troops (Derbyshire Yeomanry) acting as
liaison, and radio intercepts suggest that a senior U.S. officer
has entered the pass to rally his troops.

‘It is considered feasible that Axis troops may have utilised
the network of miners’ tracks that intersect the surrounding
highland to bypass the defenders. These troops could conse-
quently be active to the rear of any prepared defensive
positions.




‘Some American and French armour was earlier reported to
be active in the area but it has proved impossible to ascertain
details of type or strength.’

Armed with this rather disconcerting knowledge Major Cork
can now inspect his troops. He has been ordered to:

‘Advance towards Raiville village. Inflict maximum delay on
the enemy units encountered.’

Now he can try to reconcile the demands placed upon him
with the resources at his disposal to carry them out.

CORK FORCE

The astute will already have tumbled to the fact that Cork Force
bears a startling resemblance to a scaled-down version of
Colonel Gore’s command. I play with 20mm vehicles and troops
and blithely switch from 1:1 to 1:3 troop ratios as the mood takes
me (achieved by the addition or subtraction of a few key
command figures and a quick change of unit titles!). Players
who opt for the smaller scales could just as easily field exact
replicas of Gore’s unit — the vital point being that all the other
units generated during the course of the campaign (with the
exception of personalities) must be increased by the same
proportion.

Fig.1 shows Cork Force’s order of battle. I have included the
names of the good Major’s key subordinates to assist non-solo
players, or solo players who are secretly gregarious.

Fig.1 CORK FORCE - ORDER OF BATTLE
H.Q. C.0. Major R.T. Cork
A/C Lt. Reynolds
Humber scout car
15cwt wireless
M/c despatch rider

A Squadron 17th/21st Lancers
H.Q. Capt. M. Coutes-Ferris
Crusaders mk III (6pdr)
Crusaders close support (3" how.)

Troop Troop
2 X Valentine mk II (2pdr) 2 x Valentine mk II (2pdr)

C Company 10th Rifle Brigade
H.Q. Capt. G.K. Livesey
Bren carrier
15cwt wireless
M/c despatch rider

Platoon Platoon Platoon Carrier Platoon
15cwt truck  15cwt truck  15cwt truck Lt. Green
3 carriers
2 LM.G.
M.G.section Mortar section 1 2" mortar
1 15cwt 1 Carrier 1 Boyes A.T. rifle

1 M.M.G. 1 3" mortar
Anti-tank platoon
Lt. Norris
2 Carriers
2 6pdr A.T. guns

R.A.S.C. pit. Tp. of Batt. 12th R.H.A. R.E. section
1 3 ton truck Lt. Hartford I 15cwt
Carrier O.P.

15cwt wireless
3 Quads + limbers
2 25lber field gun/howitzers
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The Cork Force Campaign Map
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Above: the captured M3 bursts into the American position. (See figure 3 — but try not to throw successive sixes!)

Below: Free French and French Colonial troops debussing (literally!) behind the reassuring (?) support of an FT17. (Throw a 7 on table
3N

Opposite top: The French occupy a small ruined settlement and deploy their artillery.

Opposite below: A group of retiring Americans (generated by a throw of §) meet up with a bit of armour support —and get a chance to rally
and turn about to face the foe!

All figures and vehicles from the collection of author Richard Marsh. The terrain—which has been Somaliland before it became Tunisia!—
is from Colin Rumford’s collection.
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THE CAMPAIGN MAP

Each square of the gridded campaign map represents a two foot
square terrain section, but more flexibility in the positions of
road junctions and other terrain features could be achieved by
the players who prefers the ‘green table cloth’ approach.

The map is long and thin, as this campaign is all about linear
movement in a restricted space (sounds painful!). It also
facilitates an easy transfer to the table-top when the situation
dictates, for the map width is also the table width.

Major Cork can now examine the terrain he is about to fight
over. He will doubtless ponder on the mismatched characteris-
tics of his armour. (Will the Crusaders break down before they
can get into action? Would it be prudent to restrict the speed of
his column to the crawl of the Valentines?) His mind may also
stray onto the possibility of a change of orders. Whatever else,
he will certainly be preoccupied with one question: the strength
and whereabouts of his adversaries.

IT°S ALL IN THE CARDS . ..

In solo or ‘one-sided’ games the use of chance or event cards is
very popular, as it introduces the vital elements of surprise and
suspense. (If you don’t believe me, watch ‘The Cincinatti
Kid™!).

In ‘Cork Force’, the cards — 50 of them to be exact — not only
generate a number of unforseen ‘events’, but also exert a
powerful influence on the actions of the opposing forces. One
card is drawn at the beginning of each map move by the resilient
Major Cork and, as the information they bear relates to all that
follows, I have decided to reveal their secrets below.

Each card should measure at least 3" x 2" for ease of handling.
Twenty cards will be marked and thirty will be blank. The
marked cards will be headed either:

INTELLIGENCE
— representing reports from recce. troops, aircraft or Arab
informers.

ORDERS
— which are strictly speaking changes of orders received by
wireless or despatch rider.

or INCIDENT
which present a variety of likely problems to be overcome.

They should be marked as follows.

DETAILS OF CARDS

No.of
cards Heading Information
8 INTELLIGENCE Troop movement reported. Consult
INTELLIGENCE table.

1 ORDERS Advance to Raiville and destroy the
ammo. dump. (Engineers will take 1
dice X number of moves to
accomplish. Others +2 moves.)

1 ORDERS Move to the Djebba Bridge and hold
until further orders.

1 ORDERS Destroy the Djebba Bridge.
(Engineers only. 1 dice for moves to
prepare. Blows for 3,4.5,6.)

1 ORDERS Move to Ferosa and defend road
junction.

1 ORDERS Move to and defend Zamire.

1 ORDERS Rendezvous with General Ferdin-

hall’s H.Q. (for location consult the
INTELLIGENCE table) and protect
its withdrawal.

1 INCIDENT Crusader tank breakdown.
Dice: 1,2 — H.Q. tank
3.4,5.6 - C.S. tank
Repairs: 1,2 — one move
3.4 — two moves

5.6 — three moves

Air attack! Set up on table.
Dice: 1,2 — one ME log

3.4 — two ME 109

5,6 — two Stukes
(2 dice thrown.Vehicle in this
position in the column — counted from
the front is centre of aim for air attack
‘spider’).

1 INCIDENT

1 INCIDENT American Aid Post. Despatch one
vehicle to evacuate wounded to your

start-line.

Road mined!
Dice: 1 — lead vehicle destroyed
2 — lead vehicle immobilised
permanently
3 — as above but for 2 moves.
4 — as above but for 1 move.
5.6 — mines spotted. One move
delay for eng. to clear.
(2 moves for others.)

1 INCIDENT

Notes

1. All place names refer to locations on the campaign map.
2. The role of General Walt K. Ferdinhall can be expanded. See
the notes on ‘Role-Play’ at the end of this article.

3. If your handwriting is on the large side place the longer
instructions carried on the INCIDENT cards on a separate
piece of paper.

USING YOUR INTELLIGENCE . . .

All the INTELLIGENCE cards refer to unspecified troop
movements. To discover where these troops are first reported
follow this procedure:

1. On the campaign map find the position of Cork Force’s most
advanced element.

2. Look to the left of the map and note which numbered ‘zone’
this unit is in.
3. Turn to the INTELLIGENCE table (fig.2) and find this
number in the far left-hand column. Roll one ordinary die. Now
cross refer the zone number with your score and read off the
location letter.

4. Find this letter on the campaign map.

Troops appearing south of Cork Force (above on the map)
will head northwards at a cautious 2 squares per map move.
Troops appearing to the north (below on the map) will:

move north for a throw of 1, 2 or 3 on an ordinary die,

OR
move south (towards Cork Force) for a throw of 4, 5 or 6.

The former are assumed to be retreating friends withdrawing
from the highlands surrounding the pass; the latter are enemy
units attempting to attack Cork Force’s rear.

Before moving on to the procedure for differentiating friend
from foe, I think a few words on map movement would be
appropriate.

MAP MOVEMENT

It is vital, before the player(s) embark on any map movement,
that a record is made and kept up-to-date of Cork Force’s order
of march. This should also include the intervals between units.



Fig.2 INTELLIGENCE
DICE
Your
Zone 1 2. 3 4 56 Ferdinhall At
1 Ko T T HES G U.S.1
2 i IL 18 (B el i U.S.1
3 KO e G U.S.2
4 I K G F G H U.S.2
5 s H B L G U.S.2
6 BENG E° D E B U.S.3
7 Gl Kk E BEE U.S.3
8 IO (S S ) W.S:3
9 G B IDERERB WSS
10 E I EETD A U.S.4
11 Bt C IS NB A (S E R TA U.S.4
12 B J G €& A D US4
13 E S ERB K A U.S.4
14 DG A A H G U.S.4
15 A A A D G 1 U.S.4
16 A A A A DF U.S.4

Being a simple soul, I decided that the map moves in this
campaign had to be kept very straightforward and the
information below may well seem extremely basic. Neverthe-
less, the timescale and rates of movement work perfectly well
with my table-top rules and can easily be modified, adapted or
totally replaced to suit the reader’s fancy.

Each map square represents a 2' X 2' terrrain section.
Each map move equals one hour of real time.

Dawn is at 6 a.m., darkness has fallen by 6 p.m.

Maximum movement rates

All unidentified troops 2 squares

Very slow armour (Valentine/FT 17) 3 squares

All other vehicles 4 squares

Men on foot/all night moves 1 square
Visibility

Normal visibility 2 squares

Night visibility 0.25 squares

This assumes all movement to be on roads or tracks —
compulsory for all but tactical table-top movement due to the
unfavourable terrain. Incidentally, in defence of my penal rates
of trundle, the roads in Tunisia were notorious for their cloying
winter mud. Visibility was similarly hampered by rain, low
cloud and sandstorms!

HALT! WHO GOES THERE . . .

When the movement of unidentified troops has been deter-
mined and their present location identified, they are moved (on
the map) in the prescribed direction until they come within
visual range of the nearest Cork Force unit. This is when you
discover which national anthem they are whistling!

Roll one ordinary die:

1, 2, 3 and 4 mean Cork Force faces an enemy unit.
5 or 6 mean the unit is friendly and retreating.

I'm afraid the dice throwing must continue, for now we need
to identify — or rather generate — the unit in question.

To start with our retreating friends; two ordinary dice are
thrown and the result — read from the ALLIES table (fig.3) -
gives the nature and possible effect of the new arrival.

Of course, apart from the British recce. unit (who are
self-contained and able to fall back in control), these troops
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represent fragments of much larger formations and are
retreating in some disorder. One more ordinary die roll decides
how they react when they physically reach Cork Force.

Fig.3
ALLIES
Dice Score Unit
2 U.S. field kitchen
5! 1 X M3 Stuart Potential reinforcement
4 1 X M4 Sherman " i
5 1 x French tank i i
(Somua, FT 17)
6 1 x M3 half-track % "
(full of U.S. inf.)

it 1 X commandeered bus
(with 2 sections of
French infantry)

8 A U.S. recce. troop
(1 X Greyhound A/C
and 2 X jeeps)

9 2 x U.S. 105mm how. ! i

10 1 x Daimler and 1 X
Humber A/C of the
Derbys. Yeomanry

11 French staff car +
officer

12 1 x U.S. ambulance

Value or Expect
+1 on morale if it stops

" "

Immediate reinforcement

Informs you that nearest
troop movement is friendly

can be used to evacuate
wounded. (+2 on morale.)

1,2  They come directly under British command, but with
low morale. (I suggest —1 off most charts.)

3.4  They are capable of a static defensive role only. This
should be at the nearest key point. They must be
‘stiffened” with at least one British vehicle or three
figures.

5,6  They carry on their retreat. Cork Force deducts 1 square

from its next map move to account for the congestion.

Just to throw one more spanner in the works, if you were
unfortunate enough to throw a 6 during the ‘generation’ phase
(the M3 half-track), wait until this vehicle is in the same map
square as the observing element. Throw one ordinary die:

5,6 Sorry! This is a captured M3 full of panzergrenadiers. 2

enemy tanks and 1 half-track appear 2 squares behind it!

Notes
+1 on die for an accompanying artillery observer (only zones
16-10 incl.)

Which brings us very neatly to the more likely event of a
showdown with the enemy, who are generated by rolling one
ordinary die (buy at least three, in case one wears out!) and
referring to the AXIS table (fig.4).

CORK FORCE
Continues on
Page 48
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‘Old Glory’ figures designed by Dave Allsop of Hotspur Miniatures. These large 25mm ACW figures are currently only available in the

- 4 e i

U.S.A. from Old Glory American Military Miniatures, P.O. Box 20, Acme, Pa. 15610. Their main strength is the vast number of variants
within the many poses. It is possible to build up vast model armies without ever duplicating a figure. The resin buildings here are available

from ‘The Drum’ — see their advert elsewhere in this issue.

The Bascom Affair:

BATTLE OF APACHE PASS

by Captain Raymond W. Levesque

One hundred and twenty-seven years ago, an Irish-immigrant
doctor serving in the U.S. Army earned his adopted country’s
first Medal Of Honor in what is now Cochise County, Arizona.

On February 9, 1861, Army Assistant Surgeon Bernard J.D.
Irwin led 14 mule-mounted infantrymen out into a snowstorm to
relieve another Army column besieged by Cochise in the
Chiricahua Mountains. He relieved the trapped soldiers,
earning the Medal of Honor, and participated in a key incident
that sent Cochise on the warpath for 11 years, and stopped the
development of southeastern Arizona at the same time.

It began in October 1860 when a band of Apaches raided a
ranch on the Sonoita River. Besides taking a herd of cattle, the
Indians kidnapped the son of a rancher’s common-law wife. The
rancher trailed the Apaches east to the San Pedro River, and,
convinced that the herd and boy had been taken by Cochise and
his Chiricahua Apaches, he rode to Fort Buchanan for help.

After a three month delay, possibly due to a lack of men, the
commander at Fort Buchanan dispatched Lieutenant George

N. Bascom and 54 men to the Chiricahuas with orders to use
force if needed to get the cattle and the boy.

The column stopped near the Overland Mail Station in
Apache Pass, near present-day Fort Bowie, on February 3.
1861. The next day Cochise, generally at peace with the
Americans, came into Bascom’s camp.

Through an interpreter, Bascom demanded that Cochise
release the boy and cattle. Cochise denied that he had taken
them and in return Bascom threatened to use force. When
Cochise, “scoffed at the idea of force.” Bascom told Cochise
that he and his escort would be held until the boy and cattle were
returned.

According to one account, as the interpreter finished Cochise
drew his knife, “and with the spring of a tiger, had slashed the
tent wall and leaped through into the midst of the soldiers, who
were so astonished they had not the wit to stop him.” Cochise’s
escort was captured. Almost immediately soldiers and Indians
began firing at each other.



From that point on Apache Pass became a valley of violence
as Cochise took vengeance upon unlucky travellers entering the
pass, unaware of the trouble.

That night the Apaches captured an unsuspecting wagon
train. The five wagons were burned with eight Mexicans lashed
to the wheels. Irwin, who later found the remains, wrote that
the “unfortunate and unsuspecting victims having been cap-
tured were stripped and tied to the vehicles and then slowly
tortured to death by the burning of their outfit!”

The Apaches also carried off two Americans from the wagon
train, hoping to trade them for Bascom’s hostages.

Cochise added these two hostages to an American he
captured at the mail station on February 5th. Under a flag of
truce, Apaches approached the mail station to talk. Lieutenant
Bascom and a few soldiers went out, but stopped after becoming
suspicious of the Indians true intentions. According to Bascom
the station attendants went ahead and despite his warning
James Wallace was captured. Immediately another firefight
broke out between the soldiers and Indians.

On the afternoon of February 6th, a group of Chiricahuas and
Wallace appeared on the hill opposite the station. Wallace, with
his hands tied behind his back, was allowed to walk partway
down the hill. He said Cochise would set him free if the Indian
hostages were released. Bascom said he would, if the kidnapped
boy were included. Cochise refused and Wallace was taken
away.

The following night, Apaches ambushed the Overland
Mail-coach from California. As the coach entered the western
end of Apache Pass, Indians opened fire killing one of the lead
mules and shattering the driver’s leg.

Leaping from the coach, the passengers cut the dead mule
loose while William Buckley, the mail line superintendent,
“whipped the remaining mules onward through a hail of
bullets.”

As if written for a movie, the coach plunged towards a bridge
the Indians had partially demolished. Without slowing, the
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coach jumped the gap and raced on to the mail station, now
occupied by soldiers. Reaching the station, one of the wheel
mules fell dead and another passenger was found with a bullet in
his chest.

Late on the evening of the 7th both Bascom and Buckley sent
men for help. Slipping out of the pass over the steep hills, the
soldier and stageman rode west to Fort Buchanan and Tucson
respectively.

While the messengers made their way across the desert, water
for the remaining animals at the station became critical. Bascom
sent half of the herd, under escort, to the springs 600 yards
away. As they were returning, Apaches ambushed the party.
One stage employee was killed, and another employee and a
soldier were wounded in the ensuing gunfight. The stock were
stampeded and the Apaches drove them off.

The soldiers at Fort Buchanan were the first to leave. On
February 9th, Assistant Surgeon Irwin led the relief column of
fourteen soldiers and a civilian guide into the face of a
snowstorm towards Apache Pass.
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The next day, in the valley west of the pass, Irwin came across
a group of Apaches returning from a raid with a stolen herd of
horses and cattle. In a running battle over seven miles, the
column captured 30 horses and 40 head of cattle, and three of
the Indians.

Irwin knew the besieged soldiers would probably need food,
so he drove the herd ahead of his men. This also would provide
some protection in the event of an ambush.

However, fate allowed Irwin to enter unmolested. The
Apaches guarding the west end of the pass had seen a company
of the 8th Infantry twelve miles north, en route to El Paso. The
Indians left the western entrance to the pass unguarded while
they followed the infantrymen, who they suspected were
circling around to attack from the east. The company passed by,
not learning until later that fellow soldiers of the 7th Infantry
were trapped in Apache Pass.

Irwin slipped into the pass and reached the mail station
during those few crucial hours. This Irish native’s action earned
him this country’s first Medal of Honor.

On the 14th, 70 cavalrymen of companies D and G, 1st
Dragoons, under First Lieutenant Isaiah N. Moore arrived.
Faced with reinforcements, and true to their guerrilla tactics,
Cochise and his Apaches disappeared.

After a day’s rest, Moore led his cavalrymen and forty of
Bascom’s infantry into the hills to find the Apaches. On the 17th
or 18th they found Cochise’s hastily abandoned camp and
burned it.

The column also spotted vultures drifting over a spot one and
a half miles west of the station. There they found the mutilated
bodies of the Apache’s prisoners. They were so riddled with
lance holes that Wallace’s body could only be identified by the
gold in his teeth.

