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WARFARE at SEA In the
AGE of REASON

There have been numer-
ousrulesover thelast thirty
yearsthat havetried to
simulate warfare during the
ageof sail. From Heart of
Oak to Wooden Shipsand
Iron Men, there have been
different levels of complex-
ity aswell astheorieson
this period of combat.

From the authors who
brought usWarfareinthe
Age of Reason and War-
fareinthe Age of Discov-
ery, aswell asseveral other
rules sets, comesthisnew
naval warfare set of rules.
Actualy, itisonly inthe
playtest stages, but since
we are one of the playtest
groupsand havetried them
I thought it would be of
interest to report on our
playtesting.

First, the authors have
alwayssubscribedtothe

playability aspect first, then
hopefully it will resultin
historical accuracy. They
have succeeded in previous
periods and probably will
in thisonetoo.

Each ship hasits own
display with hull/gun
boxes, fires. speeds, mast
boxes, etc..., clearly laid
out. Movement isof
coursewind based and kept
fairly simple, proceeding in
an order decided by adie
roll initiative each turn.
Thiskeepsit interesting as
playersneedtotake
chances and estimate their
opponentsintentions each
turn. Of course, thisre-
sultsin fast and furious
actionwhich raised afew
problems during our play-
test.

We haveal- _
ready sentinsey-  Website

eral ideasto the authors
regarding therulesand |
am sure they can befixed
easily.

The positive sideto this
isthat soonwewill havea
great set of rulesto add the
naval side of the Seven
Y earsWar into the AOR
rules. | canalready seea
supplement for campaigns,
scenarios, and adding it
into The Sport of Kings
campaign game. All of us
look forward to the official
version being released.

HMS Unicorn from the archives at the HMS Unicorn

AGE of FIGHTING SAIL RESOURCES

For naval gamersthere
are many more resources
than you would think.
They vary from simpleto
outstanding and from paper
to the web.

First, The Courier
magazine severa years ago
ran agreat seriesover six

issues about the Age of
Fighting Sail. It included
rules comparisons, engage-
ments, and acampaign
game for the war of 1812
onthe Great L akes.

Second, theH.M.S. Vic-
tory site has many different
linksto other ships, battles,

and subjects of naval inter-
est.

Thetwo best sites, how-
ever, arethe sitesrun by
Rod Langton of Langton
Miniatures and the Naval
Miniaturesfor Wargaming
sites. (cont. on next page)
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AGE of FIGHTING SAIL RESOURCES (cont.)

(continued from first page) These two
sites have some of the most comprehen-
siveinformation on this period. Both
offer sections on ship classification,

photo galleries, miniature availability,

and most important of all, rigging instru c-
tions.

Langton Miniatures has ship modelsin
severa scales, including 1/300th as seen
in the photo. He also offers brassetched
rigging, flags, painting information, and a
wide variety of ships. Not only doesthe
site offer hulls, but various setsof sail
states, wrecks, debris, and accessories.
Highly recommended.

The Naval Miniatures siteis similar
except that they are not trying to sell you
product. Once again, thereisawealth of
information here on many fighting sail

topics. The photo gallery isextensive
and features shipsin several scalesand

settings. Therearealso linksto other

sites, including alink to the rules Clear

1/300 HMS WASP

AGE of SAIL Miniatures

For Action, which seemsto begainingin
popularity. | especially liked the fact that
itisfor hobbyists, gamers, and scale
modelersinthat it triesto get you infor-
mation to help you.

Rules setsthemselves are agreat
source of information, especialy sets
such as Wooden Shipsand IronMen and
Close Action. Both have numerous se-
narios, small and large, and would take a
lifetimeto research on your own. Close
Action, in particular, has an extensive
referencelisting which could enable one
to find out amost anything on thispe-
riod.

Overall, thereisalot more out there
than onewould suspect and with alittle
digging you can enhance your knowledge
of thisexciting erain warfare.

LANGTON MINIATURES

Widevariety of shipsin different scales
with many accessories. Very well de-
tailed and hard to beat.

GHQ MINIATURES

Extensive line of well sculpted vessels.
A little generic, but very well done.

HALLMARK MINIATURES

CLOSE ACTION

Largerange of 1/2400 scale shipsand

accessories.
SKYTREX

Sells shipsin two different sizes, 1/1200
and 1/700. The 1/1200 are not the best
ships on the market, but the /700 are
nicely doneif you can afford them with
some ships over $40 each.

Severa firmsalso make 15mm and
25mm ships.

Clash of Armsisknown for their
graphics, outstanding counters, and rules
that cover ever conceivable possibility
with this game being no exception. Since
our cover story ison fighting sail, |
thought it would beinteresting to review
agame at the extremeend of the scale.

