


     The old saying that 

ñWhatôs old is new againò 

seems to be a recurring 

them within the wargaming 

hobby right now.  Iôve been 

seeing articles recently how 

people are giving up on 

social media, cable cutters 

going back to satellite, 

people coming back to the 

theaters, etc., and of course 

the same things happen in 

our hobby.  Cycles that we 

see in culture, entertain-

ment, business, etc., are 

large parts of our life and 

can certainly 

be applied to 

the hobby as 

well. 

      Lately, Iôve 

been seeing a 

large number 

of threads and 

articles about 

ñgoing backò 

in the hobby, 

whether this is 

for miniatures, 

board games, 

rules, terrain, and more.  

Just when you though the 

Golden Age of gaming 

couldnôt get any better and 

everything that you possi-

bly want is at your finger-

tips, it seems to be veering 

off in a different direction. 

     First off, we shouldn't 

get too carried away.  The 

amount of quality items 

that are coming out daily is 

simply staggering and eve-

ry company isnôt going to 

fold or start making WRG 

type rules in black and 

white overnight.  But there 

seems to be gamers out 

there who have either 

reached the saturation 

point, are tired of whatôs 

being offered, or just want 

to go in a different direc-

tion.  There is definitely a 

new cycle building here, 

but how long it will be and 

where it is going remains to 

be seen. 

      The first 

evidence in that 

whatôs old is new 

again is right on 

the front page of 

most gaming 

sites, blogs, min-

iature forums, 

etc., and that 

would be the 

latest Flames of 

War installment, 

Team Yankee.  I 

remember the great War-

saw Pact vs. NATO heyday 

in the 70s and 80s 

where most of our 

gaming focused on 

that topic.   Mas-

sive micro-armor 

battles, board 

games of every 

scale, magazine 

articles, etc., filled 

our hobby lives for 

almost two decades. 

      So who would think 

that a war that never was 

and a period of the hobby 

that burned itself out twen-

ty years ago would be mak-

ing a comeback?  Is it nos-

talgia?  Are gamers bored 

with WW2 and are looking 

for something else?  I know 

that I still play games like 

Warsaw Pact, VGôs 

NATO, and Berlin ó85, but 

thatôs because I consider 

those to be good games 

worth playing.  Why would 

someone not from that era 

who has been playing 

FOW WW2, Star Wars 

Armada, etc., jump to this 

kind of period?  Strange 

times indeed. 

    However, itôs not just 

Team Yankee that brings 

up this argument, but a 

slew of other observations.  

A recent posting on TMP 

about Hyborean Age ar-

mies (world of Conan) that 

takes me back 40 years, the 

excitement about the return 

of Space Hulk last year, 

gamers being 

upset at the  de-

mise of Warham-

mer Fantasy Bat-

tle, the tremen-

dous success of 

the Ogre Kick-

starter program 
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(cont. from p2) a game that is almost 40 

years old, and more.  Either there are far 

more grognards out there than I thought 

or there is an interesting trend going on 

right now in the hobby. 

    Then add to the fact that 

there is definitely a clamor for 

reprinting older board war-

games such as Avalon Hillôs 

Magic Realm, Dune, Gun-

slinger, and more.  There are 

various threads about what 

wargames from the past 

should I look into, which ones 

did I miss, what should I add 

to my collection, and what 

older games are worth playing.  

I could see if these were coming from 

gamers in their 50s and up who grew up 

in that nostalgic era, but many of these 

questions and desires are from gamers in 

their 20s, 30, and 40s.  Now these kinds 

of games arenôt going to shatter any kind 

of sales records and they have a dedicated 

audience, but I find it interesting that 

people are interested in them when there 

are so many new games available right 

now. 

    This is also not just happening in the 

board game part of the hobby, but on the 

miniatures side as well.  Age of Eagles 

just came out with a new second edition, 

rumors of a third edition of Age of Rea-

son, The Sword and Flame still going 

strong for over 40 years, and 

so on.  With all of the beauti-

ful new rules out the last few 

years why are people either 

staying with these or getting 

into them now? 

      My theory is that gamers 

are always looking for some-

thing new and in this case 

they are looking backwards.  

Despite the modern publish-

ing techniques, incredible 

components, color rules with 

examples, etc, that we have for many of 

the games that are available now, there 

does seem to be something missing.  

Again, in my opinion I think the pendu-

lum swung too far in the other direction 

over the last ten years and maybe itôs 

moving back to the middle. For years 

there was a complexity vs. simplicity and 

realism vs. playability series of argu-

ments, so the game companies gave gam-

ers what they wanted. 

     You can debate what gamers wanted 

for years, but basically it was 

cool minis, easy to understand 

rules, pretty pictures in the 

rules, and fast action games 

that could be finished in a few 

hours.  You saw the rise of 

games like Wings of War, Star 

Wars Armada, the Heroclix 

series of games, Flames of 

War, Hail Caesar, and far, far 

more.  Many of these games 

have had great success and 

continue to do so.          

     It also saw the rise of skirmish type 

games to an unprecedented level in the 

hobby.  You only need a few figures, a 

fairly simple set of rules, minimal terrain, 

and an hour or two.  Osprey has had pret-

ty good success with its series of skirmish 

rules in the last few years, plus the ability 

to buy plastic boxed sets for one side or 

the other certainly helps to make it very 

easy to get into. 