Now came a crucial development. Not counting those killed
in the fighting, Cochise was now responsible for the murder of
eight Mexicans and four Americans.

Considering only the Americans, Irwin insisted that an equal
number of Indian prisoners by hung. Bascom disagreed. Irwin
later wrote, “it was I who suggested their summary execution,
man for man. On Bascom expressing reluctance to resort to the
extreme measure proposed, I urged my right to dispose of the
lives of the three prisoners captured by me.”

Lieutenant Moore, the senior officer and therefore in
command, then told Bascom he would take responsibility.

On the 19th, four of the Indians — some accounts say six —
were hung in an oak tree over the graves of the murdered
Americans.

Six months later, when Army units were heading east for the
Civil War, Irwin said, “the bodies of the Indians executed still
dangled on the oak trees over the graves of our murdered
people.”

Because Bascom was the first officer on the scene, and
because he took the hostages, the whole episode became known
as the “Bascom Affair”. For years responsibility for the
hangings was also attributed to him, although later participants
cleared up this point. In fact, all were commended for their
actions, specifically for their execution of the Indians. In the
flowing rhetoric of the time Irwin said: “The punishment was an
extreme mode of reprisal but was demanded and justified by the
persistent acts of treachery and the atrocious cruelties perpe-
trated by the most cowardly and intractable tribe of savages
infesting the territory.”

Cochise didn’t see it this way. He felt betrayed. The
Chiricahua Apaches were now at war with the Americans, and it
wasn’t until General O.0. Howard and Thomas Jeffords went
alone into Cochise’s camp nearly 12 years later that peace
finally, but temporarily, returned to what is now Cochise
County.
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As for the kidnapped boy? He was never recovered, but
turned up years later as an Apache scout in the U.S. Army’s
final campaign against Geronimo.

THE BASCOM AFFAIR AS A WARGAME

The Bascom Affair makes an interesting little battle and is easy
to recreate given the few combatants on both sides. It also has
tremendous flexibility depending on the time one wants to
devote to the incident. Small skirmish actions can duplicate the
stagecoach ambush or the attack on the animal escort as they
returned from Apache Springs. A larger game would be
devoted to Apache probes on the defended stage station, relief
columns attempting to enter the pass, and their subsequent
attempts to find the Apaches. Of course, the Apaches would use
hidden movement. During the battle itself, the Apaches were
seen only when they decided to be found.

The biggest element of fate that occurred during the battle
was the passing of the 8th Infantry column north of the
Chiricahuas. This allowed Irwin and his men to reinforce the
other 7th Infantry soldiers when the Apaches left the western
end of the pass open. A judge or dice could decide whether or
not the Apaches leave the pass, thereby causing a skirmish with
Irwin as he tried to enter. Of course, it would work against the
Apaches if an element of chance decides that the 8th Infantry
company comes to the aid of their fellow infantrymen.

Figure Availability: Soldiers, infantry and cavalry, and Apaches
are available for the fight. Frontier Miniatures even has a
stagecoach for those who wish to model that particular ambush.

Terrain: The battlefield is small enough to be modeled on a4’ X
3' board with some selective compression. Because the troops
and Apaches did not roam over the area only the key points
need to be represented: the stage station, entrances to the pass,
the valley with the partially destroyed bridge and any other
terrain the gamer thinks would fit into his simulation.



FURTHER EXPLOITS OF COCHRANE

by Rod Langton (Langton Miniatures)

Lord Thomas Cochrane, a Lowland Scot, was one of the most
daring and charismatic naval officers to fight in the Napoleonic
wars. The reason that he is not as well known as for example,
Nelson, is due primarily to the fact that he was what we would call
today, an anti-establsihment figure. Upright and incorruptible
himself, Cochrane fought as enthusiastically against the bureaucrats
in the Admiralty as ever he did against the enemy.

Whilst in command of the tiny sloop of war ‘Speedy’ (see
Wargames World 3), he had gained Britain over 50 Spanish vessels,
his successful voyage only being terminated when ‘Speedy’ was
attacked by overwhelming force and Cochrane taken prisoner by the
courteous Captain Palliére of the ‘Dessaix’.

It was as a prisoner on board the ‘Dessaix’ that Cochrane became
one of the few British captains to feel the weight of a British
broadside . . . from the receiving end. This happened in the first part
of the Barle of Algeciras when the British, under Admiral
Saumarez, attacked the French ships moored in the bay. He was also
at this time a spectator to the high drama of the capture of ‘HMS
Hannibal'. The French, unused to the procedure when taking
prizes, had omitted to bring a tricolour with them. Under normal
circumstances the captured vessel’s flag would be hoisted beneath
that of its conquerors. Instead, they hoisted the ‘Hannibal’s’ ensign
upside down. Unfortunately, in the Royal Navy, this signalled “I
require assistance”. Captain Dundas of the 14 gun British polacre
sloop ‘Calpe’, seeing the upside down ensign, immediately sent all
his boats, fully manned, to assist — but in fact into captivity.

Cochrane’s own imprisonment was not (o last long. He was soon
exchanged for the 2nd captain of the Spanish ship of the line ‘San
Antonio’, taken some days later in thar same battle.

On the 18th July 1801, the 26-year-old Lord Cochrane faced the
second court martial of his career. The proceedings took place
aboard HMS Pompee in Rosia Bay.

He was to be tried for the loss of his ship Speedy. In the normal
course of events, the loss of a ship could cause an officer to be
broken. But on this occasion the loss of the 14 gun sloop Speedy to
three mighty French ships of the line, rendered the proceedings
something of a formality. In fact, once again Cochrane was hailed a
hero . . . by the population at large that is, if not by their lordships
of the Admiralty. Those worthies regarded him with the same
dislike and distrust as before, his heroic deeds seeming an affront to
their prejudiced view of him. A view engineered in large part by
the First Lord of the Admiralty, St Vincent.

In consequence, his promotion — which was made inevitable by
his fame — was delayed as long as their lordships dared in the face of
public opinion. Eventually he was made Post Captain, but the loss
of seniority which the delay caused was to gall him in years to come.

The young Scot’s popularity and his daring deeds may have
forced a reluctant Admiralty to promote him, but there was
nothing to force them to give him a ship as well. This of course was
infuriating, particularly to a young, active, patriotic and most
importantly, impoverished Cochrane.

As things transpired the lack of a ship mattered less than it might
have done, for in March 1802 the Treaty of Amiens was signed.
England and France fell into an uneasy peace. Cochrane dropped
his feud with the Admiralty and enrolled in Edinburgh College to
complete his education.

This peaceful interlude was not to last for long for in May 1803
war was renewed with vigour on both sides. Cochrane’s supporters
began to petition the Admiralty to get him a ship. Time after time
they were rebuffed. Eventually, Cochrane bearded St Vincent
himself but even when face to face, St Vincent continued to refuse

to grant him a ship. Cochrane then played what seemed to him a
winning card. Politely, he told the most powerful man in the Royal
Navy: “As the Board is evidently of the opinion that my services
are no longer required, it would be better for me to return to
Edinburgh to continue my studies with a view to occupying myself
in some other occupation.” Bitterly aware of the popularity of the
young man standing before him, and well able to imagine the
public uproar if their hero was seen to have been effectively
dismissed the service, St Vincent grudgingly gave in. “Well you
shall have a ship,” he said “go to Plymouth and await orders.”

Cochrane left the Admiralty in a buoyant mood. Perhaps, had
he seen the grim smile on the First Lord’s lips as he left, his
happiness might have been less profound.

On first sighting his new command, Cochrane’s heart sank. It is
said his first comment was “she will sail like a haystack”. HMS
Arab was a 20 gun 6th rate, captured from the French in 1798. In
the ensuing years she had been used, or perhaps more accurately,
misused, as a collier. Battered and ill maintained she had become
little better than a hulk. Then she had been spotted by the
Georgian equivalenf of a yuppie. He had come up with the
splendid idea of leasing her to the Royal Navy for £400 a month. A
few well greased official palms later and the deal was struck. Real
enterprise culture stuff.

Arab had to be virtually rebuilt before she was even able to go to
sea. After sea trials, which did nothing to boost his confidence,
Cochrane was ordered to join the blockading force off Boulogne.
Only then did he fully realise the extent of St Vicent's viciousness.
The Arab was incapable of working to windward due to its design
and therefore as a blockading vessel, hugging an enemy coast, she
was a virtual death trap. Cochrane complained of this to his
superiors though he knew it was to no avail. But something had to
be done for he knew that as soon as there was a strong NE or NW
wind he would be driven ashore, wrecked and either killed or taken
prisoner.

The ruse he devised to get himself out of the situation was as
audacious as anything he had used against the enemy. He
engineered an international incident. With a suitably arrogant
manner he stopped and boarded the US merchant ship Chatham.
He informed the master of a totally fictitious blockade which
precluded the American vessel from going further. He also
informed the reluctant master that if didn’t return to port, he would
be fired on. This last angered the American sufficiently to ensure
that he complained forthwith to his ambassador, who in turn took
the matter up with the Admiralty. Fearing an American war to add
to their difficulties, the Admiralty hastily apologised.

Cochrane and the Arab were then quickly ordered to a less
contentious area. Their new assignment was to protect the Scottish
fishing fleets north of the Orkneys.

When eventually. after over a year, their tedium was relieved
and they returned to civilisation, it was to a completely new set of
circumstances. The government had changed and St Vincent had
been replaced by Viscount Melville.

Melville was in fact only First Sea Lord for a very short time, but
long enough for Cochrane. His supporters quickly petitioned on
his behalf. On his return home from the Orkneys he learnt he had
command of the Pallas, a brand new fir built frigate of 32 guns.

He sailed from Plymouth on 21 January 1805 a happy man. The
only cloud on the horizon being Admiral Young the port admiral,
who had taken it upon himself to re-copy Cochrane’s orders —
which effectively put him in charge of the Pallas. This meant that he
was entitled to the lion’s share of any prize Cochrane might
capture.
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In spite of this, things were really looking up for Cochrane. Not
only did he have a rakish new frigate beneath his feet, he also had
freedom of action. The Pallas’s orders were to cruise off the
Azores, probably the richest area for prizes on the high seas. In all,
Melville had given him 10 weeks before he was to commence duty
in the Atlantic. This licence to plunder was probably in
compensation for his mind dulling exile in Arab.

What a 10 weeks it turned out to be. Vessel after vessel arrived at
Plymouth under prize crews from the Pallas. The Plymouth papers
of the day recorded:

February 24th — Came in the ‘Caroline’ from Havannah, with sugar
and logwood, captured off the coast of Spain by the ‘Pallas’, Captain
Lord Cochrane. The ‘Pallas’ was in pursuit of another with a very
valuable cargo when the ‘Caroline’ left. His Lordship sent word to
Plymouth that if ever it was in his power he would fulfil his public
advertisement, stuck up here for entering seamen, of filling their
pockets with Spanish pewter and cobs, nicknames given by seamen
to ingots and dollars.

March 7th — Came in a rich Spanish prize, with jewels, gold, silver,
ingots and a valuable cargo, taken by the ‘Pallas’, Captain Lord
Cochrane. Another Spanish ship, the ‘Fortuna’, from Vera Cruz,
had been taken by the ‘Pallas’, laden with mahogany and logwood.
She had 432,000 dollars on board but has not yet arrived.

March 23rd — Came in a most beautiful letter-of-marque of fourteen
guns, said to be a very rich and valuable prize to the ‘Pallas’.

However, it was not all plain sailing. Towards the end of March he
ran into three large French ships of the line. The sea was
exceedingly rough on this occasion which allowed the three far
heavier ships to outsail the light frigate. Cochrane had hawsers
rigged to the masts and more sail set than the frigate could safely
bear, but it was to no avail. The French continued to overhaul him
until he had the two fastest on either beam. The sea was fortunately
too rough for them to fire at him, but they only had to wait for the
weather to moderate. Then with calmer seas his choices would be
to surrender or die.

Once again, audacity and seasmanship paid off. Calmly, he
ordered his men aloft. On his command and at precisely the same
time, all the sails were let fly and the frigate turned broadside to the
wind. Shaking violently, she came to what was in effect an abrupt
stop. The French would-be assailants with the wind in their sails,
flashed by, utterly surprised by this unconventional manoeuvre.
By the time they had managed to wear in pursuit, the Pallas was
hull down on the horizon. They chased him through the rest of the
day and the night that followed. Then, in one respect at least, the
history of the Speedy was repeated. For when dawn broke, the
French ships found themselves closing on a cask with a lantern
bobbing upon it on an otherwise empty sea.

By the 5th April the Pallas was back in Plymouth, any doubts the
citizens might have had as to the success of his cruise dispelled by
the three huge gold Spanish crosses he had ‘modestly’ had lashed to
his masts.

Cochrane’s own share of the prize money for his 10 week cruise
amounted to £75,000. Admiral Young of course received far more
for undertaking the hazardous operation of re-copying Cochrane’s
orders. On this occasion, however, Cochrane hid his outrage as he
required a favour of Young. This was to have leave of absence to
stand as the parliamentary candidate for Honiton. He was not
elected this time but he laid the foundation for future success on the
hustings.

On his return from the election, he and the now nicknamed
‘Golden Pallas’ were sent on convoy duty to Quebec. On arriving
off Canada, the Pallas was found to be 13'% degrees off course,
only escaping from disaster by a sudden clearing of the coastal fog.
On investigation it was found that whilst in the dockyard, some
patriotic individual had substituted cheap iron for the more

expensive copper bolts around the binnacle. Several ships itis said,
had been lost before due to this criminal practice — which of course
rendered the compass useless.

In early 1806 the Pallas was ordered to patrol the Bay of Biscay.
Cochrane’s superior on this occasion was Admiral Thornborough.
He, realising the lucrative share of prize money the Pallas’s
activities could net, gave Cochrane free rein.

To aid him in his work. Cochrane had an 18 oar galley built, at
his own expense. This speedy little craft when lowered, could ‘cut
out’ vessels from areas where wind powered ships could not
penetrate. His nuisance raids in the spring of 1806 fully justified
Thornborough’s confidence and plunder began to roll in.

Soon his frigate, with its fast moving galley in attendance, were
justifiably feared by the French. So feared indeed, that coast
hugging merchantmen would run themselves aground in an
attempt to avoid capture. His audacity was such that he didn’t
confine himself to the sea. On several occasions he took his frigate
into the mouths of small French harbours. There, intimidating the
inhabitants with his broadside, he would send in boats to carry off
any vessels worth cutting out.

As can be imagined, such depredations on the coast of France
itself, soon came to the ears of Napoleon who is said to have
nicknamed Cochrane “Le Loup de Mer”.

One foggy night in April 1806, the Pallas dropped anchor in the
mouth of the river Gironde. All the frigate’s boats and the galley
were manned and put under the command of Haswell, the First
Lieutenant. This left only some 40 men on board including
Cochrane. Quietly the boats slipped away. After rowing some 20
miles, Lieutenant Haswell and his men set about cutting out the
Tapageuse (14). This vessel, a French corvette, was protected by
two shore batteries and two other corvettes. Her protectors
notwithstanding, Haswell successfully captured the vessel and as
daylight approached, started the long haul back to rendezvous with
Cochrane.

Meanwhile the crew of the Pallas, with the first light of dawn,
saw three more French corvettes fast approaching. These ships
were the Garonne (20), the Gloire (20) and the Malicieuse (16).
The Pallas, it is to be remembered, had only 40 men aboard — not
all of whom were seamen. Quick as ever in the face of adversity,
Cochrane dreamed up yet another ruse. He ordered all his men
aloft, firstly to fasten light lines around all the sails and then to undo
all the main lines. As soon as all was prepared, he had them let go
all the sails at once so that they billowed out together in a cloud of
canvas. The French captains assumed this showy manoeuvre
indicated the Pallas was fully manned with a crack crew. Feeling
discretion was the better part of valour, they turned about as one
and headed away.

A lesser man might well have taken off in the opposite direction
to return and pick up his crew at a later time. Cochrane decided on
another course. The Pallas set off in pursuit, her bow chasers
cracking at the fleeing enemy. The nearest corvette, desperate to
escape, ran herself ashore and the crew deserted her. The second
quickly followed suit and the third, some little time later, also
ended her career on land.

Pausing only to place some well aimed shots in the three vessels,
below the water line, the frigate turned to her rendezvous.

Once again, glowing reports from his superior, Admiral
Thornborough, failed to elicit a favourable reaction from the
Admiralty. In consequence the Tapaguese was not bought into the
navy and Haswell not promoted for his courageous and successful
action. These grievances, added to those he already had, allowed
his bitter disillusionment with the establishment to reach new
heights.

By the 25th April the Pallas was once again off the French coast.
This time her orders were to reconnoitre the French squadron at
anchor in the roads of the Isle of Aix. Having ascertained that there
were 5 sail of the line, 5 frigates and 4 corvettes, Cochrane stood
away. He then proceeded on a course of activity calculated to goad



the French commander. First, he sent detachments ashore to burn
signal stations in the area. Next, he attacked and laid waste a 36pr
shore battery and then yet another signal station. Also about this
time he initiated aerial propaganda. Like most small craft
operating off the French coast, the Pallas had been liberally
supplied with pamphlets. These broadhsheets urged the local
population to forsake Napoleon and restore the monarchy.
Generally, one assumes, these were landed from fishing boats and
the like. Cochrane’s method of delivery was somewhat unique. He
had a series of kites constructed. When the kites were ready, the
pamphlets were attached, together with a time fuse. All that was
then required was a landward breeze and off they went to shower
the surprised French citizens with royalist propaganda.

On the 12th May, the Pallas stood in again to taunt the French
admiral in the Isle of Aix roads. Similarly on the 14th May she
again entered the roadstead. This time the French frigate Minerve
(44) together with three brig corvettes: Lynx, Sylf and Palinure
came out. Cheerfully, taking on odds of 4 to 1, the British frigate
stood in to the attack. At 11.15 the battle was joined. Due to
superior gunnery, the 12pr frigate Pallas had by 1pm silenced the
18pr Minerve and dismasted two of the corvettes. Cochrane then
decided to board the Minerve with a view to carrying her off as a
prize.
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Accounts as to what happened next vary. Some say the Minerve
grounded as the Pallas came towards her. Others, that the British
frigate closed too fast. Whatever the truth, the Pallas was severely
damaged in the ensuing collision with the heavier ship. This
damage, coupled with the fact that two more French frigates were
seen to be fast approaching, induced Cochrane to haul wind and
head for the sea. So it was with a crippled vessel that Cochrane
returned once again to a hero’s welcome at Plymouth. It was
propitious timing as the country was awaiting a general election.

Cochrane once again stood as a parliamentary candidate for the
borough of Honiton, this time successfully. This put him in a
stronger position to redress some of the wrongs he saw around him
. . . but that’s another story.

BIBLIOGRAPHY

The Naval History of Great Britain by W. James

Naval Chronicle 1805

Autobiography of a Seaman by Thomas Cochrane 10th Earl
Dundonald.