First, the components are very well
done. Even the maps, which arejust blue
sea have depth linesmarked out. The

scenario booklet isincredi-
ble, listing small aswell as
major naval engagements
during the Ngpoleonic wars
and contains awealth of in-
formation. Therulebook is
complete, even having rules
for multiple boarding actions
and firing while anchored.

it ison the complex side and not

Clags Action for new gamers. If you are

looking for aquick game with
minimal rules you will be sadly
disappointed. However, if you
areinterested in tactical fleet

i | actionswith rulesthat cover
every possibility thisisthe

Another outstanding Clashof ~ gamefor you. While expensive,

Arms game with greatcompo- i oj|| represents good value and

Asfar as playability goes, nentsand very well researched.

| feel worth the price.
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CIVIL WAR TOUR with Gary Sapp

My Trip to Savannah, Georgia

In August, | was called on to make atrip to Savannah, Georgia for my work. |
was scheduled to arrive Saturday night and would not be called on to work until
Monday morning, so | took the opportunity to tour one of the grand old cities of
the South, with special emphasis on the sites from the Civil War and other mili-
tary related spots.

My first stop was to drive out to Cockspur Island east of town and visit Fort Pu-
laski National Monument. Constructed starting 1829, the fort is alarge masonry pentagon, surrounded by awet moat, fronted by
alarge ravelin (earthwork structure) called the demilune. It was constructed by the Army Corps of Engineers and was placed to
give maximum coverage to the river channels on either side of Cockspur Island and thus bombard any force attempting to ap-
proach Savannah from the Atlantic. I1ts moat and dike system was the first assignment after West Point for ayoung lieutenant,
Robert E. Lee, and remainsin working order today. It remains an impressive structure with 25’ thick walls and a three story high
frontage. The Park Service has added visitors' center where projectiles from the various gunsin the fort are preserved and a short
film on the history of the fort can be viewed.

It was taken by Confederate troops in January 1861 from the single ordinance sergeant who was acting as caretaker of the fort.
The South added guns and troops to the fort, so when the Union started their famous assault in February 1862, there were 45 guns
and rifles of 30lb or greater. When you approach the fort from the landside it appears in the same condition, as when first con-
structed. Only when you walk around to the seaward side is the effect of the Union bombardment evident. The major breaches
of the wall have been repaired, but over 100 dents and small breaches remain to show how rifled artillery brought an end to the
days of masonry fortifications.

My second stop was Fort Jackson, asmall fortification guarding the final approach on the Savannah River into the city. Built
during the War of 1812 to protect the city, it was named after Col. James Jackson, who led the troops from Georgia during the
Battle of Cowpensin 1781. It wasasmaller version of Ft. Pulaski, without any battle damage, since the Confederates abandoned
it when Sherman approached on his march to the sea. However, it did feature firings of actual Civil War artillery pieces, which |
witnessed twice. During the day, atwelve-pound mountain howitzer isfired at three different times. A re-enactor, dressed asa
Confederate artillerist explains the procedure for loading and firing the gun and goes through the various stepsto place acharge
inthe gun. No actual ball isfired, but when the primer is pulled the roar from even the small howitzer is quite impressive. Sev-
eral dayslater | was fortunate to return to the fort for a catered dinner and on that occasion, a 32-lb. Seacoast gun wasfired. The
concussion could be felt very powerfully even though | was 20 yards behind the gun and below the gun on the parade ground
rather than on the parapet. The howitzer was also refired to give the guests the full effect of cannon fire at night. Near the fort,
the C.S.S. Georgiawas scuttled intheriver. The Savannah Historical Society isin the process of raising funds for her restora-
tion.

Scattered through out Savannah are various monuments to heroes of her history aswell as sites of historical importance. | was
able to examine a monument to Lord Oglethourpe, founder of the colony of Georgia. Another square contained a monument to
heroes of the fight against Cornwallis when he attempted to take the city in 1780 and was turned back into the Carolinas. Also
fine examples of Civil War artillery were prominently displayed. A pair of 12 Ib. Napoleon guns bore directly on my hotel from
the city square that fronted it.

Other sites around Savannah, that | did not get to visit, but would return to if | could were the Mighty 8" Air Force museum at
Pooler field. This contains many souvenirs and artifacts from the 8" s famous three-year bombing campaign against Hitler's
Germany. Also | would liketo have visited Ft. McAllister which protected the landside of Savannah and is considered the end of
Sherman’s March. | also walk by the Green-Meldrim Mansion, which served as Sherman’s Headquarters after his march to the
sea, while he regrouped and prepared to march north to Virginia

All inal, anincredible city with much culture, history and charm. | hope to be able to return and spend more time exploring it
splendors.
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Miniature World Maker Terrain by Gary Sapp

Product Review
Miniature World Maker Terrain

In one of the recent issues of the Zouave (#51, p. 28), | read an article on anew product for the wargamer.
This was a series of rubber latex terrain pieces, sculpted to look like fields, roads, strong points, etc. that
were ready-to-go for the gaming table. It sounded like an interesting possibility and | resolved to look into
in the future.