NAVAL REVIEWS!

Langton Miniatures
1:1200 Scale Napoleonic Ships

A new range of warships is now available to the naval wargamer of
the Napoleonic period. At present the range is confined to British,
French and Spanish subjects. There are 9 British, 3 French and 4
Spanish offerings. The British run from a 98 gun three decker,
through an 80, four varieties of 74’s. a 64, and a 32 gun frigate. The
French get an 80, 74 and 64, and the Spanish, two types of 74, a 64
and a 34 gun frigate. An attractive variation is that some models are
depicted at “at quarters” — meaning the guns are run out.

The major attraction of this line, apart from offering the gamer a
greater variety of models, is that alternate sail sets are available.
These are listed and purchased separately from the hulls, so that
one can assemble a model of considerable individuality. Sail sets
available are seven in number, and range from furled sails (at
anchor) to full sail with studding sails to port and starboard. The
sets also provide a generous allowance of staysails, the fore and aft
sails carried between the masts. All this means being able to
represent ships in a wide spectrum of sail sets. While it is possible to
arrange to have one’s fleet in battle sails for wargaming purposes, |
like the extra colour possible from the variety on offer.

The hulls are cast in three pieces, deck, left and right hull halves,
soldered together by the manufacturer. Their fit leaves something
to be desired unfortunately.

Detail is a bit heavy handed, but plentiful. I particularly like the
effort put into the stern gallery parts, including rather good stern
lanterns. These features are very characteristic of the country of
origin and so contribute a lot to the models’ originality. Another
good bit is the provision of optional stern davits for boats, thus
allowing the model to more fully represent ships after about 1808.

Size-wise and in overall appearance the models fit in well with the
existing ranges from Skytrex and GHQ.

Casting seems a bit crude, but it is adequate. The manufacturer
makes great play of using Cornish tin in his metal alloy. While I
commend his local loyalty, T doubt that Cornish tin is necessarily
superior to any other. Nonetheless, the models do seem to be made
of a high quality alloy and are sturdy, without being brittle.

Taken overall, these models work up into very attractive pieces.
They require a bit of extra effort, but repay this generously. I highly
recommend this range.

Models are available from Langton Miniatures, North Trendeal,
Ladock, Truro, Cornwall, TR2 4QQ. They also do a painting,
rigging and research service.

John Laing

New Releases Triton Age of Sail
1:1200 Napoleonic Warships from Skytrex

The prolific designers in Loughborough have quietly released some
new additions to their range. These are NS14 HMS Ganges, NS 28
Revolutionaire, and NS47 Rayo. They are all interesting and useful
additions to what has to be the premiere range of models in this
period. All models are produced in the usual Skytrex format of hull,
stern galleries, and separate masts and sails. Casting is good, with
no metal flash, mould tearing, or register shift detectable. Metal is
of the usual high quality.

NS14 HMS Ganges, is a particularly useful addition to the list of
British 3rd rates. She is amember of a three ship class with Culloden
and Powerful. All three were long-lived and exceptional for their
speed and sea keeping qualities. Culloden was a veteran of the
Battle of the Nile. As a model I think it shows an improvement over
the already high standards of earlier offerings. I am particularly
impressed by detail depicted on the forecastle.

The NS28 Revolutionaire, represents a French 3 decker of the
largest sort. Unfortunately, the catalogue is misprinted, giving her
180 guns! This is obviously absurd. One must assume that the ship
the model intends to represent is the Revolutionaire of 110 guns
which participated at The Glorious First of June. Whatever, it is
good to have a second choice of French three decker, as these ships
led almost all fleets and squadrons, except the fleet at Trafalgar.

NS847 Rayo, is a very interesting choice for the Spanish. She
started life as a two decked ship of 80 guns, and was later converted
by covering in the waist, to provide for a third complete deck of
artillery making her up to a total of 100 guns. She was present at
Trafalgar, and lost in the storm following the battle. As she is
recorded as being painted black on that occasion she is a subject of
interest both from a naval architectural, and visual standpoint. The
E‘:odel is crisply rendered with the unique upper deck very well

one.

On the minus side I think the designers could well consider a few
extra sizes of masts and sails, as the existing ones seem a bit limiting
at times. Also a wider selection of stern galleries would add more
individuality.

These small quibbles aside, these additions are very welcome,
and enhance an excellent range.

John Laing




" THE STORM OF CARTAGENA

An Elizabethan Amphibious Operation

Arthur Harman sets sail for the Spanish Main

After the recent anniversary of the defeat of the Spanish
Armada many wargamers must be wondering how to find future
employment for their miniature galleons, tercios and English
militiamen, perhaps regretting impulsive purchases made in a
rash moment of patriotic fervour. One solution is to recreate the
numerous English expeditions against Spain’s overseas posses-
sions: the small forces involved will enable the players to
represent the action in greater detail than usual and deploy as
many ships as comprised the original fleets. The little-known
scenarios will prevent players from exercising hindsight — the
curse of historical re-enactment — whilst providing interesting
and unusual engagements on the tabletop, for it is not often that
wargames involve co-operation between land and naval forces.
Drake’s attack upon Cartagena in 1586 offers an ideal scenario
for gamers who have become tired of the Armada, and those
starting to raise forces for the period.

HISTORICAL BACKGROUND

The discovery of the Throckmorton Plot to assassinate Queen
Elizabeth I and set Mary Stewart, the exiled and imprisoned
Queen of Scotland, upon the English throne in 1583 led to
demands for action against Spain. Francis Drake was given a
commission to raid Spanish colonies in the Indies, but the

expedition was postponed until international tension was
heightened by the seizure of English grain ships in Spanish ports
in 1585. The primary purpose of the expedition was to secure
their release, but all involved knew that King Philip’s overseas
territories were the eventual target. Drake assembled his fleet
at Plymouth during July and August: three warships — The
Queen’s Elizabeth Bonaventure and Aid, and Galleon Leices-
ter named after its owner the Earl — and twenty six West
Country privateers and armed London merchantmen, crewed
by a thousand seamen. Lieutenant General Christopher
Carleill, who had campaigned in Ireland, served in the
Huguenot cause at sea and convoyed English merchants to
Russia during the Russian-Danish war, commanded twelve
companies of infantry for service ashore.

The fleet put to sea in haste, lest it should be recalled by the
Queen, who was enraged by Sir Philip Sidney’s attempt to join
the expedition as a volunteer. Orders demanding his return to
Court, carried by a royal courier, had been intercepted by a
group of armed men — though whether they were seamen acting
under Drake’s orders or in Sidney’s pay is unclear — so Drake
made a hurried departure, knowing that once he was out on the
high seas he was beyond the Queen’s control (how pleasant to
command in the days before radio!) and that success and profit
would outweigh his sovereign’s displeasure at this minor act of
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disobedience. The expedition reassembled off Vigo, plundered
the town of its cathedral plate and loot estimated at 30,000
ducats, and then sailed to intercept the annual Spanish treasure
fleet from Vera Cruz. However, Drake missed the Flota, which
had arrived at San Lucar on 8th October. On 16th November
the fleet anchored off Santiago in the Cape Verde Islands,
which Carleill siezed without encountering opposition the
following day. The inland settlement of Santo Domingo was
occupied and burnt, but, although supplies were plentiful, no
bullion was found.

Drake’s next target was Santo Domingo, the capital of
Hispaniola. The city was taken in a combined operation on New
Year's Day, 1586. After a month, he left for Cartagena, having
destroyed about a third of the city and all the vessels in the port,
taking two hundred and forty cannon and a ransom of 25,000
ducats.

GAME ORGANISER’S NOTES

This scenario may be played in several forms. Ideally, there
should be sufficient players to take the roles of the principal
Spanish and English commanders; alternatively, one side may
be umpire-controlled, in which case the players will probably
have a more enjoyable game if they represent the English
expedition. It would be possible simply to present them with
basic information about Cartagena and its environs, leaving
them to decide how best to attempt the city, but I have written
the player briefings on the assumption that the game organiser
wishes to recreate Drake’s original plan — though whether it will
be equally successful is another matter! In the interests of an
even game, where both sides are actively played, the Spaniards
should be encouraged to be less supine than their historical
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counterparts, though wargamers can usually be relied upon to
act aggressively without much encouragement, if the English
team is not to enjoy too easy a victory.

The attack, as will be seen from the briefings and historical
account, comprises a land march and assault, covered by a naval
demonstration against the harbour. These should be played
separately, if possible, to limit communication between the
military and naval forces; obviously, the commander of the
troops may be told when the fleet opens fire, and captains of
ships informed that they can hear fighting ashore, or see smoke,
but more detailed information may only be brought by
messengers — represented by sending a note via the umpires.
Players may make personal visits by leaving one game and. after
a suitable delay, joining the other. It will be necessary to run
both games to a common timescale, and to co-ordinate the
completion of game-turns. Setting strict time limits for the
completion of turns, and indicating this by an agreed signal,
such as blowing a whistle, will help.

Separate games do not need to be constructed to the same
groundscale; the land attack would benefit from a larger scale,
allowing a low man/figure ratio and the representation of
low-level tactics, whereas a naval game involving several ships
and shore batteries exchanging cannonfire at longer ranges,
requires a small scale to suit the model ships and to portray large
bays and stretches of shore. Thus, Carleill’s attack might be
fought using 25mm or 15mm figufes, and the seaborne attack by
the new Ys0oth models brought out to coincide with the Armada
anniversary, together with 6mm or 2mm troops ashore.
Alternatively, both games might employ 6mm figures and Ysooth
ships, but use different groundscales and man/figure ratios: the
shore attack might even, since the numbers involved were so
small, be fought at 1:1, while the naval operations adopted the
scale of the miniature ships.

THE LAND ATTACK

Carleill's infantry had to march through forest at night in order
to reach the shore of the promontory at low tide. The hazards
attending such nocturnal operations may be simulated using the
system described in my articles on Sedgemoor (‘Revolt in the
West” Wargames Illustrated 9, May 1988) or Casal Novo (WI
16, December 1988), so that the English forces may become lost
in the dark. blunder into a Spanish ambush marked by the
umpire or Spanish players on the master map, or arrive opposite
the enemy breastwork late, in which case the tide may have
risen and covered the safe route around the poisoned stakes so
that Carleill’s men have either to resort to wading or brave the
booby-traps. The umpire will impose a suitable number of
casualties from drowning or impalement —and will also rule that
wading men may ruin their gunpowder and be unable to fire
their muskets or calivers for the remainder of the game.
Assuming that the English troops arrive at the correct place at
the right moment — no mean feat! — the shore attack may
thereafter be played in conventional style, using whichever
Renaissance rules the players and game organiser prefer. If the
Spaniards are umpire controlled, they will react in accordance
with the historical account quoted at the conclusion of this
article.

THE NAVAL DEMONSTRATION

The original action consisted of a demonstration against the
boom and the fort to distract the Spaniards from the main attack
by land. Since the Spanish ships remained in the inner harbour
to cover the Caleta with their guns, there was no combat
between ships; the English vessels exchanged shots with the
shore batteries and made an abortive attempt on the boom.
However, if the Spanish players are encouraged to act more
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aggressively, they may well decide to lower the chain and send
their ships out to engage the enemy, which would make for a
more interesting game. The Spanish galleys will have an
advantage in the confines of the harbour over the English
square-rigged vessels — the umpires could cause the wind to
shift, or fail entirely, to offset the greater number of the latter.
The Spaniards will have an accurate chart of the area, showing
safe channels and shoal water; Drake’s fleet will have to
proceed with caution, taking soundings with the leadline — a
dangerous operation within range of the fort’s guns — or commit
only the shallow-draft ships to the attack whilst the larger
galleons remain offshore.

Since the naval signalling code had not yet been invented, the
English will have to agree some simple signals which can be
communicated by dipping flags, firing guns and sounding
trumpets before play commences. Any other communication
will have to be made by bringing ships within hailing distance, or
rowing across in a boat.

Rules should present no problem: if specific Renaissance
period rules are not available, appropriate sections of an 18th
century/Napoleonic set could be adapted, remembering that
gunnery in this era was ineffective at all but the closest range,
and would cause casualties amongst the crew rather than doing
significant damage to ships’ hulls.

PLAYER BRIEFINGS: SPANISH TEAM
Don Piero Fernandez de Busto, Governor of Cartagena
Cartagena is the most important commercial centre on the east
coast of Spanish America. It is built on a sandbank between a
mangrove swamp and a lagoon, which is divided into an outer
basin and an inner harbour by a sandspit within two ships’
length of the mainland. This narrow channel is guarded by a
stout fort containing sixteen guns (sakers and heavier pieces),
and can be closed by a chain boom in time of danger.

Three weeks ago you received word that the English pirate
Drake had attacked Santo Domingo and would probably next
make for Cartagena. You immediately put the city into a state
of defence, ordering military exercises to be carried out every
day. A stone breastwork has been constructed across the Caleta
and heavy guns emplaced there: in addition, the armed galleys
in the harbour can sweep the causeway with their guns, if
necessary. Poisoned stakes have been planted in front of the
barricade along the foreshore. A gap, closed by earth-filled
water barrels, has been left for mounted patrols to sally forth
against the enemy. You have sent the female inhabitants of the
city into the hills for safety, and hidden all plate, ornaments and
sacred images of Holy Mother Church from the heretics.

The forces at your disposal — excluding Don Pedro Vique
Manrique’s regular troops aboard the ships — comprise 50
lancers, 450 arquebusiers, 100 pikemen, 20 Negro musketeers
and 400 Indian archers. The Bishop of Cartagena, Don Fray
Juan de Montalvo, has armed his clergy with rapiers and
halberds, and the prior of the Dominican monastery, Fray
Bartolome de Sierra, and Fray Sebastian de Garibay of the
Franciscans have also armed their monks; you hope that the
sight of 300 priests and monks prepared to fight the heretic
English will inspire your men, who have ben grumbling about a
pay rise and exhibit no great enthusiasm for the coming battle.

It is the afternoon of 9th February 1586 — Ash Wednesday.
The English fleet has been sighted along the coast; there are
over twenty ships, draped in black. What can this mean? Can
they be mourning Drake himself? It is possible he may have
succumbed to the fever that often afflicts Europeans in these
parts. A vessel fresh from Spain has brought the welcome news
that a galleon is due to arrive to reinforce the Indies squadron in
aweek’s time. Cartagena is a naturally strong position, and will
be difficult to attack. You should have no difficulty in holding
out until reinforcements arrive, or the English become

discouraged and retire. The woods on the Caleta are admirably
suited to an ambush, should the English choose to land there.

Don Pedro Vique Manrique, General Commanding Coastal
Defence of the Spanish Main

The forces under your command comprise two royal galleys, the
Occasion and La Napolitana, mounting 6 heavy guns apiece, an
armed galleass, and 200 professional arquebusiers. At present,
the ships are anchored in the inner harbour so that their guns
can enfilade the Caleta, protected by the chain boom. You,
however, would prefer to take the galleys out and engage the
heretics in battle.

Pedro Mejia, Commandant of the Harbour Fort

The fort, which commands the inner harbour of Cartagena, is a
star-shaped earthwork in the modern style. It contains 16 guns:
10 culverins on the faces covering the outer harbour and the
channel, and sakers on each of the other faces. The garrison
consists of 100 colonial artillerymen. Since learning that
Cartagena was likely to be attacked, the Governor has ensured
that the fort has a plentiful supply of powder and shot. Should
the English attempt to force the boom, your heavy guns will do
great damage to their ships at such close range. You must hold
the fort at all costs or the enemy will be able to enter the inner
harbour and bombard the city.

PLAYER’S BRIEFING: ENGLISH TEAM

Sir Francis Drake

Cartagena will be a rich prize - if you can take it quickly, before
the Dons have the chance to evacuate their bullion and portable
property into the interior. The city is surrounded by a lagoon
and an impassable swamp, and the entrance to the harbour is
guarded by a fort. The only place where troops can possibly land
easily is the southern tip of a peninsula running south west from
the city. You have therefore decided to repeat the tactics that
were so successful at Santo Domingo; Carleill will lead the
infantry up the peninsula to attack the city, whilst Frobisher
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launches a diversionary attack upon the harbour entrance.
There are no detailed charts of Cartagena, so you will either
have to take soundings to find the deepwater channel to the
harbour, or rely on the smaller ships for this attempt. Two
Negro fishermen have reported that a fortification has been
erected across the peninsula, and that poisoned stakes have
been planted on the beach. If the attacks can begin at low tide,
Carleill’s men should be able to avoid them. Battle casualties
and sickness have already reduced the number of men under
your command; morale is falling, since you have so far failed to
take the Flota, capture any valuable prizes or seize much
Spanish bullion. You need a quick, cheap victory without delay.

The fleet comprises of the following vessels:

Royal Ships — Elizabeth Boneventure (flagship) Captain
Thomas Fenner
Aid Captain Edward Winter

Private Ships — Primrose Captain Martin Frobisher, Vice-
Admiral
Galleon Leicester Captain Francis Knollys,
Rear-Admiral
Tiger  Captain
Lieutenant-General
Sea Dragon Captain Henry White
Thomas Captain Thomas Drake
Minion Captain Thomas Seelie
Bark Talbot Captain Bailey
Bark Bond Captain Robert Crosse
Bark Bonner Captain George Fortescue
Hope Captain Edward Carlesse
White Lion Captain James Erizo
Francis Captain Thomas Moon
Vantage Captain John Rivers
Drake Captain John Vaughan
George Captain John Varney
Benjamin Captain John Martin
Scout Captain Edward Gilman
Duck Captain Richard Hawkins
Swallow Captain Bitfield

Christopher  Carleill,

Discuss arrangements for the attack with Carleill and
Frobisher, and devise some simple signals whereby the troops
ashore may communicate with the fleet, and the ships attacking
the harbour with the remainder under your command in the
bay.

Christopher Carleill, Lieutenant-General in Command of the
Troops

Your task is to lead the main attack by land against the city of

Cartagena, by marching up the peninsula to the south-west
corner of the city. The troops will land this evening, and must
reach their appointed positions opposite the enemy’s breast-
works at low tide, in order that they may avoid the poisoned
stakes which the fiendish Don has planted on the beach. At the
same time the fleet will attempt to force a passage into the inner
harbour and capture the fort. You have already carried out a
similar operation successfully at Santo Domingo, and have no
doubt that your men will gain the day.
Your force, somewhat reduced by sickness, numbers just
under 1,000 men:
Vanguard — 2 Companies, Captain Edward Winter accompa-
nied by yourself
Pikes of the Vanguard, Captain John Sampson,
Corporal of the Field
Muskets of the Vanguard, Captain John Goring
The Battle — 4 Companies, Captain Anthony Powell, Sergeant-
Major
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Rearguard —2 Companies, Captain Matthew Morgan, Corporal
of the Field

Brief your commanders, if individually played, and make

arrangements to co-ordinate your attack with that of the fleet.