Shortly, there after | stumbled on several auctions for some of the items on ebay (the auction service) and
was able to obtain five of the different pieces to examine. | purchased the * Small pasture w/ rocks',
‘Sunken road & field', ‘Large field half plowed & half w/ crops’, ‘Large plowed field', and * Small plowed
field’. All were reasonably priced and were obtain from Frontlines Hobby in Tacoma, Wa. They have a
web site with other items from the line displayed.

All of the pieces were flocked, painted, walls highlighted and stained, and already to drop on the gaming
table and use. The latex is a good quality, formed with no thin spots or bubbles to be found. The crops on
my pieces appeared to be an astro-turf like material, but looked good ard had a redistic look and feel on the
pieces. The various walls and fences were thickly cast and serioudly resisted compressing or deforming.
The only negative was that the large cast rocks were hollow and could be depressed to some degree. | sus-
pect inserting some crumpled paper or packing material would do to help them keep their shape and give
them a more solid fed.

The gaming group examined them and we all were impressed with their quality of manufacture and realistic
look. MiniatureWorld Maker has taken great care to make these items visually appealing and they are a
relatively inexpensive way to add some great touches of detail to your gaming table.

Looking at the company’s web site (www.miniatureworldmaker.com) shows that they make the various
piecesin size for 6/10mm and 25mm figures as well as the 15mm | purchased. They aso have avery wide
range of other field pieces, fieldworks, earthworks and a series of road and river pieces that | will be spend-
ing some of my gaming coin on.

I would rate this an excellent product and worth a look by every gamer.
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SCENARIO DESIGN

by Mark Daymont

I’'m sure that we cannot recall or count
al of the gameswe have beenin that
werenot only enjoyable, but also BAD,
because the scenario had been planned
poorly, or worse, not at al. Thankfully,
we have experienced enough really en-
joyable gamesthat we find ourselves
till in the hobby.

What setsthe stage for gamus hor-
ribilus?

1. Armiescomposed of mostly elite
units. :

2. Teamsare organized with all of
the experience on oneside.

3. Tryingto proveapoint by giving
onesidevirtualy no chance.

4.  Packing the board with every
availablefigure sothat thereis
no room to move except for-
ward.

Airpower can quickly unbalance any scenario. It should be difficult to come
by and play a role in the scenario storyline.

5. Cavingintowhining by onesideto
give them more units, better troops,
better positions, or all three.

Examples come easily to mind. A
Napoleonic game where armies line up
exactly acrossfrom each other, stretching
from one table edge to the other where
artillery isthe only thing that fights be-
cause there is no room to move anything
else. Too many figures. I've seenit with
Johnny Reb, Command Decision, Em
pire, etc... . Gameswhere each side
chooses every dlite unit possible such as
the Old Guard or SS grenadiers, then has
average artillery, but makes up for it by
getting abattery per unit deployed! Then
there’s some games that feel like areen-
actment of the Alamo and you're Travis!

Point battles are especially susceptible
to this dilemma. Of course the fantasy
and sci-fi gamers are only matched by
historical gamersin their desire to com:
mand vast armies. Unfortunately, bigger
isnot always better and doesn’t dways
make agood game.

How to remedy the situation?

The scenarios should be designed to
tell astory. A story has engaging charac-
tersand aplot. The charactershaveindi-
vidualized objectives and arelationship,

develop and distractions begin to disguise
intent and sneakiness. So, how doyou
includethisin agame?

When playing DeBellis Antiquitatus,
which has achesslike quality with fixed
numbersof elements, anonymous units,
- and

nameless commanders, you could change
this by putting in alittle preparation.
Suddenly the general’ selement isMarcus
Generaus, commanding the 5th Cohort

of the 12th Legion. Histroops havefi-
nally cornered the enemy
and thisisthefina ba-
tle.

Next, instead of
merely having opposing
armies set up first or sec-
ond, | would inventa
reason for thearmiesto
befighting in the first
place. | suggest that the reason many
gamersdo not rush to game the western
trenches of WW1 or the U.S. involve-
ment in Bosniaisthat we do not perceive
avalueto the contest.

When Sand, Qil, and Blood came out,
we doubted it could be afun game be-
cause no one would want to play the
Iragis. | decided | would giveit atry
with the idea that | would approach it
differently. | had the Iragi commander as
amember of the Republican Guard, eager
to show that the Americans could be de-
feated and | had got to my position by
being ruthless. If thismeant getting the
command destroyed to prove apoint, so
beit. TheU.S. players brutalized my
entrenched infantry with artillery, then
rolled forward with their armor. | sent

“Invent a reason for the armies

to be fighting in the first place.”

players. However, this exposed their
flank and | destroyed several Bradleys
and a couple of Abrams, before leaving
the scenein acommand vehicle! The
umpire declared me thewinner as| had
done better than the actual Iragisand it
was fun because | had created acharacter
whichinfluenced my play.

| have aways thought the true meas-
ure of arules set iswhether or not | actu-
ally enjoyed losing while playing them.
Y ou can have fun scenarios, even if you
areoverrun by theenemy. Theassign-
ment of units should aso be given as
much care and attention in scenariode-
velopment asto objectives. Whenwe
first started playing Command Decision, |
wasthe only onewho built a L uft-
waffe Fortress battalion amongst all
the eliteformations. It got killed
most of thetime, but it got used alot
in scenarios and added something when it
did very well.

Unit assignments, missions, and
the roles the commanders will play are all
avery important part of
scenario design. Describ-
ing how and why a battal-
ion isthere can be critical
in the scenario, especially
if facing overwhelming
force. Theideaisto create
afun scenario where play-
ersmust think like their
historical counterparts and
feel like they are actually in the scenario.
| hope I’ve made a case for more careful
scenario planning .

Too much firepower can make a scenario way
too easy for one side and create an impass-

able obstacle for the other side. This is espe-
cially important in any modern era scenarios.

good or bad, with the other characters. out aunit onaflanking maneuver and it
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SCENARIO REPLAY

using Warfare in the Age of Discovery

The summer campaigns are drawing to
aclosein 1522 and both armieshave
been weakened by months of campaign-
ing, battles, and desertion. The French
army has paused to lick its wounds and
prepare winter quarters. After taking the
local town they discover the Italian com+
mander’ s mistress lives here and they
take her hostage for ransom.

The Italian army was also moving into
winter quarters when amessage was re-
ceived that the commander’ s mistress
was being held for ransom. Not wanting
tolet thisslight go unpunished the Ital-
iansand their Spanish alliesmoveto-
wards arescue and onelast battle before
winter setsin.

The commander’ s mistressis being
held in either thetown or alarge estate on
the other side of theriver. If aunit from
the Italian army enters either place and
staysthere for oneturn the mistressis
considered rescued and the game ends.

ORDER OF BATTLE

French

A Two units of Gensdarmes
B Four units of crossbowmen

C One Swiss and one German pike

D Two medium guns
E One German pike unit

F One mounted crossbow unit

Italian
1. Two Spanish pike units

2. Two unitsof crossbow armed skir-
mishers and one unit of arquebus
armed skirmishers.

3. Two medium guns

Two Itaian pike units
Oneunit of stradiots

One unit of gensdarmes

N o g A~

Two units of heavy cavalry in full
armor.

The Italians could enter the board any-
where aong the edge while the French
could set up anywhere up to half way
acrosstheboard.

Thereisabridge across the river and
theriver possibly hasfordsaongits
length. A unit had to spend an entireturn
searching and thenroll a5 or 6 on 1D6 to
find aford.

The numerical value of aleader’ s abil-
ity was randomly determined by the roll
of 1D6 the first time the officer needed
his ability to be added into melee or mo-
rade.

Opening Moves

Although | had playtested this set of
ruleswith another member of the group,
it wasthefirst time we had played thisas
agroup. Everyone confessed to having
limited knowledge of the period, which
made tacticsinnovative and unpredict-
able, which nicely simulated actual ren-
aissancewarfare! Although we havea
veteran group and have played many pe-
riods, this one was quite ashock after we
had finished.

The French deployed to cover the
town and the estate, figuring that the
main Italian force would try to moveto-
wards the town first while pinning the
rest of the French against theriver. The
French cavalry was placed asto offer
morale support for the infantry and to
reinforce the units near the estateif the
Italians crossed elsewhere. The French
plan wasto go on defense and reinforce
critical sectors when necessary.

The Italian plan was not to waste time
searching for asecond crossing, but to
deliver acrushing blow against the town.
Covered by swarmsof skirmishers, they
hoped to get their infantry into striking
distance of thetown quickly. Theltalian
horse deployed to intercept the French
heavies and prevent them from destroy-
ing theinfantry. Hopefully, the French
forces closer to theriver could be delayed
long enough to seize the town.
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The Battle Develops

On thefirst turn the Italian skirmishers
moved forward, screening the deploy-
ment of the artillery asit triedto set upin
themiddle. The cavalry began to move
up in anticipation of aclash with the
French heavies. The French hung back,
still unsure which direction the main at-
tack would betaking.