Martin Frobisher, Vice-Admiral

You are to command an attempt upon the harbour entrance and
the fort which dominates it; this attack must begin at low tide to
distract the enemy’s attention from Carleill’s march, or, as soon
as firing ashore indicates that the soldiers have encountered the
Dons. If you can take the fort (no easy task!), the fleet will be
able to enter the harbour and bombard the undefended side of
the city. This is your opportunity to acquire the glory which
hitherto has fallen to Carleill, so you are determined to press
home the attack. You have 4 Companies of infantry, comman-
ded by Captain Robert Pew, George Barton, John Hannam and
Richard Stanton, and may select for the attempt those ships and
pinnaces most suited to the task.

HISTORICAL ACCOUNT

From ‘A summary and true discourse of Sir Francis Drake’s
West Indian voyage, begun in 1585. Wherein were taken
the cities of Santiago, San Domingo, Carthagena, and the
town of Saint Augustine in Florida.’

13

In the evening we put ourselves on land towards the
harbour mouth, under the leading of Master Carliel our
lieutenant- general who after he had digested us to march
forward about midnight, as easily as foot might fall, expressly
commanded us to keep close by the seawash of the shore for our
best and surest way, whereby we were like to go through, and
not to miss any more of the way, which once we had lost within
an hour after our first beginning to march, through the slender
knowledge of him that took upon him to be our guide, whereby
the night spent on, which otherwise must have been done by
resting. But as we came within some two miles of the town, their
horsemen which were some hundred, met us, and taking the
alarm, retired to their townward again upon the first volley of
our shot that was given them: for the place where we
encountered being woody and bush even to the water-side was
unmeet for their service.

“At this instant we might hear some pieces of artillery
discharged, with divers small shot towards the harbour, which
gave us to understand, according to the order set down in the
evening before by our general, that the vice-admiral accompa-
nied with Captain Venner, Captain White, and Captain Cross,
with other sea captains, and with divers pinnaces and boats
should give some attempt unto the little fort standing on the
entry of the inner haven, near adjoining to the town, though to
small purpose, for that the place was strong, and the entry very
narrow was chained over: so as there could be nothing gotten by
the attempt, more than the giving of them an alarm on that other
side of the haven being a mile and a half from the place we now
were at. In which attempt the vice-admiral had the rudder of his
skiff stricken through with a saker shot, and a little or no harm
received elsewhere.

“The troops being now on their march, half a mile behither
the town or less, the ground we were on grew to be strait, and
not above fifty paces over, having the main sea on the one side
of it, and the harbour water or inner sea . . . on the other side

. This strait was fortified clean over with a stone wall and a
ditch without it; the said wall being as orderly built with flanking
in every part, as can be set down. There was only so much of this
strait unwalled, as might serve for the issuing of the horsemen,
or the passing of carriage in time of need: but this unwalled part
was not without a very good barricade of wine butts or pipes,
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filled with earth, full and thick as they might stand on and one by
another, some part of them standing even within the main sea.

“This place of strength was furnished with six great pieces,
demi-culverins and saker, which shot directly in front upon us as
we approached. Now without this wall upon the inner side of the
strait, they brought likewise two great galleys with their prows
to the shore, having planted in them eleven pieces of ordnance,
which did beat all across the strait, and flanked our coming on.
In these two galleys were planted three or four hundred small
shot, and on the land in the guard only of this place, three
hundred shot and pikes.

“They in this their full readiness to receive us, spared not their
shot both great and small. But our lieutenant-general, taking
advantage of the dark (the daylight as yet not broken out)
approached by the lowest ground, according to the express
direction which himself had formerly given, the same being the
seawash shore, where the water was somewhat fallen, so as most

of all their shot was in vain. Our lieutenant-general commanded
our shot to forbear shooting until we were come to the wall side,
and so with pikes roundly together we approached the place,
where we soon found out the barricades of pipes or butts, to be
the meetest place for our assault, which, notwithstanding it was
well furnished with pikes and shot, was without staying
attempted by us: down went the butts of earth, and pell-mell
came our swords and pikes together, after our shot had first
given their volley, even at the enemy’s nose. Our pikes were
somewhat longer than theirs, and our bodies better armed; for
very few of them were armed: with which advantage our swords
and pikes grew too hard for them, and they driven to give place.
In this furious entry, the lieutenant-general slew with his own
hands the chief ensign-bearer of the Spaniards, who fought very
manfully to his life’s end.

“We followed into the town with them, and giving them no
leisure to breathe we won the market-place, albeit they made
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head, and fought a while before we got it, and so we being once
seized and assured of that, they were content to suffer us to
lodge within their town, and themselves to go to their wives,
whom they had carried into other places of the country before
our coming thither.

“At every street’s end they had raised very fine barricades of
earth-works, with trenches without them, as well made as ever
we saw any work done: at the entering whereof was some little
resistance, but soon overcome it was, with few slain or hurt.
They had joined with them many Indians. whom they had
placed in corners of advantage, all bowmen, with their arrows
most villainously empoisoned, so as if they did but break the
skin, the party so touched died without great marvel: some they
slew of our people with their arrows: some they likewise
mischieved to death with certain pricks of small sticks sharply
pointed, of a foot and a half long, the one end put into the
ground, the other empoisoned, sticking fast up, right against
our coming in the way, as we should approach from our landing
towards the town, whereof they had planted a wonderful
number in the ordinary way: but our keeping the sea-wash shore
missed the greatest part of them very happily.”

THE FALL OF CARTAGENA

Once the breastwork had fallen, the Spaniards routed towards
the city. Don Pedro Vique made an attempt to rally the defence,
riding forward with twenty lancers crying “Fight for your
Spanish blood and Catholic faith!™; when this failed, he ordered
the galleys to be removed to safety. However, an accident while
gunpowder was being distributed aboard the galley Occasion
caused an explosion and set the vessel afire. The slaves
abandoned their oars: those who were Turks surrendered to the
English. The chain across the harbour mouth was removed to
allow the other galley, La Napolitana, to escape, but the crew
ran the vessel ashore in their haste, whereupon the soldiers on
board deserted. Don Pedro had no choice but to order that the
galley should be burnt.

Meanwhile, Carleill’s men had fought their way to the main
square of the city. The garrison lost heart and fled southwards
out of the city over a bridge and disappeared into the
countryside. The Governor, who had withdrawn to a nearby
village, ordered Pedro Mejia, still holding out in the fort against
Frobisher, to retreat.

Cartagena fell to the English for the loss of about thirty lives.
The city was plundered, partially destroyed and ransomed, but
Drake felt unable to hold Cartagena as a Caribbean base for
future operations against the fleet which was known to be on its
way from Spain, although the soldiers believed they could
defend the city. It was a wise decision, for the expedition was
much reduced by sickness, known to the local inhabitants as the
Calenture, most probably yellow fever. Although a commercial
failure — the enterprise did little more than break even — Drake
had exposed the true weakness of the apparently imposing
Spanish empire in the Caribbean at a time when King Philip’s
power seemed most overwhelming.

ALTERNATIVE GAMES
BASED ON CARTAGENA

Committee games or roleplays might be devised for both sides,
representing the councils of war which usually preceded an
engagement in this period. Each of the subordinate comman-
ders should be given a personal briefing and an individual point
of view to put across: his success in the game will be in
proportion to the extent to which his opinions are reflected in
the final plan of action. These plans might then be played out on
the tabletop employing the techniques described earlier in this
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Bales Hodels Stonecast

Unpainted  Painted

15mm Scale
15/1  Fiat lopped house (3 vanants a.b.cl  £4.00 E5.75
15/2  18th Century farmhouse £1.15 £345
153 Afncan hut £0.60 £1.15
15/4 Dark age wattle & daub hut £0.30 £0.60
155 (A} Hal-imbered house £3.15 £5.75

(B} L-shaped half-tmber £4.00 £8.05
15/ Mediaval tent (3 vanans abc) £1.50 £4.50
157 European bam £4.00 £5.75
158  Log cabin £1.45 £2.95
159  Spar 1 house (3 £2.00 £4.00
15/10 Saxon house £0.85 £2.30
15/11 Viking longhouse £2.90 £5.75
15/12 191h century tents a) Pup

b} Comical c) Rectangle £0.60 £1.15
15/13 Dark age conical house £1.45 £2.80
15/14 European church £230 £5.20
15/15 Russian church with tower £2.90 £5.20
15116 Thatched cottage £1.45 £3.45
1517 Red Indian tepee £1.75 £3.45
15/18 25mm hedges 2 = 4 long £0.85 £2.90
15/19 Beacon lookout fower £290 £5.20
1520 Tower £5.20 £10.35
15/21 House bam £345 £5.75
15/22 ACW church £345 £5.75
1523 Napoleonic/ ACW arbilery E1.45 £4.60

position for 2 guns
1524 Medwval tent £1.15 £290
1525 Mosque £3.45 £5.75
15/26 Palisade with ramparts (4~ length) £2.90 £4.60
1527 Palisade gateway (4° length) £2.90 £4.60
15/28 Comer tower £3.45 £4.60
15/29 Bridge (5 length) £175 £3.45
1530 Medievel keep £10.10 £13.25
1531 Medeval gateway £6.90 £9.20
1532 Medeval comer tower £4.00 £5.50
1533 Medieval wall £2.90 £4.60
1534 Greek/Aoman temple £4.00 £6.90
15/35 Spanish/italian church £3.45 ES.75
15/36 4 Hedges (ea 4" length) £1.45 £2.90
15/37 Ancient galley E3.45 £10.35
15/38 1Bth C. Cottage £2.80 £5.75
15/40 Four straight 4” walls sections with

pantile tops (suil. for Spain, htaly elc.) E£1.45 £4.00
158/41 Four corners for above £1.45 £4.00 1

43 Hawksclough, Birchgreen, Skelmersdale, Lancs.
Postage & Packing 15% UK, minimum £1.00

ABBOTTS MINIATURES

25mm
Napoleonic Naval Landing Parties
Royal Navy Latest Releases

N19 Bosuns Mate (with starter)
N20 Rating Cuflass & Pistol

N21 Rating Cutlass & Boarding Axe
N22 Rating Boarding Pike

NZ3 Rating Boarding Pike

N24 Rating Advancing Pistol

N16 Captain N25 Rating Advancing Cutlass
N17 Negro Rating Advancing N26 Pow?er Monkey
N18 Ships Carpenter N27 Gunner Powder Hom

N28 Gunner Sponge

NaD Gunner Canying Sh
unner ing Shot

N31 Gunner Bucket

N32 Marine Officer

N33 Marine Drummer

E.1 NavalLong 12 pdr.
All figures 32p each plus 10% p&p (Min 30p) UK.
Send S.AE. to:
ABBOTTS MINIATURES, 53 Harvey Road, Ilford, Essex. 1G1 2NJ.
for up to date list of Naval Figures and our large Zulu War range.

£1.80

article. Drake’s negotiations for the ransom of the city after the
victory could also form an interesting subject for a roleplay —
details may be found in Sir Francis Drake by George Malcolm
Thomson (Secker & Warburg, 12972). The success of the
expedition might be judged, as was that of the original, by the
profit on the original capital investment, rather than by the
military considerations wargamers usually apply when devising
victory conditions! Cartagena offers scope for several interest-
ing games, and is an unusual scenario in its own right — why not
try to emulate Drake yourself?
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DEPT. WI, 4 PARK ROAD, NORTON, MALTON, N. YORKS
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75009 Paris) are casting selected
Irregular Miniatures ranges.

SOLD”
POSTFACH 250 233

Just publnluﬂi “The Necromancers Spell Book”.

STOP PRESS
Companion to the Necromancers Sane with Sptl.ls more. truop

P £1.95
NEW bmm “WARS IN INDIA” RANGE
This will stretch through Moguls, Marattas, Sikhs, Mutiny,
Afghans & Gurkha Wars
Ind 1 Mahsraja on elephant (4]
T 2 Parasol bearer on elephant ]
Ind 3 Ladies camel with attendant A
Ind 4 Covercd Ladies wagon + ox team 1]
Ind 5 Covered Doolic litter carried by B attendants ]
Ind 6 Gor80x drawn wagons with powder barrels on cover H
Ind 7 4 LCwith bow on irregular base B
Ind B 4 LC withlance onimegular base B
Ind9 4 LCwith musket on irregular base B

Many more o follow

New WWH aircraft FF.2B( 1914 Brirish ) (¥]
NEW 6mm WWi
Heavy Artillery Range
HAI Large Railway Gunand crew ]
HA2 'BIG BERTHA' 42cm Howitzer and crew J
HA3 d mounting and crew G
HA4 GERMAN 21cm short Howitzer and crew G
HAS BRITISH GOpcdr gun and crew G
HAG Large Siepe mortar and crew 15
NEW ARMOURED TRAIN SET WWI or ROW:
Armoured engine. tender, wagons with artillery and
12 track sections £35.00

New WWI and RCW Ruossians GWR 19 Tachanka horse drawn \!G

L.“i.o 12 tracked Austin:Puticov Armoured Car

NEW

shoul

GWV24 Trench as above

l"

VEHICLES + MISCELLENY
‘I8 Motor Omnibus {
19 Paris Taxi B
Steretcher team carryving stretcher i}
Crashed aircrait D

75mm scction of barbed wire entanglement

“Groumd level” Trench section occupied by 10 men. head md
ers cnly, firing over trench edge. Eardy British or Russian C
Early German (for later German remove

helmet spike )

GWV,
GWY
GWV,
GWW
GWY.

&
25 Trenchas above. Early French or Austrian C
26 Trenchasabove. Later British C
27 Trenchas above. Later French or lialian C
28 Ground level machine gun emplacement A
29 Ground level connecting trench C

to the Gmm il

range
Ru\sun village - Church, houscs, rwuam.lnulbmlumc\ £750
d yard 5

- House,

Additions o the bmm lalians Wm FAnge
W24 (L) Reitercavalry withp B
W25 (L) Escopetero armourcd cavalry with arguebus H

THE IRREGULAR MINIATURES NAPOLEONIC RULE BOX
¢ lan Kay - £2.40

Our new boxed rule set contains | explanatory page, | caualty chart and
8 colour coded cards, each dealing with 1 section of the rules. (The rules
on the back of a posteard idea to the power of 8)! The following are 2 few
sections from the explanatory page ...
Introduction
The rules are deis) for use with the Irregular Miniatures Gmm
Napoleonic strips or blocks and 1o this effect, there are two basing
Systens:
Swstem Cne: This uses blocks of figures, giving a slightly fster (and
marginally cheaper game over a small playing surface
System Twor This uscs strips of figures and gives more formation
possibilities and played over a larger playing area

Having said all that. the rules can be used with any scale of fi
the relevant changes 1o ranges and groundscale. Us
Miniatures 2mm Napoleonic bases and halving the fi
distances, being an kdeal case in point. The m range is comprised of 2
full selection of all the necessary Banalions, Squadrons and Arillery
pice
NEW!! 2mm and Gmim NAPOLEONIC BATTLEPACKS! In 6mm choose
any sf the following forces- French, Bavarian British, Spanish,
Brunswick, Austrian, Prussian or Russian. The price for a bartlepack
wsing blocks (Sysicm 1 above) is £29. The price for a battlepack using
strips ( System 2 above ) is £35 (including nules)
In 2mm choose any 2 of the following forces:- French, British, Prussian,
Austrian and Russizn. The price for 2 Banlepack wsing 2mm hlocks
{system 1) is £17. In all cases the Forces are composed of 6 to 8 Infantry
Brigades, 2 Cavalry Brigades, 8 Artillery Banerics + all the relevant
commands. ADNCs and command posts + rules *

ADDITIONS TO THE 2mm TERRAIN RANGE
BG141 18th Century Stone Fort

BG142 ClumpofPalm Trees(2)

BG143 Row of Poplar Trees

BG144 Clump of Thatched Huts

BG145 lron Horse & Tender

BG 46 Row of 3 Railway Carrages
BG14T Straight Track  (3)

BGL4E Conved Track  (3)

BG149 Right-Hand Poane (3)

BG150 Left-Hand Poine (3)

BG151 Embankment —Straight Track (2
BG1I52 Embankment—Curved Track(2)
3 Incline—Straight Track (2)
Bi:l54 Incline — Curved Track {2)
BG5S Stone Railway Bridge

NEW MISCELLANEOUS NAPOLEONICS

M ) 4 Cavalry in cape + dragoon helmet
4 Cavalry in cape + sausage crested helmet
4 Cavalry in cape + shako

3 rank block in great coat

3 man command p{2)

Rank block in great coat with flag
Rank block in great coat with 2 flags
3 Hank block in coatee with flag.

2 Rank British line block

2 Rank Highland block

2 Rank Guards block

- Aalatalalalatalat ot Nak o -

MN24 2basesofdead horses
Gmupor 3 or 4 Napoleonic Generals + staff

)WCI’\I"'I“..“}P-E!'!EH:@

M 2
MN25

4050 MOENCHENGLADBACH

AMERICAN CIVIL WAR

ACW 13 Parrot Gun + Crew (H]
COLONIAL
Z16(L) Egyptian Inf infez A
Z17(L) Egyptian Inf in command A
Z1B{L) Abyssinian Inf. A
Z19{ 0 Abyssinian "Galla’ Cav A
Z20  Abvssinian Chief (2] A
ipment
ES25 30mm Frontage of cmplaced stakes A
ES26 30mm Frontage of cheval De Frise A
RULES
New 6+ 2mm Irregular Ministures Xapoleonic Rule Box £2.40
Dirtsidhe { bmm sci-fi rules ) £325
The Necromancers Bane
Gmm Fantasy rules { Also suitable for larger scales ) £2.40
Atbara to Amtiens — 6mm Late colonial 1o WW1 rules £1.95
Blenheim to Balaclava— 6 + 2mm horse & musket £2.40
Rameses to Constantine - 6 4+ 2mm Ancicnts Rules £195
WWI Skytrex Rules £1.95
*The Necromancers Spell Book £195

ADDITIONS TO THE RURAL & SCENIC ITEMS RANGE
RU36 Row of 3 popular trees
Olivetree 28p

RU38 Copse ofsix olive trees. E1.70
RU39 Copse of six fire or shell damaged trecs £1.05
RU40 60mm length of heavily shurbbed hedgerow SHp
RU41 Wooden post windmill { 1 2th Century onwards | £145
RLU42 Stone based post windmill { 18th Century onwards ) £1.45
RU43 Stone tower windmill { 18th Century onwrds ) £1.70

Spanish tower windmill { 1-4th Century onwards ) £1.70
RU45 19th-20th Century town house with damaged interior,

detachable roof, walled garden. trees and shed { 2 variants)  £2.05
RU46 Baseof 7 sheep 24p
RU4T Baseof 4 cows 2ip
HU48 Ser of 3 complete field perimeters; 2 hedge. 1 walled

with sockets and 5 trees £575

RLUA49 Sct of separate windows, doors, roofs and steps. Each has a

peg, for inserting into balsa blocks or similar, to build your

own houses ( comprises 40 asst. windows, 8 doors, 4 roofs,

| steps )
RUSO Gibbet + victim i2p
NEWS IN 15mm
A large range of 15mm medieval armies will s00n be available. please ring
for details. Prices will be a8 musiim armies below
15mm 1000 POINT “MUSLIM™ ARMIES — ALL £15, POSTAGE £1.75
listed armics are also available in 25mm — please ring for

KHAZAR
ANDALUSIAN GUZL
GRANADINE PECHENEG
SYRIAN GHAZNAVID
WEST N.'D.ANF.&T: EARLY OTTOMAN TURK  FATMID EGYPTIAN
AYYUBID EGYPTIANS  SELJUK TURK MAMLUKE

Al2p B-2ip C-28p D3Sp E-i0p FedSp G-S8p H-70p 1-8%p J-£1.05 K-SL15 L-S140 M-5145

BOOTS AND SADDLES UNIT PACKS £9.95

BS — 1001 U.S. CAVALRY (15 mounted figures)

1 each BS 00A, BS 00B, BS 00C. BS 5B, BS 5C.
3each BS 2A, 2B. 4 each BS 3.