The French mounted crossbowmen
came acrosstheriver and along with a
foot crossbow unit began to exc hange fire
with the Italian skirmishers. The French
artillery was particularly effective, driv-
ing back some of the skirmishersto their
front.

After several turns near theriver the
Italian skirmishersemerged triumphant,
driving back both French crossbow units.
They in turn were hit by the French heavy
cavalry, driving them back to the Italian
center. The center of the battlefield be-
came a swirling melee as the French cav-
ary defeated two Italian horse units, then
crashed into more skirmishers, forcing

them back also. Their glory ride cameto
an end when they contacted the Italian pike
units and on the second turn of meleethey
fell back. After ruining the Italian center
they fell back through artillery and skir-
mish firewith only 4 of 12 figures remain-
ing.

The Swiss and German pike units then
both advanced, running into heavy and
effective fire to clash with the Italian pikes.
After what seemed an eternity to the
French playersthey got into melee, but

were so depleted that they had to with-
draw.

Thisleft the final action on thefar
flank where the Spanish clashed with a
German pikeunit. After severa turnsof
the push of pike, the second Spanish unit
flanked the German unit, causing it to
rout away.

The French right flank was now com-
pletely gone, even as cavalry rushed to
plug the hole. Inthe center the Italians
were regrouping under artillery firein
preparation for another try. The French
were busy rallying any troopsthey could
to maintain a defense.

Both sides were now dangeroudly
closeto their withdrawal numbers asthe
casualties began to mount. Each sidewas
trying to force theissue, but was running
out of troops. After afew moreturnsand
our alotted time being up, wecaled it a
draw as both sideswould probably fail
their withdrawal checks next turn.

Endgame

Definitely awell fought game which
saw agreat deal of imagination on both
sides. Even though both sideshad no
idea how units would perform and what
their true capabilitieswere, it wasan
unusual and interesting scenario.

The deployments created alot of
“what if” variations and it wasinteresting
that neither sidetried crossing theriver
other than on the bridge. Theltalians

could certainly have spread the French
even more thinly, while the French could
have launched a counterattack from a
different direction.

Welearned alot of lessons for future
scenarios, mainly what each troop type
could or could not do. Itisadvisableto
keep reserves and flank supportsclose at
hand, especialy when advancing into
contact. Thestrict ruleson supportsal-

most forces you into sticking closeto-
gether. Crossbow armed skirmishersare
something to befeared, asthey can defeat
amost any forcein afirefight. Cavalry is
fragile and must be saved for thefinal
blow aswith their small unitsthey will
not last long in the open.

Everyone had agreat timeand we
look forward to many other scenariosin
this era and with many more units.
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Jane’'s FLEET COMMAND

There are not too many computer
simulationsthat can accurately portray
modern naval combat. The speed and
lethality of modern weapons systems
coupled with the amount of data available
to acommander add avast amount of
complexity to any simulation. Thefirst
PC games such as Harpoon tried to instill
thevast amount of datainto aworkable
format and were only marginally success-
ful. Later gamessuch asTom Clancy’s
SSN and 688 Fast Attack have done al-
right in the area of submarine warfare,
but surface and air were tacked on as
sideshows.

Jane' s Fleet Command is the newest
in aseries of games on modern warfare,
usualy flight simulatorsiswhere they
have donewell. The game hasgood

graphics, especially the chase views of
shipsand missiles asthey close near the
targets and their subsequent impacts.
Thereare numerous scenarios from full
carrier battlegroupsto Brazilian frigates
on patrol in a South American war.

Sid Meier's GETTYSBURG

The problem is not with the overall
idea of the game or the graphics, it iswith
the gameplay itself. Y our shipscan start
in awkward positions and the enemy
seems to come out of nowhere too many
times. You needto tell al of your assets
that they need to be searching every sec-
ond. Fighter aircraft get sent up singly
and shot down by near invisible enemies
and thelist goeson.

If you want a hardcore simulation that
rivals playing a Harpoon 4 boardgame
scenario you will be sadly disappointed.
If you like good graphics, bizarre situa-
tions, and don’t mind strange and unusual
things happening with no way to control
it, thisisfor you. Asfor myself, | think |
will wait for the Harpoon 4 PC version
next year.

If you are familiar with the Battle-
gorund series, thenthisisastep up.
From famed computer wargame designer
Sid Meier comesthisreal time Civil War
strategy PC game. The game has better
than average graphics and appearsto be
pretty historically accurate. Thereare
multiple scenarios, including severa
“what if” battlesthat could have hap-
pened with afew changed decisions his-

torically. Thereisalso acampaign game
of the entirethree days.

Gameplay is pretty straightforward,
athough your first few tries at command-
ing multiple unitsin real time can be frus-
trating. One of the only complaints | had
was that when scrolling around alot the
graphicsfall behind and you lose track of
the overall big picture. Even with that
small problem | thought the game system

M1 TANK PLATOON II

MEIERS

wasvery challenging and is defi-
nitely recommended. It hasjust
been reissued in the same box with
the Antietam game which usesthe
samesystem.

Y ou guessed it, thisis a game about
commanding aforce of M1A2 Abramsin
battle. Thegameisset up pretty good,
with an information sections on the vehi-
cleitself, plussevera training scenarios
at both Fort Knox and at Fort Irwin. The
Fort Irwin scenarios are especially good
asyou are up against the National Train-
ing Center’'s“ Soviet” styletroopsand
they are good.

The graphics are pretty
good and the amount of dif-
ferent viewsyou can have
from atank turret can becon-
fusing at first. Learning gun-
nery can aso be an experi-
ence, but onceyou start com+
manding several vehiclesthe
gunnery is automatic.

| likethe wide variety of fornia.

M1A2 advancing at the Na-
tional Training Center in Cali-

scenarios and campaigns, plusit
hasavery good instruction
manual listing all of the avail-
able vehicles and weapon types
~inthegame. For full price
. (earlier thisyear it was about
= $42) itisquestionable, but now
that it isshowing up on clear-
ance racks and in multiple game
packagesitisworthiit.
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HISTORICAL TOUR of ENGLAND by Justen Huff

Last May | took a trip to England.
One of the purposes of this trip

was to find out more about the
United States by understanding one
of

the major contributors to US his-
tory and its people, England.
During my short time there |
visited many wonderful places,
Portsmouth, H.M.S. Victory, Ex-
bury Gardens, five different
military

museums (including the Royal
Green Jackets Museum), Corfe
Castle,

Winchester Cathedral, Imperial =
HMS Victory seen from the dock. There are several outstanding webistes

War Museum, and the Boving-

ton Tank

Museum. The place that had the
most impact on me was Portchester
Castle. Its construction began
around the year 200 by the Roman

devoted to this ship including one with a virtual tour.

GRANDIOSITY.COM

Empire. The castle was added onto
for hundreds of years afterwards.
It embodies the history of the Brit-
ish Empire within its walls. 1

lived with an English family and
that helped me learn about the
people. After staying in England
for a time, | feel | have a better
understanding of our own country.
If you truly want to understand
the United States, | would encour-
age you to visit its roots and go
from there.

Grandiosity.comisamust for
any gamer and you should beregistered
ontheir email service. Having used them
severa times| have found their serviceto
bevery good. Unlike many Internet com:
panies, particularly in the hobby industry,
they have asecure online ordering sys-
tem. You select your items and they
email you aconfirmation and you can
print up theinvoicefor your records.

MWAN #108

They have apretty
good selection of rules,
mainly the most popular
sets, but afew oddsand
endsalso. They carry
pretty much the entire
Old Glory lineaswell as
severa other manufactur-
ers. A wideselection of buildings, ter-
rain, accessories, magazines, and the en-

Asecure online ordering system
makes shopping easy and very

professionally done.

tire Osprey lineare also
available. You canaso
sign up for email updates
which | have found to be
quite useful and informa-
tive. Shippingisusually
about 7 days and all items
have arrived in atimely
manner. | highly recommend their ser-
viceto any gamer.

Once again, astellar issue from this
bi-monthly journal and labor of love by
itseditor. Issue#108 contains so many
useful itemstothegamer itishard tolist
themall. MWAN isnot afull color
magazine with glossy photos and hi-
priced ads geared towards 25mm gamers.
Rather, itisafunctional magazine dedi-
cated to getting asmuch info as possible
to its gaming audience.

First, thereisafull set of rules on sail-
ing ship combat, complete with cards,
ship charts, and tables to photocopy.
What makesthisinterestingisthatitis
designed for ships of 6-20 guns, not ma-

jor ships of thelineand is very well done.

Second, thereisacomplete Fire and
Fury variant for the Napoleonic Wars.
Thisisjust not aone or two page article,
but a massive supplement in the maga-

zineitself. It isacomplete set of rules,
ordersof battle, standard units, etc....,
which iswell researched.

Add those in with so many adsand
product reviews that you get right up to
date quickly. $35 for six issues or avail-
able by subscription through Magweb
makes it more than worthwhile. Thereis
usually something of valuefor everyone
inevery issue. Great job Hal!
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The Patriot DVD

One of the most eagerly awaited mov-
ies after Gladiator this summer was The
Patriot. With amassive budget and a
major star like Mel Gibson, it was sup-
posed to do for the Revolution what Sav-
ing Private Ryan did for WWII movies.

Mel Gibson plays Benjamin Martin, a
retired British officer who served under
the King during the French and Indian
War. When war comesto Charleston, he
electsto stay out of it, although his oldest
sonvolunteersto join the Continental
Army.