BS — 1002 U.S. CAVALRY (3b dismounted figures)
leachBS 1, BS 6,9 each BS4A, 4B, 4C.

BS — 1003 PLAINS INDIANS (15 mounted figures)
3each BS7A, 7B, 7C, BS 8A, 8B, 8C, BS 10C.

BS — 1004 PLAINS INDIANS (37 dismounted figures)
2each BS 10A, 10B, 11 each BS9A, 9B, 9C.

For samples and list send £1 (U.K. only) to:

Portage

3each BS5A.

Mimatures

Rafm Miniatures

eW‘. TOP QUALITY 25mm FIGURES

NOW MADE IN THE U.K.!

BOOTS AND SADDLES

BSA  US Cavalry Mounted Officer Tip
HSOOHR  ULS. Cavalry Mounted Bugler o lip
BSOOC  US. Cavalry Mounted Guidon Tiip

BS01  Dismounted € ry Command (4) £1L.20
BSOZA  ULS. Cavalry ng pistol. mounted Tip
BSUZHLLS, 2 nifle . mounted Tip
BS13 with rifle. mounted ! . Tip
BSIHA Ir\m.m on foot. advancing {3) Wip
BS (4B Iryman. ‘-l.l!‘ll]ll\[! firng (1) Hip
BSIHC 1l ing rifle (3) Hip
BSU5A alry scout, on fool. flnnl. rfle (1) Kip
BS05HB IrgF seout (Indian) mounted Thip
BSOS alry scout (mountan man ) mounted Tiip
BS6  General Custer. mounted £1.00
BSOTA  Mounted Indian. wi Tiip
BSOTE - Mounted Indian. guill armour. assorted weapons Tiip
BS(7C n

HSUMA ifle Tip
HS (8B with how Tip
BSOSC with nfle E . Tihp
BS(MA  Indian. advan ngwllhr;llut}] Yip
BS(UB  Indian finng riffe (3) Hip
BSIMC Indian attacking with hand axe (3) < = . Ap
BSI0A  Indian Chief, full head dress Uip
BS10B  Indian Chief with prstol on foot Hip
BS 10 Indian warband leader, mounted 3 Tip
BS 1A Gentleman gunslinger with shotgun Yip
BSHIB  Mexican gunshnger Uip
BS1C Gunslinger with bowler hat and rifle = . Mip

70 Harcourt Street
Newark, Notts.
Telephone: (0636) 701439

U.K. customers only. Trade enquiries welcome

Mail order add 10% postage. minimum 30p. maximum £2.50).

When replying to adverts please mention Wargames World.
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HEROICS & ROS FIGURES

1/300th SCALE METAL FIGURES £1.25 Packs containing Bicorne Advancing.
NCP16: Prussian

50 infantry or 20 Cavalry or 6 Guns & Crews

ANCIENT PERIOD
ROME: Punic Wars

16 Hasian
Principies
Triares
Velites
Crizen Cavalry

ROMAN REPUBLIC
MAR21  Caesar's Legions
MAR22

IMPE RIAL ROME
Roman Legionaries

Caesar's Legions Aftaciung

m:l Romans Anacki

MARI  Roman Aunilisry Javeling
MAR4 Agisnie Auxiliary Archers

MARS  Roman Cavalry

MARE Roman Catapults

MAR7  Praetoran Guard

MARS  Roman Guard Cavalry

MARS Western Auxiliary Archers
MAR1Z  Roman Generals

MAR1E  Carrobalistan (3)

MARIS  Onagers{3)

MAR23  Cavalry wath Contus (12f1 lance)
MAR24  Roman Horse Archers

MARZ5  Dromedaric Roman Camel Patrol
MARZE  Baggage Wagons and Pack Mules
LATE ROMANS

MARI0  Late Foman Legionaries
MAR13  Late Aoman Infantry Anacking

MART1  Late Aoman Heavy Cavairy
MAR27  Cauphracts
MAR2E  La= Roman Light Infantry
BmNﬂHES

Byzantna Heavy infantry
MA!?
Magz
MAB3 vy Caval
MAB4  Byzantine Light Cavalry
MABS Byzantina Horsa Archers
MABE  Byzantine Foot Archers
MABT7  Byranune Light Infantry
MABE Byzsnnne Haawy Infaniry Anacking
GREEKS
MAG]  Gresk Caty Hoplites
MAGE  Spartan Hoples
MAG2  Surcessor Phalans
MAGE Cretan Archers
MAG7  Rhodan Skingers
MAG3  Gresr Cavalry
MAGS  Successor Cavalry
MAGS  Greek Elephants
MAGS  Thracian Peftast
MAGT3  Peltasis with Oval Shield
MAGI0  Macedonian Hypaspists
MAG11  Thracian Light Cavalry
MAG12  Greex Catapults
MAG14  Cavalry with Sarissa
MAGIS  Statf Siv
MAG1E  Anatohan Light Infantry
CARTMAGE

KNumidian Cavalry
mﬂ Spanish Infantry
MACI  Spanish Cavalry
MACA  Cruen Heavy Infantry
MACS  Carnaganian Heavy Cavalry
MACE Baleanic Shnger
MACT Libvan Javelinman
MACE  Carthaginian Elephants
MACI2  Libyan rman
MAC13  Carthagnian Citizen Javeling
MACS  Celuc Swordsman
MACID  Celne Cavalry
MACI1  Campanian Cavairy
PERSIANS
MAPS  Persian Immortals
MAPZ Persias Archers
MAP3  Persian Spearmen
MAP4  Persian Horse Archers
MAPT  Persian Armoured Cavalry
MAP1  Persian Chariots
MA1S  Cameiry
MAPS Maounted Spaarman
MAPE  Parsian Scythed Charicts
SASSANIDS
MAS1 assamid Levy Spsarman
MAS2 assanid Archers
Mas3 assamd Clibinar
MASE assanid Catephracis
MASS assanid Light Cavalry
MASE assarid Elephants
MAST assanid Shingers
ETRUSCANS

truscan Hoplines Class

M.lES truscan Spearman Clm -l
MAEZ truscan Spearmen Class IV
MAE] truscan Javeling and Archars
MAE4 truscan Cavalry
MAES truscan Chanots
ANCIENT INDIA
MAINT Ind:an Aschars & Javeling
MAINZ  Indaan Cavalry
MAING  Induan Elephants
MAINA  Indian Chariots
BARBARIANS
MATT Dac:an inlaniry
MA1Z Visgoth Infantry
MAZ2 Ostrogothic Archers
MAT4 Gothsc Cavalry
MAI3  Hun Cavalry
MA1S Sarmatan Cataphracts

MAZ3  Sarmatian Medium Cavalry

MAIS  Ancient British Chariots
Ma17 Ancient British Infantry
MATE Ancient British Cavalry
MA20  Early German Tribesman
MAZ1 Early German Cavairy
MAF1 Gaulish Infantry

MAFZ Gauiish Cavalry

DARK AGES
MD1 Norman Cavalr;
MD2 Norman Infaniry
MD3 Saxon Huscarls
MD4 Fyrd
MDS Vikings
CRUSADES
MCR1 Frankish Cavairy, 12th Century
MCR3 Frankish Cavalry, 13th Century
MCR2 Frankish Infantry
MCR4 Saracen Cavalry
MCRS Saracen Infantry
RENAISSANCE 1485-1529
MA1 Swiss Pikemen
MR2 French Gens d'Armes
MA3 Aniliary
MR4 Spanish Arqusbusiers
Lansknechi Pikemen
MAG Spanish Sword & Bucklers
MR7 Spanish Genitors
MR8 Polish Winged Hussars
MRS Pancerni Cavalry
MR1D Cossack Cavalry
MRI1  Tartar Cavalry
MR12 Polish Musketgers
MA13 Tabor
ENGLISH CIVIL WAR
MECW1 neers
MECW2  Pikemen
MECW3  Dragoons on Foot
MECW4  Dragoons Mounted
MECWS  Dragoon Horses with Horseholders
MECWE  Cuirassiers
MECWT  Royalist Cavalry
MECWS  Parliamentary Cavalry
MECW3  Antillery
MECWI0  Artillery Train
MECW11 Generals
MECW12 Cavalry [heimats) Charging
MECW1B Cavalry [Hats) Charging
MECW19  Peasants in Arms
MECW13 Scots Musketeeis
MECW14 Highlanders
MECW15 Gordon Horse
ECWI1E Scots Lancars
MECW17 Maunted Arquebusiers
MARI.HDHOUGH PERIOD
Ibargugh and Ganarals
MMN British Infantry
MMB2 British Grenadiers
MMB3 British Horse
MMB4 British Dragoons
MMF1 French Infantry
MMF2 French Grenadiers
MMF3 Franch Cuirassiars
MMF4 Franch Dragoons
MMFS French Hussars
MMAT Bavarian Grens.in fur caps
MMO1 Artillery
MMO2 Wagons
MMO3 Penioons and Wagons
SEVEN YEARS WAR
MSY1 Prussian Musketeers Marching
MSY11 Prussian Musketeers Antacking
MSY12  Prussian Musketesrs Firing
MSY2 Prussian Grenadiers Marching
MSY13 Prussian Grenadiers Attacking
MSY14 Prussian Grenadiers Firing
MSY15 Prussian Fusiliers Marching
MSY16  Prussian Fusiliers Attacking
MSY17  Prussian Jasgers
MsY3 Prussian Cuirassiers
MSY1E8  Prussian Dragoons Charging
MSY10  Prussian Hussars
MSY1%  Prussian Bosniak Lancers
M5Y4 Prussian Artillery
MSY20 Prussian General Staff
MSYS Austrian Muskeiesrs
MS5Y21 Austrian Musketesrs Altacking
M5Y22 Austrian Musketeers Firing
MSY28  Hungarian Musketeers
M5Y33  Hungarian Musketeer Attacking
M5Y8 Austrian Granadisrs
MSY23  Austrian Grenadiers Aftacking
M5Y24  Austrian Grenadiors Firing
MsY8 Austrian Croat Grenzers
MSY25  Austrian Cuirassirs Charging
MS5Y7? Austrian Dragoons
M5Y27  Austrian Dragoons Grenadiers
MSY26 Austrian Hussars
MS5Y3 Austrian Artillery
M5Y28  GunTeams and Marching Gunnars
MSY30  Prussian Horse Astillery Teams
MSYJ Prussian Horse Artillery mounted
gum o3
MSY32 Prussian Horsa Artillary firing
guns

NAPOLEONIC PERIOD

MFN17

Napoleon and Mashals

FREI;CH GUARD UNITS

Granadiers of the 01d Guard

Chasseurs 8 Pied of the Guard

Horse Granadiers

Empress

Chassaurs a Chaval of the Guard

Polish Lancers

Polish Lancers charging

Mamelukes and Mari

Lithuanian Tartars and Guard
Engineers

Foot Artiliery of the Guard

Horse Artiflery of ihe Guard

Fli EN CH LINE UNITS

French Grenadiers

French Grenadiers Attacking
French Grenadiers in Greatcoats
French Fusiliers

French Fusiliers Antacking
French Fusiliers in Greaicoais
Franch Light Infaniry

French Veltigeurs Skirmishing
Valtigeurs in Bushees

French Gren. advancing, combat order
French Fus.in bicorne advancing
French Fus.in bicorne attacking

MFN30
MFN28
MFN31
MEN1E
MFN1O

SJ\V&RI!N UNITS
NG Ba

NEW ITEMS
MFN39: French

Grenadiers Advancing,

Swiss Grenadiers

Swiss Fusiliers

Swiss Voltigeurs Skirmishing

French Carabiniers

Franch Cuirassiers -

Franch Cuirassiers charging

Franch Line Dr

Franch Chuswrl @ Cheval

French Hussan

French I.ancau of the Line

French Lina Foot Artillary

French Lins Horsa Arillary

Gun Teams (2)

E(ln:h !;'nl Enginsars .
ranch Supply Wagons [3)

Franch Ponioons and Wagans

rian Line Grenadiars
Bavarian Fusalmls

Bavarian Jaegers Skirmishing
Bavarian Light Horse

Bavarian Anillery

Bavarian Gun Teams

Bavarian Pontoons and Wagons

POLISH UNITS

MWN2
MWK
MWN3
MFN2

Polish Grenadiers
Polish Fusiliers
Polish Fu.lum Anacking

Polish La:
Other Polish Un.mrom Franch items

URITlSN UNITS, NAPOLEONIC PERIOD

MEN'I
MBN22
MBNT

MBN21
MBN19

MBN18
MBN24

Wellington and Generals

British Infantry, Belgic Shako

British Infantry, Belgsc Shako, Anacking

British Line Infantry Light Company,

Belgic Shako, Skirmishing

Britsh Infantry, Stove Pape Shako

Britesh Infantry, Stove Pipa Shako,
Attacking

Biritish lems

British Fusiliers Attacking
British.Light Infantry

British LTM Infantry Skirmishing
British Rillemen Skirmishing

ng
Highlanders Skirmishing
Household Cavalry
British Heavy Dragoons
Scots Gr

s

British Hussars

British Light Dragoons in Shako

British Light Dragoons in Tarleton
Helmets

British Foot Artiflery

British Horse Arnillery

British Gun Teams (2}

British Supply Wagons (3}

British Pontocns and Wagons

PI'IUSSIAN UNITS, NAPOLEDNIC PERIOD

MPNB
MPNIO

Prussian General Staff
Prussian Guard Grenadiers
Prussian Line Muskeiners
Prussian Musketeers Attacking
Prussian Jasgers Skirmishing
Prussian Landwehr Infantry
Prussian Landwehr Attacking
Prussian Landwehr skirmishing
Prussian Cuirassiers

Prussian Dragoons

Prussian Hussars

Prussian Artillary

Prussian Unlans

Prussian Gun Teams (2)
Prussian Pontoon Train

PRUSSIAN UNITS, 1806 JENA CAMPAIGN
MPN14

MPN15
MPN12
MPN13

1806 Grenadiers

1806 Granadiars Attacking
1B0B Muskeleers

1806 Musketeers Attacking
1BOB Jasgers Skirmishing
1806 Fusilars Skirmishing
1808 Antillery

suits 1806 Currassiers
suits 1806 Hussars

AUS‘;I!!AN UNITS, NAPOLEONIC PERIOD

Austrian Genarals

Austrian Grenadiers

Austrian Grenadiers Attacking
Austrian Musketeers in Helmats
an Musketears in Helmats
Attacking

an Musnbml in Shakos
tn Mu!-klllﬂ'l in Shakos

Austrian Hussars
Ausirian Lancers
Austrian Artillery
Austrian Gun Teams (2}
Ausirizn Pontoon Train

RUSSIAN UNITS, N.IFOLEUNIC PERIOD
MANTO

Genaral Sta

Russian Gtenwm

Russian Grenadiers Attacking
RAussian Musketeers

Russian Musksteers Attacking
Russian Jaegers Skirmishing
Russian Paviovski Guard
Aussian Curassiers

Russian Hussars

Cossacks

Russian Horse Artillery
Russian Foot Artillery
Russian Gun Teams (2}
Russian Pantoon Train

SWEDISH UNITS, NAPOLEONIC PERIOD
MSWN2  Swedi

MSWN1

ish Guard Grenadiers
Swedish Infantry

MSWN3 Swedish Dragoons
Franch Fus. advancing, combat order MSWN4  Swedish Artillary

Fusiliers Advancing,
Combat Order.

POR‘I’UOUES E UNITS, NAPOLEONIC PERIOD
MON1 Pm uese Cacadores Skirmishing
MON2 vxm Light Cavalry

Other units from British items

SPANLSH UNITS, NAPOLEONIC PERIOD
Spanish Grenadsers (pre 1808)
Spanish Mullalll!!;t s 1808}
Spanish Musketeers Skirmishing
MSN4 Spanish Dragoons (bicorn)

MSN7 Paninsular Ox-Carts [4)
Other Units from British and French items
AMERICAN CIVIL WAR

MACWS  Generals

MACWI

Charging
Confederate Cavalry dismounted,
Skirmishing
Zouaves (Turbans)
Zouaves (Turbans) Skirmishing
ACW Cavalry Charging [Kepss)
ACWDlumnM Horses and

orseholde
ar.w Dimunln Cavalry Skirmishing
[Kepis}
ACW Artillery
2 Aruliery with 10-pe Parron Rifled Guns.
ACW Gun Teams
Mule Drawn Wagons (2}
ACW Pontoon Train

COLO MIAL PERIOD
British Infantry March

Mﬁ British Infantry Skirmishing
MC12 Highlanders Marching
MC14  Highlanders Skirmishing
MC22  Royal Navy Landing Party
MC23 Royal Navy Landing Party Gun
Detachments

CB British Lancers Charging
MC20 British Artillery (12-pr)
MC26 British Gun Teams at Gallop

MCS British Gatling Guns and Teams

MC10 Elephant Guns and Teams
MC3 Indian Infantry Marching
MC15 Indian Infantry Skirmishing
MC24 Gurkhas Skirmishing

MC1 Bangal Lancers

MC2 Indsan Maountain Artillery
MC4 Mountain Artillery on March
MCE Pathan Tribesman

MC11 Zulus

MC1a Deryish Hadend-wahs
MC1B Dervish Ansar Infantry
MC17 Dervish Ansar Cavalry
MC1B Dervish Camelry

MC13 Dervish Artillery

FRRN’CD PRUSSIAN WANR

NCP1 Prussian Infantry marching
NCP2 Prussian Infantry advancing
NCP3 Prussian Jaegers advancing
NCP4 Prussian Uhlans
NCPS Prussian Uhlans charging
NCP& Prussian D(imxm
NCF7 Prussian Arts
NCPE Prusszan Infa nr skirmish line
NCP3 Prussian Cuirassiers
NCP10  Prussian Hussars
NCP1Y Bavarian Inlantry marching
NCP12 Bavanian Infantry charging
NCP13 B-l n Jagers
NCP14 n Light Horse
NCP1B Baumn lmlln
NCP1& Prussian gun teams (2}
NCF1 French Intantry marching
NCF2 French Infantry attacking
NCF3 French Chassesurs attacking
NCF4 French Chasseurs d Cheval
NCFS French Hussars
NCF§ Franch Dragoons
NCF7 French Arillery
NCF8 French Guard Infantry marching
NCF3 French Guard Infantry attacking
NCF10 French Zouaves altacking
NCF11 French Cuirassiars
NCF12 French Guard Lancers
NCF13 Mitraiflouses (3 guns. crews. teams]
SCENIC MATERIAL TREES METAL
Birch [20p eachi
Fir (20p each)

Scots Pine (20p each)

Poplar [20p sach)

Lime (25p each)

Culvert Bridge (50p sach)
Rsvelfﬂeﬂls%nack of & at £1.25)
HARDCOVER BUILDINGS - 86p
{Card cut-out models in full colour)
Sheet 1: European Village Buildings
Sheet 2: Chatsau and Courtyard Farm
Sheet 3; Bridges and Windmill
Sheet B: Timber-Framed Buildings

HEROICS & ROS FIGURES

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

Combat Order. MFN40: French
MFN41: French Fusiliers in

FN42: French Fusiliers in Bicorne Attacking.
un Teams (2). NCF14: French Gun Teams (2).