What follows can only aptly bede-
scribed as Rambo meets L ast of the Mo-
hicans. After seeing his second oldest
son killed by an evil British officer and
hisfarm burned to the ground, Martin
takes up aguerillawar against British

Gladiator DVD

forcesinthearea. Thereisenough

bl oodletting and implausible situations
which begins to raise questions about
what direction thisfilmistrying to take.
Also, get ready for enough personal trag-
edy tofill three movies. Not only did his
second oldest son get killed, his oldest

son getskilled, his son’swife getskilled,
and an entiretown is locked up and
burned in achurch. At thispoint you're
getting ready to shut the movie off and
hope for something better next time.

The only redeeming features are the
battles which are done pretty well and the
sweeping scope of the picture. If you're
looking for historical accuracy | would
suggest you look elsewhere. If you want
tovisualize aRevolutionary War battle,
uniforms, theterrain, etc..., itisgood for
that. Thisreview may makethemovie
sound horrible and that is not the caseg, its
just that it could have been so much bet-
ter. Comparisonsto Saving Private Ryan
areinevitable and this film does not get
anywhere close to greatness.

From the same people who brought us
Saving Private Ryan, Dreamworks SKG,
comesthisincredible film of the ancient
world. Russell Crowe plays Maximus, a
successful Roman general who isframed
for the murder of Caesar. Sentenced to
die, heescapesonly to find hisfamily
and estate have been destroyed. He seeks
his revenge against the new Caesar
through his successasagladiator.

Paths of Glory DVD

The DVD version capturesall of the
glory of the theater with brilliant color
and cd quality sound. The battle scenes
are spectacular and the cgi effects of the
city areaweinspiring. A second disc
provides abehind the sceneslook and
several other features.

Definitely one of the best films of
2000, thisisamust for anyone who has
aninterest in the history of Rome.

One of Stanley Kubrick’sfirst films,
Paths of Glory isamust for military en-
thusiasts. Set in France during World
War Oneg, it is based off an actual inci-
dentinvolving alarge mutiny by French
forces during thewar.

Kirk Douglas plays Colonel Dax, a
lawyer who now serves as an infantry
commander inthetrenches. When a
large scale assault on aseemingly im+
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pregnable German position fails, the

French high command selectsthree Bkl
Pt

soldiersfrom his unit to a court mar-
tial and executed. Dax assumesthe
defense of the three men and what
followsisafine acting job by Doug-
lasthrough thetrial. i

Although in black and
white and littleto no extra
features, the trench scenes DVD.

Re-released as part of the
Stanley Kubrick collection on

arewell worth the movie alone. Doug-
las does a great job astheinfantry com:

o)

% mander who must revert back to his

civilianlaw daysto try to save thethree
men. The movie can and does slow
down in afew places, but the overall
film is more thanworth it. The DVD
feature has been extensively
cleaned up from previous VHS
versionsand anew sound track
was added.

WARNING ORDER



Eagles of the Empire: Borodino

Started by US Games Systems and
now owned by Avalanche Pressisthe
Eaglesof TheEmpireseries. Thereare
currently three gamesin the system,
Friedland, Borodino, and Eylau. All
three use basically the same system with
standard rules along with exclusive rules
for each particular game. Thephysical
components are very well done, compara-
bleto Clash of Armsgames.

Thefirst thing you notice is the map-
board, which isdivided into geomorphic
areas of varying size. Thenext thing you
notice are the counters which consist of
largeinfantry piecesand regular size
piecesfor the artillery and cavalry. Both
go hand in hand asthe developers have
made the areas from terrain surveys
which limit the number of troopsthat can

COLOURS 2000

fitinto each area. Infantry counters
sometimes have to fit sidewaysinto areas
which meanstheir firepower must be di-
rected through the flank end of the piece.
Some other areas can hold more units
than others. Planning and coordinating
large bodies of troops throughout the

Beautiful counters and one of the most unusual maps ever seen in a board

gamebecomesvery challenging.

The command and combat systems are
pretty straightforward, but the number of
modifiers can take getting useto. The
game play is very challenging and coordi-
nating attacks can bevery frustrating as
can be the command limits on the non-
French player.

The Borodino scenarios al play very
well and we found they produce avery
historical result. The burden of attack is
definitely on the French, but the Russian
player has different challengesin trying
todefend alarge area. Wefound afew
problems(the combat system takes getting
used to), but the overall game system is
very good. The gamesare expensive,
about $45 each, but worthiit.

game make this a great simulation of the epic battle of Borodino.