RULES

Newbury Rules:

Ancient Pariod (£2.20]

Medieval Pariod |£2.20)

ECW and Renaissance (£2.20]

Manual for above thres books (£330}
(This gives lddulnnal playing information)
Nlpohuu‘ c (£3

Colonial |£3. MI
Late ninateenth cantury [£3.30)

Tabistop Rules

200 Yoars moo-lswu £2.95

To the Sound of the Guns (Napaleanic
period, includes full dmul; for 1:300h}

1£2.50

Circa 1853 (ACW)] £1.75
Ancient Army Lists - £2.50

Napoleonic Army Lists - £2.50

PARTIZAN PRESS
Matchlock [ECW)/Rules for 1/300th)
{E3.25)

FIELD BOOKS
Batle in the Civl War [ACW background
information) {£4.95)

“Science v. Pluck” - Sudan Wars £3.50]
Battle in Africa (Colonial wars
background) (£4.95)

‘Wargames Resaarch Group
Ancient Rules Tih ed {£3.50)

Army hists -7

Aﬂw lists 55BC-1000AD (£2 50)
Army lists 1mn 1485AD [£2.50)
Renaissance rules

1£2.90)
Rules for 16851845 (£2.90)

Heroics & Ros/Navwar

Ancient Period Rules

{For 1/300th scale) £2.95
Napoleonic Pariod [specilically 1:3001h
and includes full campaign rules) and
Army Lists {£3.00)

Dica
(Ordinary six spot. assorted colours
10p each

Average dice 50p pan
Percentage dice 50p pair
Twenty-s:ded 30p sach

1/300th scale is equivalent to
Tmm =1 footor 3.3mm=1
metre. Figures are individually
moulded, fully detailed, and can
be painted easily with ordinary
modellers’ enamel paints. A foot
figure stands about % inch
(6mm) tall, and a cavalry figura
proportionately taller,

Packs are identified by a code
number and contain 50 infantry
or 20 cavalry or G gunsor 5
elephants or 5 chariots or 15
camels of the type indicated by
the pack title.

Generals packs contain 18
mounted figures, other packs as
noted. Wherever applicable
command figures are included in
the packs. We do not supply
individual figures outside the
packs, though we can provide
additional command figures at
additional cost if required.

We also make about 450 highly
detailed model tanks and
vehicles in the same scale from
World War Two and the Modern
Period. Please send sae for list.
We supply to the UK or to any
country worldwide from this
address. Language is not a
problam. Payment may be by
cheque (foreign cheques should
be in sterling or payable through
a bank in the UK - ask at your
own bank for details), postal
arder, international money
order, Eurocheque or cash. We
accept Visa, Barclaycard,
Mastercharge, Access, Chargex
and Eurocard. Just send your
card number and expiry date.
Please print your name and
address clearly.

Overseas customers can be
supplied by Airmail or Surface
Mail, but Surface Mail can take
up 1o three months to USA or
Australasia.

& Packing
UK: Jr:'umum charge 30p. 10%
m E up to £20, over £20; £2

Eur

Sur?:nc Mall Worldwide: 20% of
value of order, minimum 50p.
Airmail USA & Canada 40% Df
order value

Alrmail .Qusualla B New
Zealand: 50% of order value.
Minimum E1.

When replying to adverts please mention Wargames World.
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The CONNOISSEUR Range

Figures by PETER GILDER

FRENCH NAPOLEONIC

INFANTRY

F 1 Fusilier charging

F 2 Fusilier advancing

F 3 Fusilier marching

F 4 Flank coy. charging

F 5 Flank coy. advancing

F 6 Flank coy. marching

F 7 Flank coy. firing

F 8 Officer in shako

F 9 Officer waving shako

F10 Light Chasseur advancing

F11 Light Chasseur firing

F12 Light Officer

F13 Drummer running dragging drum
F14 Light Carabinier advancing

F15 Polish Fusilier charging

F16 Polish Grenadier charging

F17 Polish Voltiguer charging

F18 Polish Voltiguer firing

F19 Polish Officer

F20 Old Guard attacking

F21 0Old Guard firing

F22 0Old Guard drummer

F23 0ld Guard Officer

F24A Fusilier campaign dress, scarf over head
F24B Fusilier campaign dress, forage cap
F24C Fusilier campaign dress, shako cover
F24D Fusilier campaign dress, blanket roll
F24E Fusilier campaign dress, greatcoat
F25A Flank coy.campaign dress, pokalem cap
F25B Flank coy.campaign dress, blanket roll
F25C Flank coy.campaign dress, shako cover
F25D Flank coy.campaign dress, greatcoat
F26A Officer campaign dress, shako cover
F26B Officer campaign dress,oilskinned bicorne
F27 Drummer campaign dress

F28 Eagle Bearer

F29 Guard Chasseur ‘On Guard’

F30 Guard Chasseur attacking

F31 Young Guard advancing

F32 Young Guard firing

F33 Young Guard Officer

F34 Foot Artillery with rammer

F35 Foot Artillery with bucket

F36 Foot Artillery with portfire

F37 Foot Artillery standing

F38 Line Horse Artillery with rammer
F39 Line Horse Artillery with bucket

F40 Line Horse Artillery with round

F41 Line Horse Artillery standing

F42 Marine of the Guard

F43 Marine of the Guard Officer

F44 Guard Horse Artillery

F45 Guard Horse Artillery

F46 Guard Horse Artillery

F47 Guard Horse Artillery

F48 Guard Foot Artillery

F49 Guard Foot Artillery

F50 Guard Foot Artillery

F51 Guard Foot Artillery

CAVALRY

F 1C Line Chasseur charging

F 2C Line Lancer

F 3C Vistula Legion Lancer

F 4C Chasseur Officer

F 5C Lancer Officer

F 6C Vistula Legion Officer

F 7C Mounted Inf. Officer

F 8C Cuirassier charging

F 9C Cuirassier Officer

F10C Line Dragoon sheepskin shabrague
F11C Line Dragoon Officer
F12C Guard Grenadier a Cheval
F13C Guard Grenadier Officer

1812 BORODINO

The range of the superb ‘Connoisseur’ figures now includes all the necessary troops to relive one of the most closely
fought battles of the Napoleonic era.Now awaiting shipment to your depots

F14C Guard Gendarme

F15C Guard Gendarme Officer
F16C Infantry Officer bicorne
F17C Line Dragoon pistol holders
F18C Line Chassuer at rest
F19C Guard Chasseur a Cheval
F20C Guard Chasseur Officer
F21C Guard Lancer

F22C Guard Lancer Officer
F23C Hussar (cylindrical shako)
F26C Hussar Officer

F27C Carabinier

F28C Carabinier Officer

F29C Empress Dragoon

F30C Empress Dragoon Officer
F31C Aide de Camp

SAXON NAPOLEONIC

INFANTRY

SX 1 Saxon Fusilier advancing
SX 2 Saxon Fusilier charging

SX 3 Saxon Grenadier advancing
SX 4 Saxon Officer

SX 5 Saxon Drummer

SX 6 Guard Grenadier

SX 7 Guard Grenadier Officer

CAVALRY

SX 1C Garde du Corps Trooper
SX 2C Garde du Corps Officer

SX 3C Zastrow Cuirassier Trooper
SX 4C Zastrow Cuirassier Officer
SX 5C Light Horse Trooper

SX 6C Light Horse Officer

BAVARIAN NAPOLEONIC
e

INFANTR

BV 1 Bavarian Line advancing
BV 2 Bavarian Line charging

BV 3 Bavarian Line standing

BV 4 Bavarian Line Officer

BV 5 Bavarian Line Drummer

BV g Bavarian Line Colour Bearer

BV 8 Bavarian Light firing
BV13 Guard Grenadier
BV14 Guard Grenadier Officer

CAVALRY

BV 1C Chevau Leger

BV 2C Chevau Leger Officer

BV 3C Mounted Infantry Colonel

RUSSIAN NAPOLEONIC
INFANTRY

Grenadier advancing
Grenadier charging
Officer charging
Musketeer charging
Musketeer advancing
Jager firin

Standard gearer charging

DIJIDIDVIDIDIVIDI
WO~ DU AW =

Pavlov Grenadier marching
R10 Pavlov Officer

R11 Pavlov Drummer

R12 Guard Grenadier attacking
R13 Grenadier Drummer

Bararian Line Grenadier advancing

Drummer, charging carrying drum

R22 Foot Artillery standing

R23 Line Horse Artillery with rammer
R24 Line Horse Artillery with bucket
R25 Line Horse Artillery with round
R26 Line Horse Artillery standing
F27 |Infantry in greatcoat advancing
F28 Infantry in greatcoat firing

R29 Infantry Officer in greatcoat
R30 Drummer in greatcoat

R31 Standard Bearer in greatcoat
R32 Militia marching

R33 Militia on guard

R34 Militia standing

CAVALRY

1C Hussar

2C Hussar Officer

3C Cuirassier charging
Cuirassier Officer

5C Dragoon

6C Dragoon Officer

7C Uhlan

8C Uhlan Officer

9C Mounted Inf. Colonel
R10C Cossack
R11C Mounted Pavlov Colonel

25mm ARTILLERY EQUIPMENT £1.74ea.

Russian light 6pdr cannon
Russian light licorne
French 12pdr cannon
French 3pdr cannon
French howitzer

French limber

Russian 12pdr cannon
Russian heavy licorne
French 4pdr cannon

25mm EQUIPMENT HORSES - £1.25
E 1 Pair French Artillery horses walking

PERSONALITY FIGURES

DDV IDIDIDIDIDID
i
0

[ainlnlnininlinia]

ek
P = U P G A

&
s

All at £1.25

Pe 1 Napoleon
Pe 2 Ney

Pe 3 Murat

Pe 4 Davout

Pe 5 Soult

Pe 6 Poniatowski

Pe12 Tzar Alexander of Russian
Pe13 Kutuzov

Pe1d4 Barclay de Tolly

Pe15 Bagration

POSTAGE & PACKING - 10%

UK BFPO: Min P&P 30p
Orders over £15 post free

OVERSEAS
Surface 30% min £1.00
Airmail 60% min £2.00

R14 Russian Guard Horse with rammer
R15 Russian Guard Horse with bucket
R16 Russian Guard Horse with round
R17 Russian Guard Horse standing

R18 Pavlov Grenadier charging

R19 Foot Artillery with rammer

R20 Foot Artillery with bucket

R21 Foot Artillery with round

) e ees
CAVALRY..
HORSE...... :

PRICES

Connoisseur Figures
20a Coastal Road, Burniston,
Scarborough, N. Yorks, YO13 OHR
Tel: (0723) 870741

For the benefit of our customers in North America:
CONNOISSEUR FIGURES USA. 2625 FOREST GLEN TRAIL,
RIVERWOODS, ILL. 60015 USA.

€an now service your requirements.

When replying to adverts please mention Wargames World.
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SUDAN CAMPAIGN rarrv

by Peter Gilder

The situation in the Sudan is worsening. Graham with a British
force, despite inflicting a defeat on Osman Digna’s forces in the
eastern sector has not yet broken his hold over this area.

In Khartoum, Gordon has started to prepare the city for a
siege. Meanwhile the influence of the Mahdi increases. Squares
4E, 4F, 5F and 7F; also 8C 9C & 10D are now under direct
control.

Convoys of supplies and normal trade goods from Wadi Halfa
south are being raided and the supply route to Berber and
Khartoum are being threatened.

From intelligence reports it has been decided that a village in
the foothills in square 3D is being used as a base for this raiding.
The C-in-C in Egypt orders the British garrison down to Wadi
Halfa and the Egyptian forces to assemble some 5 miles north of
the British concentration area.

A force under General Earle is to be despatched as soon as
possible on a punative expedition to locate and destroy this
village and defeat and disperse the raiders. The Mahdist force is
something between 5,000 and 10,000 men. There is known to be
at least 500 cavalry among this force.

The Imperial troops are listed on a separate sheet.

Imperial Force:

3rd Bn. Kings Royal Rifles 5coys
1st Bn. Black Watch 5 coys
1 Bn. Sudanese 6 coys
1Bn. Egyptian 6 coys
6th Battery RHA. 9lbr. RML

2 Gatling guns attached to the infantry.

10th Hussars 4 sqdns.
Terrain

Ist part. Stoney, blackthorn scrub.
2nd part. More hilly. Village in foothills.

I suggest those with small tables do the game in two parts.
Traverse the length of the table for the first part, then return but
change the terrain into a more hilly and rocky one for the second
traverse.

The Mahdist forces number between 5,000 and 10,000 men.
This is left to you.

BATTLE REPORT:
From the Wargames Holiday Centre

Actual Date: 2/6/1989 Campaign Date: 2/6/1889

Battle of El Magrewa
Synopsis of events leading to battle:

The British advanced towards the village in two groups. The
main force, of Kings Rifles, Egyptians and Sudanese, plus 2
squadrons of Hussars and a 9pr and a Gatling gun. They formed
square, while the Black Watch, the other 2 squadrons of
Hussars and the other Gatling made a circular advance towards
a ridge overlooking the village. The main Dervish forces 5,700
strong, advanced towards the square while a unit of riflemen
(450) hold the ridge to block the Black Watch’s advance.

FORCES INVOLVED

Commander Imperial Troops: General Earle

TROOPS INVOLVED

Imperial

Actual Figures
3 BnKings Royal Rifles (5 coys) 600 (60)
1st Bn. Black Watch (5coys) 600 (60)
Sudanese Battalion (6 coys) 720 (72)
Egyptian Battalion (6 coys) 720 (72)
10th Hussars (4sgns) 480 (48)
1x9 pdr
+ 2 x Gatling guns (6th RHA)

3120 312
Dervish
Foot 5240 (524)
Cavalry 920 (92)
Reserve Foot 2000 (200)

8160 (816)

Battle commenced. The Black Watch advanced, pushing the
riflemen back, inflicting nearly 300 casualties and taking control
of the ridge. There they waited for the square’s advance.

At the square the Dervish assault began. First the cavalry
attacked in 2 units. The first made contact with the Kings Rifles,
causing casualties before retiring. The second unit also retired,
failing to make contact (600 casualties were left behind). The
foot force then attacked, led by the Fuzzy Wuzzies (2700),
attacking the Egyptian battalion, breaking the square in two
places and causing heavy casualties in the British ranks before
they too retired, leaving almost 2,200 dead.

With their attacks now disintegrated the Ansar foot (2,100)
decided to retire in good order, but even this movement saw
them lose 160 men from British rifle fire.

Asthe Ansar retreated, the British reformed their square and
continued the advance towards the village.

The second battle then began involving the Black Watch and
the Gatling gun on the ridge. The Dervish reserve, some 2,000
Fuzzy Wuzzies, advanced out through the village to attack the
Black Watch from the front while the retreating Ansar swung
right and attacked on the flank.

However this proved to be total disaster for the Dervish as
they lost over 2,300 men and failed to make contact with the
British line.

The battle ended as 1700 Dervish fled the field, leaving a
small force of 900 to defend the village from the advancing
British.

General Earle now decided to stand down his infantry and
send the 4 squadrons of Hussars in to take the village.

They swept away a group of 130 riflemen and then crushed
the reformed Dervish cavalry (290), killing the two Dervish
commanders in the process!

The remaining Dervish (500) now also retired, thus leaving
the village in British hands.

Outcome:

A total victory for the British, with both objectives achieved:
1 Village destroyed
2. Heavy Dervish losses and their force destroyed.

From the Dervish viewpoint, the question must be raised as to
why this commander decided to attack the square in separate
units and not with the whole force at once.
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Two shots of the Sudan game staged at Partizan ‘89 at Newark by Dave Thomas and Gerry Miller. Players came from Teesside, Sheffield,
Manchester and East Anglia. The figures are all 25mm Connoisseur. The British square is under intense pressure — but on this occasion
managed to “bounce” the Mahdists. This particular scenario from Peter Gilder’s Sudan campaign was played out by several sets of
players; the acompanying text relates the varying fortunes of some of the participants: sometimes Allah is with the Ansar, sometimes
‘everything’s Sir Garnet’!
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Wargaming in Australia and England

by Neil Hammond

This article is a personal view of similarities and differences I
have observed in wargaming between England and Australia. It
is put forward with a view that perhaps there is something to be
learnt from the way other countries wargame.

THE NEWCOMER

The first problem I encountered when I arrived in England
several years ago was in trying to track down fellow wargamers,
which was a surprise to me as I expected London, the capital of
Britain, to be the glittering centre of wargaming activity in the
country that is reputedly the centre of the wargaming universe.
Eventually, through a little detective work, perseverance and
dozens of phone calls I managed to locate various clubs. I
expected, perhaps naively, to be welcomed into the London
wargaming scene with enthusiastic, open arms. I was dis-
appointed. In a city of ten million I was simply another stranger.
People were polite, certainly (after all, the Enlish pride
themselves on their politeness), but little more. It was a matter
of pushing myself forward until I met people who were willing to
organise games, lend armies, etc. Before you accuse me of
“pommie bashing”, I'd like to emphasise that in every London
club I visited (at least five in all), there were individuals who
were exceptionally helpful and tolerant; these people more than
making up for the others. Once 1 tracked down these
individuals, my London wargaming never looked back. It did
make me wonder, however, what chance newcomers to the
hobby would have? They would be unlikely to know the right
questions to ask — questions like “Who organises 25mm ancient
games?” Instead they would probably ask something like “Why
is your Roman army fighting his English Hundred Years War
army?” I mean, such a silly question! Bound to bring a glimmer
of amusement to the veteran gamer’s eyes, or perhaps a twitch
of annoyance. It would be pure chance as to whether they
received a polite cold shoulder or a helpful response.

In most clubs in Australia a new overseas player generates a
great interest. Questions on rules used. interpretations,
painting techniques, scales and periods are raised (even Phil
Barker was greeted with enthusiasm when he went out to
Australia!) He or she will be lent an army and challenged to half
a dozen games. After all, everyone wants a crack at a real live
Pommie.

By contrast, even when I became known at an English club no
such questions were raised, much to my surprise. Perhaps the
English think it is rude to ask such questions, or possibly they
took me for a South African and were too embarrassed to probe
further than “Hello.” Maybe they were simply put off by a loud
mouth colonial. Perhaps it is just that English wargamers
already know. all the answers.

Fortunately, London attitudes do not hold in the rest of the
country. In the smaller cities and towns players made one
welcome. However, the lack of curiosity about overseas (or
even London) wargaming still holds. In many ways British
wargaming remains very insular.

Hand in hand with insularity is a propensity towards
individualism, and beyond into fractionalism. The English
agonise over 6th vs 7th: Newbury vs WRG vs Shock of Impact;
commercial rules vs home grown rules; using toy soldiers vs not
using toy soldiers; too many battle reports in magazines vs t0o
few; and so on. Australians tend to just get on with it and enjoy
gaming. Anti-commercialism is also fairly endemic in England -
the attitude seems to be: if it’s successful, it can’t be any good.

For the wargaming purchaser, England holds all the trump
cards. Books, rules, games and figures are about half price. The
range of figures and literature in the UK is an Aussie’s dream
come true. That is why, if you go to Heathrow and look in an
Antipodean wargamer’s suitcase you will find no clothes or
personal effects (these have all been dumped in a bin), but
rather a suitcase filled with lead figures, back copies of W.I.,
and military reference books. Mind you, all the metal tends to
cause a bit of excitement at security X-ray and check-in.

The shops in England tend to be disappointing (where they
exist at all!) Most trade is done via mail order it seems, and at
conventions. The opposite applies in Australia, where most
trade is done over the counter, and shops become a focal point
for wargaming. For anyone planning to go to Australia, find a
wargaming shop and you'll be right (as the saying goes).

Australia is a land with a written history which extends back
only two hundred and one years. Britain is steeped in history,
versed in military tradition and pageantry, crowded with
re-enactment societies. It has history in every square inch of the
land. A Briton has the advantage of being able to intimately
inspect the terrain of a battle or siege, and implicitly
understands issues such as weather and terrain. There is little or
no similarity between the English countryside and the craggy
blue-green Australian brush.

Take the site of the Battle of Hastings. The glassy eyed.
drooling, worshipful individual standing next to Battle Abbey is
probably a colonial overcome by a sheer sense of History and
Presence. The Englishman is the one carving his initials into the
stonework marking Harold’s probable place of death.

CONVENTIONS

From battlefields I would like to move the discussion to
competitions, an area where the organisational philosophy is
diametrically opposed between the two countries. In England
trade is to the fore, with competitions coming in second. The
halls used are large, impressive, busy, colourful and noisy. The
numbers and variety of traders present is astounding, and of
course, everything is so cheap. In Australia the competition is
the prime event and trade stands make do as best they can — if
people want to buy figures they tend to go to a shop. The venues
are less impressive, with smaller crowds. The demonstration/
participation games are thinner on the ground. It is these
demonstration activities that I particularly enjoy seeing at
English conventions. Also missing in Australia are conventions
such as WARCON or the various society conventions.

Perhaps the most surprising difference between the two
countries is the evening socialising and carousing at such
conventions and competitions. It is the Brits, much to my
delight, who go out and get drunk, staying up all night and
getting locked out of their hotel. The lunchtime and evening
beers are as important as the competition. Perhaps Australians
take their competitions too seriously. There is certainly a
tendency to interpret rules too literally, even if it produces a
ridiculous ruling. However, there are exceptions to every
generalisation, and I seem to recall the Newcastle (NSW) lads
having trouble making the morning games on the second and
third day (if at all); and requests were made not to throw the
dice so loudly.

From the above reference you have no doubt deducted that
Australian competitions are held over three, or occasionally
four, days — always over a bank/public holiday. UK competi-
tions are always held over a weekend (Saturday and Sunday




only); with usually one day playoffs a couple of months earlier.

THE FUTURE

An issue both countries have to face is the question of recruiting
new players to the hobby. Both have similar problems: a fairly
static wargaming population. although England definitely has a
larger armchair contingent — players who buy the literature and
possess armies but rarely seem to participate. Neither country
has found a solution to the recruiting problem, although I notice
that both display a fair bit of resentment towards D & D, which
is unfortunate since it is a huge potential catchment of young
players. Given the right encouragement, coaching and a little
opportunity for participating, some of these players will move
on to wargaming. This encouragement is not always there.

Having discussed existing similarities and differences be-
tween the two countries, I would like to conclude by looking to
where I see wargaming heading in the two countries. Australia
will inevitably loosen its self-imposed apron strings and look less
and less towards England as its wargaming mentor. Indeed, this
process is already happening.

England, I suspect, will continue its fascination for non-
conformity and doing-my-own-thing. While this process gener-
ates ideas on rules and game mechanics, and further refines our
perception of military history. it will be countries like the USA
and, perhaps, Australia that will take these ideas and turn them
into something practical.

Quality wargaming magazines, well organised and resear-
ched re-enactment societies, and organisations like the Society
of Ancients and Pike and Shot will continue to be Britain's
forte.
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Commercially the diversity of manufacturers in Britain will
contract as larger firms buy up smaller firms. [ also expect to see
more shops opening up, specialising in highly efficient services
and a broad range of well stocked goods. These shops will be in
direct competition with mail order businesses.

Perhaps the most important thing is that despite various
difference, trends and fashions, the hobby in both countries is
well established and strong.

PROFESSIONAL FIGURE PAINTING
ESTABLISHED 1981 MEMEER

FOR THOSE WHO SIMPLY REQUIRE THE
s FINEST PAINTING SERVICE AVAILABLE
f 7 WORLDWIDE MAIL ORDER

Jh‘ FULL COLOUR BROCHURE - SEND 4 x IST CLASS
d ¥ STAMPS + SAE (OR 5 x IRC’s) TO:

QE"=_b, B.J. HARRIS, “WILLOW COTTAGE”, 165 LONDON ROAD,
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3 B.J. HARRIS
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TERRAIN & PAINTS
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65 Westwick Road, Beauchief, Sheffield S8 7BU

DAVE on CONTACT:
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EFUL SMALLER BUILDINGS

by lan Weekley of Battlements

Readers of our magazine sometimes say to me “I would like one
of your large castles, but what I really need is a selection of small
houses and farm buildings for different periods of history. Do
you make very small features?” The answer is clearly — “Yes”. I
suppose about 60% of the models leaving my workshop are in
the above category.

Such buildings do not of course attract quite the same
attention as larger wargames models, like a 25mm Chateau
Hougoumont with all the gardens and orchard or a moated
medieval castle. These larger works take a long time to
construct. A great many precious ‘man hours’ go into such
major projects.

This is not the case with modest village houses, inns, barns,
cattle sheds, etc., all of which can be put together fairly quickly -
a fact reflected in the price!

Unless the customer specifies otherwise I generally mount
each small building on a thin hardboard or plywood base. This
has a two-fold result. Firstly it means that the model is protected
to some extent and secondly a small base enables me to add one
or two final touches like a tree, a rubbish heap or a pile of logs.
There was plenty of scope for rubbish heaps in more distant
days!

A point I am often asked to consider is that the small house
should be made suitable to have a use in more than one period of
history. It is certainly an economy if the model building can be
used, for example, from Saxon times through the Middle Ages
to the Wars of the Roses. It is not always possible to do this, but
where traditional building techniques have changed little over
many years [ can get away with it!

Tiling a roof with separate pieces of very thin card or thick
paper takes a long time, but looks very effective when

completed.

Thatch on the other hand can be made fairly speedily. I no
longer use plumbers’ lagging felt. (It has gone out of use in that
trade.) For the last year or so I have used carpet felt underlay,
and why I never thought of it earlier I do not know. This
material can be easily de-laminated to give you different
thicknesses of the material for different scales or depth of thatch
effect required. When soaked in plaster (Tetrion in the U.K.)
and combed out a bit it looks very realistic. Soit’s “Goodbye™ to
plumbers’ felt and Teddy Bear fabric (the latter material
suggested by our Editor!).

Roofing can be made to lift off the smallest model, but
depending on the ‘modus operandi’ of the particular wargame it
may not always be necessary.

Before painting, the houses are washed over with plaster to
soften the stonework or any other surface detail. An undercoat
— I often work from ‘dark to light’ — is then applied. Some
general colour is sprayed on from an aerosol spray paint (‘ozone
friendly’ nowadays) and fine details painted on from the
Humbrol range. Grass textures are then sprinkled onto the
painted base round the model, and the last details — a tree,
bushes, rubbish heap or whatever — glued into position. Any
shine in the paintwork can be knocked out with a matt varnish
spray — a very useful spray can.

I show a few illustrations of some smaller structures which
may be helpful, all at 25mm scale. The enterprising reader who
chooses to make a model from those shown can easily work out
the measurements for a reduction to 15mm if that is his scale.

Note: The models illustrated in this article are those actually in
the Workshop at the time of writing.
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This page: Syrian houses inside a city wall. Opposite: Saxon houses. Photos: The author.

Ancient Oriental house

Dowelling Q ____, Q

Ancient Syria
-r.iT.'.IIm‘w‘ 4"

PATRICIAN MINIATURES

Complete Wargames Services.
Quality Painting Service & To-Order Terrain Service.
For the Best Available. backed by a Personal Service guaran-
teeing satisfaction, contact us now for a FREE quotation, or
send an SAE (or 2 IRC’s) for our FREE Catalogue.
79 Etherington Road, Hull, HU6 7JR.
Tel: (0482) 851231 Day or E\rening.
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A LOOK AT THE “TERRAIN MAKER” SYSTEM

Terrain Maker™ is GHQ’s new and revolutionary terrain
system. Sold in a kit form consisting of 4” wide, double-density,
styrofoam hexes, the Terrain Maker™ hexes come in four
different thicknesses, depending on what terrain feature you
are building. The instructions in the pack show the wargamer
how to produce diorama quality European terrain. The
materials necessary to build Terrain Maker™ are completely
detailed in the instructions and cheaply and easily obtained. For
example, all the painting done on Terrain Maker ™ is done with
flat interior, water-based (latex), house paint.

Not only will Terrain Maker™ produce diorama quality
terrain, the hexes produced by the wargamer will be completely
geomorphic. Terrain Maker™ is more than just pretty terrain,
it is a terrain system. The stream system can create any
configuration of straight or meandering streams or rivers, from
the slender Rapido to the mighty Volga. The same can be said
for the elevation and road system:; the components are
completely interchangeable.

Since the wargamer can produce elevations and rivers of any
height or width, Terrain Maker "™ is completely flexible when it
comes to scale. Terrain Maker™ can easily accommodate
Micro Armour(®) Y2ssth scale or 25mm figures. The basic system
remains intact, you merely rescale the vegetation.

Terrain Maker™ sells in the U.S.A. for $6.95 a pack and
comes in the following packs:

TM1 (24 2" thick hexes) Flatland (For building roads and clear
terrain)

TM2 (48 V4" thick hexes) Streams & Shore (For building streams
and rivers)

TM3 (12 1" thick hexes) Low & Rolling Hills* (For building
gentle elevations)

TM4 (8 1-14" thick hexes) Mountains® (For building higher
elevations)

*A TM1 pack is required to complete each of TM3 and TM4
packs.

Each Terrain Maker™ pack comes with enough tree material
and instructions to complete 16 diorama quality conifer trees.
For additional tree material and instructions on how to do
deciduous, palm trees and much more, purchase a Terrain
Maker™ tree kit. Each tree pack produce over a hundred trees
and sells for $3.95.

TMA1 Dark Green Tree Kit and Scrub

TMAZ2 Light Green Tree Kit and Scrub

THE TERRAIN MAKER™ SYSTEM:
PACIFIC ATOLL TERRAIN

Terrain Maker™ will open a whole new theatre of operations to
the wargamer. The terrain encountered in the Pacific did not
lend itself to the traditional terrain modelling techniques of the
miniature tabletop. So, the miniature industry bypassed the
Pacific. That is, until now.

Pictured is the Pacific island of Tarawa, specifically, Betio
Atoll. Tarawa is one of the proudest chapters in the glorious
history of the United States Marine Corps. It marked the first
amphibious landing against a defended beach by the United
States in World War I1. After 76 hours of vicious combat, over
1,000 Marines and 4,000 assorted Japanese SNLFs, sailors and
Korean labourers were dead.

Any atoll of the South Pacific can be scrupulously recreated
with Terrain Maker™. Although Tarawa has been reproduced
to virtual aerial photo quality, these same hexes, along with a
few specialty hexes, can create an equally exact copy of any
Pacific atoll. Say, for example, Roi-Namur of the Kwajelien
Island chain.

The Terrain Maker ™ system is completely geomorphic and
remarkably simple. Tarawa’s beach perimeter is primarily made
up of only three different types of hexes, the airfield hexes are
also geomorphic and can be arranged to suit virtually any
configuration.

The Pacific Theatre of Operations presents the wargamer
with a series of unique problems. In the Pacific the Americans
faced an opponent on psychological terms that were similar to
those experienced by the Germans and Russians on the Eastern
Front. The training the American and Japanese soldiers
received included an indoctrination that his adversary was
physically and morally corrupt. The racial hatred, on both sides,
lent the fighting a vicious edge that was not experienced by the
Americans in Europe until Malmedy and the liberation of the
concentration camps.

In the early stages of the Pacific Campaign the Americans did
not possess overwhelming superiority in material. So, the
American player is forced to deal with an opponent who is more
or less his equal in all aspects. The American player experiences
an historic strategic situation where the issue was in doubt.

THE TERRAIN™ MAKER SYSTEM:
DESERT TERRAIN

Desert fighting has given us some of the most fascinating
campaigns and personalities to be found in history. The names
of Lawrence, Allenby, Rommel, Montgomery and Patton are
known by virtually everyone who has made a serious study of
warfare. The see-saw campaigns of World War Two and the
brilliant victories of World War One and the Arab-Israeli Wars
have filled volumes of history books. So, why does a theatre of
operations that produced such interesting history produce such
mediocre wargames?

The answer is abstracted level and barren terrain.

Terrain Maker™ dispels the commonly held notion that the
desert is flat and featureless. The Terrain Maker™ system
allows the wargamer to build completely geomorphic rocky
slopes, undulating dunes and dry wadi beds so vital to good
desert wargaming. And it is so easy! With just three basic cuts, a
wargamer can build any elevation to any height. The elevation
types range from desert dunes to escarpments. By building just
three different types of wadi hexes, a gamer can create a ravine
system as straight or as convoluted as he wishes. To accurately
game the desert, you must first create accurate desert terrain.

No other theatre of operations requires the battlefield
commander to make such minute reconnaissance. The success
of a desert attack, or defense, hinges on the accurate
assessment, and proper use, of the terrain. For success in the
desert, a commander must understand its subtleties. Perhaps
this is the reason why the desert has been the proving ground for
some of history’s greatest commanders.
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TARANTO

by R.S.G. Watson

BACKGROUND

In 1938 Captain A.L. St. G. Lyster, commander of HMS
Glorious, drew up plans for an attack on the Italian battlefleet’s
main base at Taranto by torpedo bombers, at the instigation of
Admiral Sir Dudley Pound, who was then C-in-C, Mediterra-
nean Fleet. Italy’s initial neutrality allowed the British to
concentrate their scarce capital ships elsewhere for the first
months of the war. However, Mussolini’s declaration of War on
Britain and France on June 10th 1940, and the removal of the
powerful French Fleet from the scene less than a month later,
left the Royal Navy facing the Italian battlefleet alone. With two
recently commissioned Littorio class vessels and four well
modernised Cavour and Doria class ships, as well as a powerful
cruiser force, the Italians seemed well placed to threaten British
supply routes to Malta and Alexandria.

Despite their numerical disadvantages, the Royal Navy’s
natural inclination was to bring about a battle to even the odds.
However, when HMSs Warspite, Malaya and Royal Sovereign
encountered the Giulio Cesare, Conti di Cavour, sixteen
cruisers and twenty destroyers on July 9th, while both forces
were escorting convoys near Cape Calabria, the Italians used
their superior speed to escape, despite initially showing interest
in a fight, when Warspite scored a long range hit on the Cesare.
Mussolini’s policy was to keep his Navy intact (notwithstanding
his boasts to Hitler that it would soon sweep the Royal Navy
from the Mediterranean and establish Mare Nostrum), rather
than risk a decisive engagement, anticipating that the British
defeat would leave Italy the strongest naval power remaining in
Europe. Consequently his battleships remained safely in
Taranto harbour.

Vice-Admiral Lyster, now flying his flag in HMS Illustrious as
commander of Mediterranean Aircraft Carriers, wrote to
Admiral Sir Andrew Cunningham, current C-in-C, Mediterra-
nean Fleet “They (the Italians) show no inclination to venture
far from the Gulf of Taranto, and since it is not easy to find any
inducement to make them do so, air attack in the harbour must
be considered”. With no other means of evening the odds,
Lyster’s original plan was put in hand.

BUILD UP

The strike force would comprise HMS Illustrious and HMS
Eagle in an operation codenamed Judgement. Preparations did
not run smoothly, however. The attack was originally scheduled
for Trafalgar Day, October 21st, 1940, but a hangar fire aboard
HMS Illustrious forced its postponement till November 11th.
The Italian invasion of Greece on October 28th increased the
threat of intervention by the Italian Fleet and also added to the
burden on the British, who were obliged to combine Judgement
with five other convoy or warship movements in early
November in support of the transfer of British forces from
Egypt to Greece via Crete. Then, when the Fleet sailed from
Alexandria on November 6th, Eagle had to be left behind due
to a petrol systems defect caused by earlier near-miss damage,
which could not be rectified in time. Five of her Swordfish, with
eight crews, were embarked aboard Illustrious.

An attack by seven S.M.79 bombers was seen off by three
Fulmars on November 8th, two being shot down, while a
shadowing CANT.Z.506B was shot down next day. RAF
Maryland aircraft flying from Malta kept the Fleet informed of

the Italian vessels presence, [llustrious’s own Fulmars fetching
the photos from Malta. On the morning of November 11th five
of the Italian battleships were in the outer harbour (Mar
Grande), along with seven destroyers and three Zara class
cruisers protected by nets. Six more cruisers and about twenty
destroyers were berthed in the Inner Harbour (Mar Piccolo).
Later in the day the sixth battleship was observed entering port.
At 1800, Hlustrious and her close escorts detached from the
Fleet west of the island of Zanthikos and steamed to the
designated flying off position, about 170 miles from Taranto, by
2000. The first wave of twelve aircraft took off at 2040, formed
up by 2057 and flew towards the target; the second wave, of nine
aircraft, took off at 2123. Flying conditions were good, with thin
cloud at 8000 feet, light winds and a three quarter moon.