Convention Report by Mike Marchant

Colours 2000 was held this year in
Reading during October. Asin previ-
ous years, there are more and more
players and trade stands not from Eng-
land present. The trade was well rep-
resented with The Foundry, Hallmark,
Redoubt, Village Green, and others
representing the British industry. The
foreign trade was led by Old Glory,
with their offering of bulk figures at
low prices, which lures more and more
British playersto their stand every
year.

Much of the convention was up to
the standards of the previousyear, in-
cluding(for better or for worse) and
Asterix and Obelisk game featuring 6”
tall figures being physically hurled
across ascaled pair of cartoon shipsto
theroll of the dice. | observed this
from a safe distance to avoid the possi-
bility of being sucked into the inescap-
able gravity well of the black hole of
intellect.

Also featured were a number of
games on scratch built terrain such asa
12’ x 12’ Dark Agestown under siege.
There were also several troupes of re-

enactors which ranged in quality.
Most of the major firms produced ad-
ditionsto their already impressive
lines, with more promised in the near
future. To help with our group’s up-
coming Age of Reason campaign |
made several purchases. Included
among these were pre-fabricated siege
works and ordinance, including 24
pounders, siege mortars, etc.... .

One of the unusual items at the
show was a set of female space ma-
rines known as the Spice Marines.
They werein full battle armor, ad-
vanced weapons, ponytails, and each
one was painted in a separate color.

Apart from the Foundry, who was
represented by a Frenchman with lim
ited stocks(unusual sincethey are
from England!), the fair on the whole
was an enjoyable experience. Highly
recommended with its 70 or so trade
stands and many games being run
throughout the day. If it was not for
the fact that | now resideinthe U.S. |
would be planning to attend Colours
2001.

e85

Pirates have been afocusfor the
Foundry for over two years now
and the range continues to grow.
Also featured at the show were the
new line of Greeks.

Mike and others who have attended
shows over the last year commented
heavily on the quality of games at
shows. There seemsto be only a few
which really stand out, while many
are out of the 70’ swith masking tape
roads, etc.... All have also com-
mented on the use of the simplest
rules at the shows which are not gen-
erally used at various clubs.
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WARMASTER

Thisisthe second issue of Warning Order and the response locally
has been very positive. We are trying to think of ways to expand our reader-
ship, but the high cost of color printing may preclude that. We are still dedi-
cated towards bringing together every quarter a publication that would be of
interest to gamers and anyone interested in history. Each issue we will focus
on aparticular set of rules, like AOD last issue, and attempt to add figure,
board game, book, and movie reviews. It isdifficult to be all thingsto all
people, but we are trying to focus on what our club isinterested in aswe feel
that we have(hopefully) a good feeling of what most gamersareinto. Asal-

ways we welcome any reviews, comments, pictures, etc..., from outside our

group to beincluded.

Matt Irsik

Editor

AN PALY V! ¥
b

For everyone who has thought
about simulating the battles featured in
The Lord of the Rings or any other
fantasy series, thisisthe set of rulesfor
you. Up until now there have been
several rules systems that have tried to
succeed, but have fallen short in one or
more areas. From Warhammer Fan-
tasy Battlesto Hordes of the Things(a
DBA fantasy variant) gamers have al -
ways thought it could have been done
better.

Unlike most Games Workshop
products, Warmaster isnot sold asa
boxed set. Rather, the rule book is
sold separately as are the armies them-

selves. Each boxed army set contains
several unitsand is more than enough
to get started. Y ou can add additional
units by buying individual packs as
each pack contains one unit, either 24
infantry, 12 cavalry, 2 artillery pieces,
or packs with creatures and heroes.
The figure scale is 10mm(1/200)
and the figures are better sculpted than
some 15mm. They are not cheap, but a
unit of infantry deployed in three bases
looks like a miniature regiment on the
table. All units are three bases, except
for artillery which are in batteries of
two stands, and heroes, generals, and
creatures which are individually based.
The ruleshave something that most
Games Workshop systems do not; com:
mand control. Generals, heroes, and
wizards play an important part in coor-
dinating the armiesin combat. The
magic section isnot all powerful, but
adds a nice touch to the game. Units
move by officer’sdieroll initiative and

can move several timesin aturn if
your rolls hold up. Withlarge ar-
mies it becomes difficult to control
forces that become spread out. The
combat system plays like DBA,
except that units get varying nunt
bers of D6 to hit the enemy and
there are saving throws. Pretty
simple, but it works because you
are dealing with alarge number of
units on both sides, so you need a
system that moves fast.

As with most Games Workshop
products you get high quality, es-
pecially the figures, but be pre-
pared to pay for it. The game sys-
tem is supported by a magazine,
several websites, and at least two
companies who sell castles, fortifi-
cations, siege towers, etc... . Allin
al it ispretty fun and most impor-
tant of al, it looks like amassive
fantasy battle.