TARANTO’S DEFENCES

The Italians were aware from the frequency of aerial recon-
naissance that the British were keeping a close watch on the
harbour, and their defences took full account of the threat of air
attack. Apart from the warships’ armament, which on the
battleships alone included 16-100mm, 44-90mm, 94-37mm and
88-20mm A A, the harbour was encircled by twenty-one 4in AA
batteries and nearly two hundred anti-aircraft machine guns.
There were twenty-two searchlight installations, as well as the
warships’ own; ninety barrage balloons; and anti-torpedo nets.
However, the layers of defence were not as sound as they
seemed. Lack of adequate reconnaissance by the Regia
Aeronautica which, confused by the number of British convoys
and units moving round the Mediterranean, failed to locate
Illustrious or mount an effective attack on her, deprived
Taranto of a vital forward line of defence, both by preventing
the attack and allowing the battleships time to disperse. The
Italians had no radar to warn of an incoming airstrike or
nightfighters to intercept it — although the AA batteries were
alerted by listening equipment before the Swordfish actually
reached the port. On the face of it, their volume of fire seemed
impressive, but the 4in batteries were firing into fixed zones
where they would have little effect, while the warships sprayed
wildly, even destroying three barrage balloons and striking their
own vessels. The balloons had been thinned by two thirds in a
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recent storm, while for some reason the searchlights, which
might have picked out the slow moving Swordfish for the
gunners, were not switched on throughout the raid. Finally,
only about a third of the required anti-torpedo nets were in
place, and they were used to protect the Zara, Fiume and
Gorizia, not the battleships, which were moored in shallow
water, about 500-1000m from shore.

THE PLAN OF ATTACK

It was intended that the Swordfish would attack in two waves,
each about an hour apart, each wave consisting of a squadron of
twelve aircraft. Crashes and mishaps prior to the strike caused
the second wave to be reduced to nine, as only twenty-one
Swordfish remained serviceable. It was judged that the torpedo
aircraft could only approach from limited angles due to the
balloons, nets and flak, so only half the aircraft were so armed.
Two machines with each wave would carry flares to illuminate
the target, while they and the remaining aircraft would carry
semi-armour piercing bombs to make diversionary attacks on
the cruisers in the Mar Piccolo and any other targets of
opportunity. No air gunners were carried, and the space was
used for sixty gallon fuel tanks to enable the Swordfish to make
the 400 mile round trip back to Illustrious.
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FIRST WAVE

815 Sgn

Six aircraft — 18in torpedoes

Four aircraft — 4 x 250lb bombs

Two aircraft — 4 X 50Ib bombs, 16 parachute retarded flares

The squadron intended to attack in three sub-flights, two
torpedo sections approaching from the north west and south
west, each of three aircraft, and the four bombers against the
Mar Piccolo. Three bombers and one torpedo aircraft became
detached in the cloud as the squadron gained height, but all
except the torpedo aircraft regained formation before they
reached the target, this aircraft flying independently at lower
altitude to the harbour and having to wait fifteen minutes for the
rest of the strike to arrive. The Italian defences, alerted by their
listening equipment and already on stand-by, opened fire at
2230, almost half-an-hour before the Swordfish arrived.

The flare aircraft were detached at 2256, crossed the Capo
San Vito at 7,500ft and laid a line of flares along the eastern side
of the harbour at half-mile intervals, before both aircraft made
dive bombing attacks on the oil storage depot, causing minor
damage. One bomber missed the Mar Piccolo but bombed the
Seaplane base, setting a hangar on fire; the other three attacked
the moored warships, but only one bomb struck the destroyer

TORPEDO ATTACK
1. Hit Comti di Cavour — Aircraft shot down
2. Missed Apdrea Doria
3. Missed Andrea Doria
4. Hit Lirorio
5. Hit Littorio
6. Missed Lirtonio
7. Hit Litrorio
#. Hit Caio Duilio
9. Aircraft shot down
10. Hit Lattorio but failed to explode
L1, Missed Virrorio Veneto
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Libbeccio, and this failed to explode. All six aircraft returned
unscathed to Illustrious despite fierce flak.

The Squadron commander, Lt.Commander Williamson,
leading the first torpedo sub-section, approached at 4000ft over
San Pietro Island and then dropped to 30ft half way across the
harbour. He launched his torpedo at the Conti di Cavour but
was shot down in the Mar Grande as he turned to escape. The
other two Swordfish dodged the flak and balloons, crossed the
Diga di Tarantola breakwater and launched their torpedoes
from 700m at the Andrea Doria. These both missed, but
Williamson’s torpedo ran true and struck the Cavour forward
on the port side. Williamson and his crewman survived, and
though beaten by dockworkers were rescued by the Italian
sailors and treated with courtesy.

The second sub-flight divided, two aircraft attacking the
Littorio from the north west, the other swinging over the
harbour and approaching her from the south west. The
battleship was hit forward on the starboard side and on the port
side aft, suffering extensive flooding. Despite the intense flak,
the five remaining torpedo aircraft returned to the carrier
unscathed, the attack ending around 2335.

THE SECOND WAVE

819 Sqgn

Five aircraft — 18in torpedoes

Two aircraft — 4 x 250lb bombs

Two aircraft — 4 x 50Ib bombs, 16 parachute retarded flares

One bomber was damaged just prior to take off, but the crew,
who had already ditched once that day, were determined not to
be thwarted and their aircraft was patched up and set off twenty
four minutes later than the main force. However. the other
bomber was forced to return to Illustrious by a defect in its long
range fuel tank twenty minutes into the flight.

The remaining aircraft sighted the flares and flak at 2310,
sixty miles from the target, and when they arrived at about 2350
flew into a cauldron of fire. The flare line to the east and south
east was renewed, silhouetting the battleships for the torpedo
aircraft, which approached from the north. Both flare carriers
bombed the oil storage depot and escaped, causing slight
damage.

One of the torpedo aircraft was shot down attacking the
Gorizia and the pilot killed, and a second aircraft was hit twice
while making its attack, but remained airborne. Two torpedoes
struck the Littorio, one forward on the starboard side causing an
extensive increase in the flooding, the second failing to explode.
One aircraft missed the Vittorio Veneto, but the last hit the
Caio Duilio forward on the starboard side, also causing severe
flooding. The aircraft all returned safely to the [lllustrious.

When the late aircraft arrived at about 0015, she approached
over the land to the east and dropped her bombs in the Mar
Piccolo while the torpedo attack was in full swing. One bomb
did hit the Trento, but passed through the ship without
exploding. This aircraft too returned safely, the last aircraft
reaching the carrier by 0250 on November 12th. The Illustrious
turned south to rejoin the fleet.

water, all three vessels would have been lost. In comparison, the
British lost two aircraft, with one airman killed and three
captured. As a result, Admiral Cunningham was-able to release
two battleships for service elsewhere. The failure of the Regia
Aeronautica to destroy the Ilustrious following the operation,
resulting in eight Italian aircraft shot down without loss by
Hlustrious’s Fulmars, deterred further Italian efforts at air
attack and freed British operations till the Luftwaffe appeared
in the Mediterranean in January 1941.

Perhaps more far reaching than the material losses were the
effects on British and Italian morale and pride. The British
gained a considerable victory at insignificant price at a time
when these were few and far between. Italian confidence, such
as it was, was further shaken and their sense of inferiority to the
British re-inforced. Their heavy units were withdrawn north to
Naples, and Mussolino and his senior naval commanders
became even more reluctant to venture their reduced forces in
battle. It highlighted the weakness of Italian air power,
especially the lack of any naval aviation. This was to prove
crucial four months later at Matapan.

All this was achieved by twenty-one Swordfish, and eleven
torpedoes. The victory might have been greater had the British
possessed modern aircraft, and more of them, although the
Swordfish’s agility and sturdy construction probably foiled
Taranto’s defences. It was a lesson the Japanese took to heart in
their plans for the attack on Pearl Harbour, though, regrettably,
not the Americans, who left their battleships to be caught
stationary, at anchor, and at the mercy of air-launched
torpedoes.

BRITISH ORDER OF BATTLE:
OPERATION JUDGEMENT

Battle Fleet — from Alexandria

Warspite, Malaya, Valiant, Ramillies:

Ramillies was detached to escort Convoy ME3 back to
Alexandria from Malta, and was replaced by Barham on
November 10th, which had sailed from Gibraltar.

Illustrious;

3rd Cruiser Sqn.

York, Gloucester, Berwick, Glasgow;

Berwick and Glasgow joined the Fleet with Barham.

Force B:

Ajax, Sydney;

Force C:

Orion.

After troop transport and supply duties, Forces B and C
combined with two destroyers to form Force X to raid convoy
traffic in the Straits of Otranto on November 11th. (Force X
forming 7th Cruiser Sqn.)

Destroyers: 19 in all, 3 joined with Barham, but 2 were detached
with Ramillies, and 2 with Force X.

Hlustrious was escorted by the 3rd cruiser squadron and four
destroyers during her detachment from the fleet.

CONCLUSION

A second attack by fifteen aircraft scheduled for the following
night was cancelled due to poor weather. Nevertheless, the
Swordfish had triumphed. The Littorio sank by the bow and was
out of action till April 1941; Caio Duilio had to be beached and
did no re-enter service till May 1941. Conti di Cavour sank at
her mooring but was raised and moved to Trieste for
reconstruction: this was never completed and she was scuttled
after the Italian surrender, raised by the Germans, and finally
sunk by air raids on February 15th, 1945. Had they been in deep

CHRONOLOGY OF WAR IN
MEDITERRANEAN, 1940

June 10: Italy declares war on Britain and France

June 25: France surrenders

July 3: French fleets at Oran and Mers-el-Kebir eliminated by
British attack

July 9: Battle of Calabria

Sept 1: Hlustrious arrives in Mediterranean

Sept 13: Italy invades Egypt

Oct 21: Proposed date of raid on Taranto
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Oct 28: Italy invades Greece

Nov 3: British troops begin landing in Greece
Nov 6: Battle Fleet sails from Alexandria R d I 1 l
Nov 10: Force X detaches for Otranto raid e rlang e
Nov 11: Operation Judgement — the raid on Taranto

Nov 12: Force X attacks convoy at 0125 and sinks three painting SerViceS

merchant vessels
Illustrious rejoins Fleet at 0700 MASTER-PIECES IN MINIATURE
Force X rejoins Fleet at 1100
Nov 14: Fleet returns to Alexandria
Nov 27: Italian force of two battleships, seven cruisers and
sixteen destroyers flees from Renown, Ramillies, Ark Royal,
four cruisers and fifteen destroyers off Cape Spartivento.
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CORK FORCE - Continued from page 17.

Fig.4 AXIS
Dice Score Unit
1 3 armoured cars, 2 motorcycle plts., one
anti-tank gun.
2 2 medium tanks,]1 panzergrenadier plt., 1
81mm mortar.
3 3 medium tanks,2 panzergrenadier plts., 1

81mm mortar.

- 1 fallschirmjager company + H.M.G. and
anti-tank gun in light/captured transport.

) 2 light tanks.

6 Italian bersaglieri company in trucks (or on
motorcycles)+H.M.G 82mm mortar and
47mm anti-tank gun.

Additional Throws

a) For an artillery observer controlling 2 X 10mm how.
off table to accompany any of the first four units:
THROW 6

b) For a 75mm S.P.
(Semovente) to accompany any of the first four units:
THROW 6

c) To determine the type of tank:

1 2 3 4 3 6
IfMEDIUM Pz IVG Pz IVG Pz IIIM Pz IIIM Pz IIIN TIGER(optional)
If LIGHT Pz I1 Pz II CV 33 M 13/40 M 13/40 CV 33

Notes
i) Axis artillery fire is only possible in zones 16 to 10 inclusive.
ii) Tanks can be thrown for separately or as a unit, but only one
Tiger should be allowed per campaign.
iii) Throws could be introduced to determine the nationality and
vehicle types of the first unit.

ON THE TABLE

Having now established who is facing Cork Force, the player, or
players, can decide whether it is necessary to transfer the action
to the table-top. This depends on the proximity of the Axis
forces to the Allies, the size of the table (the most practical
probably being 6" X 8') and the command decisions taken by
both sides.

During planning, my attempts to ‘program’ detailed tactical
moves for a modern mechanised foe met with little success.
However, I include below a simple ENEMY COMMAND
table (fig.5) which is designed to make the initial command
decisions for the Axis troops. This—in certain cases —will result
in further map moves, but if a more belligerent reaction is
generated it will establish the general thrust of the enemy
attack.

Once the use of figures and models is decided upon the soloist
is required to play both sides. I would suggest that the
multi-players enlist a suitably qualified passer-by, or engage an
‘active’ umpire who can adopt the position of Axis junior
commander as required.

Fig.5 ENEMY COMMAND
AXIS FORCE INCLUDED
Only
DICE  Noarmour Up to 2 med.tnks 3 or more med.tnks Lt.tanks,a/cars
1 withdraw 2 sgs. defend defend withdraw 2 squares
2 withdraw 2 sgs. defend cautious probe fwd. withdraw 1 square
3 withdraw 1 sq. cautious probe fwd. flanking attack ~ withdraw 1 square
4 defend flanking attack flanking attack defend
5 defend flanking attack frontal attack defend
6

infiltrate frontal attack frontal attack flanking attack
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I use rules adapted from the late John Sander’s book An
Introduction to Wargaming (Pelham 1975) and my table moves
represent 10 minutes of battle — a sixth of a map move — which
gives added significance to the events still unfolding “off table’.
These rules also use a turn counter system, which restricts the
options of both sides and gives the soloist the satisfying feeling
that fate has the upper hand!

As in all campaigns, it is impoprtant to remember that once
the action is transferred to the table you are operating on two
levels. Itis very easy to get carried away by the cut-and-thrust of
the miniatures game and forget that the ‘strategic’ situation on
the map is still unfolding! Using my rules this means drawing a
card for Cork Force every sixth table move, then working
through the appropriate movement and identification proce-
dures.

YOU WIN SOME, YOU LOSE SOME . ..

This is very much an exercise in problem solving — to be ended
when Cork Force has successfully complied with the ‘retreat’
order, or has been reduced to an ineffective strength. The
‘Supply’ and ‘Role-Play’ sections in the notes given below
should provide additional reasons for an end to hostilities, as
should your own table-top rules for morale.

Rather than trying to work out an artificial points system to
calculate who wins, I prefer the more realistic ‘hindsight’
approach. The soloist therefore bases his decision on a leisurely
study of the campaign diary and an assessment of Major Cork’s
performance, whilst the multi-players gather for a post mortem
(or court martial!), with each participant taking the role of a
senior Allied officer.

OPTIONAL RULES

I regard this article very much as a framework to which the
reader’s own ideas and preferences can be added —including the
transfer of the whole caboodle to another theatre of operations.
In this vein I would like to conclude with a few notes on optional
rules and game features that might provide additional food for
thought:

1. Supply
I use a simple system, again adapted from John Sanders’ rules,

which combines standard ‘units’ of one model box and one
model oil drum with some straightforward book-keeping.

a) Fuel

i)  Only tanks need to re-fuel.

ii)  Each tank can carry sufficient fuel for up to 6 map moves
(6 hours).

1 oil drum represents full replenishment for one tank
model.

iii)
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iv)  Replenishment takes half a map move (30 minutes) with allocation of ‘shots’ (squares) and fuel (circles) written

supply vehicle alongside. Up to three tanks may be
replenished simultaneously by one supply vehicle.

b) Ammunition
i)  One box can fully replenish one of the following:

2 tank models

2 armoured cars

2 guns (over 20mm)

1 infantry company + 2 heavy weapons
ii)  For tanks and armoured cars, replenishment takes half a
map move (30 minutes) with the same limitations as for
fuel. Others take one sixth of a map move (ten minutes)
with supply vehicle in attendance.
Each unit can carry the following number of ‘shots’ (in my
rules 2 are allowed per table move).

iii)

Medium tank 12
Light tank 10
Field gun 16
Anti-tank gun 12
S.P. gun 12
Infantry plt./H.Q. 8
Heavy weapon 8
Armoured car 8

iv) Tanks may be re-fuelled and re-armed simultaneously.

To fully replenish Cork Force once would require its solitary
supply lorry to carry 6 oil drums and 6 boxes, which, by some
strange coincidence, is exactly the capacity of the vehicle in
question. Cork Force can therefore start the campaign fully
supplied and carry, in theory, the same capacity again stowed in
its trusty 3 tonner.

Axis units should throw one ordinary dice (5 or 6 for success)
when at least one unit is down to its last move or shot, to
determine whether a supply vehicle has managed to reach them.

American and French units can use British fuel, but are out of
ammunition when they have fired off their existing stocks.

Book-keeping consists of a list of all units (single fighting
vehicles, guns, heavy weapons and inf. platoons) with their

alongside. These symbols can then simply be crossed out as the
equivalent supply units are used up. Re-supply entails marking
down more symbols.

2. Role-Play

Of use only to multi-players, this could be a natural progression
for players finding themselves commanding elements of the
same unit. Already possessing a name, rank and body of men to
command, the Cork Force subordinate can be given a simple
aim or characteristic to ‘colour’ his actions. For example, Lt.
Hartford of the Royal Artillery can be obsessed with the
tradition of saving the guns and baulk at the thought of risking
his precious pieces in an anti-tank role (common practice in
Tunisia). Similarly, Lt. Green of the carrier platoon can be
imbued with the spirit of The Scots Greys at Waterloo and
recklessly charge the enemy given half the chance. Nothing too
complex or bizarre is required; the players’ own personalities
will pose additional problems don’t forget.

General Ferdinhall cries out to be role-played — preferably by
some extremely awkward ‘friend’ who is otherwise uninvolved
in the game. Trying to persuade ‘Old Brickwall’ to retreat with
Cork Force could lead to some very impressive displays of
diplomacy.

Finally, it is imperative that Major Cork holds proper order
groups if he wishes to address his unit commanders and inform
them of his intentions. This means bringing all the officer figures
together on the table (or units together on the map) and then
talking to the assembled human representatives.

I hope the ideas that I have aired in this article will inspire others
to concoct their own personalised campaign system (or even
play this one), especially all those awkward so-and-so’s who,
like me, go out of their way to avoid anything remotely
‘popular’. Of course, by now they will be thumbing through
their reference books, looking for battles that hinged upon the
actions of beleaguered field kitchens and determined bus
drivers!
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Above: Elite Miniatures 25mm. Republican Romans, painted by their designer, Peter Morbey.
Below & back cover: Essex Miniatures 25mm. Late Imperial Romans and Sassanids, painted by B.J. Harris.
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