     I think the simple answer is a question 

of depth.  When you look at many of the 

threads that helped spawn this editorial 

there is a recurring theme and that is 

gamers want or think that there is more to 

the subject.  By that I mean that you can 

buy a Sails of Glory set, play a 

few battles, but then want to 

know if this is how real sailing 

ships fought.  Is there a better 

set of rules, can the movement 

be more realistic, what were 

the differences in the various 

countries ships, etc.  Sails of 

Glory isnôt going to tell or 

teach you any of those things.  

Itôs fine for what it is, seeing 

some beautiful ship miniatures 

on a sea cloth blowing each 

other up in an hour or so with-

out having to know anything about the 

wind gauge, tacking, or any of more than 

a dozen other things about sailing ship 

combat.  Itôs fun for many gamers, but 

there are those who want to know more 

or think that there is a better game. 

     The other reason that I think the pen-

dulum may be coming back to the middle 

just a bit is the other result from the ques-

tion of depth, which is forgettable games.  

Iôve played Sails of Glory, Wings of War,  

and many others as Iôm a gamer and Iôll 

pretty much try anything once!  The only 

thing I can remember from many of those 

games is that we had fun for a few hours, 

but thatôs about it.  60 seconds after Iôve 

reached my car I canôt remember who 

was on whoôs side, who won, or what the 

scenario was.  Contrast that with many 

other battles that weôve fought and that 

have been reported in previous issues that 

you remember for years. 

       I think that when you invest time in 

painting armies, reading in depth rules, 

researching uniforms, etc., you seem to 

bring a passion to the game that creates 

memories.  Not so with many of todayôs 

games.  The game company has basically 

done everything for you and all you need 

to do is show up, roll some dice, then 

pack everything back into a box.  It 

seems like some gamers are growing out 

of that and are going back to some tried 

and true systems, hoping to find a good 

balance or learn more about a particular 

period. 

     So, are we all going to melt our Star 

Wars Armada ships and invest in WRG 

6th Ancients rules anytime soon?  Proba-

bly not.  What may happen is the game 

companies may start putting out some-

thing that has  better depth or gamers who 

play some of the older systems may find 

some new recruits, which is always a 

good thing.  The hobby is a big tent and 

thereôs room for everyone and every kind 

of system.  Then again, I just saw that 

Airfix, a company from my youth,  is 

coming out with some new basic war-

games rules.  Strange times indeed! 
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     Since I had painted up enough forces 

for a 3,000 point Saracen army and with 

our group needing a game on short notice 

we went to Warmaster Medieval.  Weôve 

tried a number of Saracen vs. Crusader 

matchups and theyôve always been pretty 

good battles, but this is the first time 

where the Saracens could pretty much 

choose any kind of army to use due to the 

number and type of units now available. 

     We decided upon a 2000 point battle 

and the Crusaders went with their by now 

standard force of several knight units 

backed by Turcopoles, medium infantry, 

and crossbow units.  Their cavalry for the 

most part formed up on the flanks, alt-

hough in a mirror image of the Saracen 

deployment, both sides had a few units of 

cavalry near the center of their line. 

     The remaining units formed several 

blocks in the center, with the crossbow 

units screening the medium infantry and 

dismounted knights.  Definitely a pow-

erful force if those blocks of units could 

get to the front lines in time. 

     The Saracens this time decided to go 

with an infantry heavy force, deploying 

quite a few infantry units plus archers, 

backed up by a cavalry contingent con-

sisting of both heavy and light units.  

Saracen infantry other than the fanatics 

is about as average as they come, but 

they were in large numbers!  You can 

then take half the number in fanatic 

units, which have pretty good striking 

power.  The Saracen heavy cavalry is 

great because not only are they rated as 

shock cavalry, but they have limited 

range as archers. 

      The Saracens decided to contest the 

flanks, then overwhelm the Crusader 

center in infantry, basically throwing 

themselves forward in an attempt to 

cause as many casualties as possible.  

This essentially grinds down the bet-

ter Crusader units and has been an 

effective strategy for the Saracens in 

past games.  The Saracens had a 

break point of 13, while the Crusad-

ers was 11.  Since the Saracens also 

had several cavalry skirmishing units 

those werenôt counted, so the break 

point was theoretically much higher. 

      The Saracens moved out better 

than expected and established a fairly 

solid line some distance from their de-

ployment area, but things quickly fell 

apart after that.  The Crusaders continued 

their bad luck on command rolls and 

moved forward in an irregular pattern as 

their commanders continually failed their 

rolls.  By turn 3 the armies had moved 

forward, but most of the initial plans were 

about to be tossed aside as events would 

quickly overtake them. 

      The Saracens on the Crusader right 

launched a series of cavalry charges 

along with archery attacks that decimated 

the Crusader Turcopoles on that side.  

The Saracens then charged home into one 

of the infantry blocks, inflicting large 

numbers of casualties.  Two of the caval-

ry units destroyed a Crusader crossbow 

unit, then pivoted and hit some medium 

infantry in the flank.  Just when it looked 

as if that flank might collapse, the Sara-

cens rolled poorly and had to pull back.  

Both sides had been bloodied and were 

pretty much out of the fight on that side 

of the board. 

     On the Saracen left there (cont. on p5) 
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(cont. from p4) were a series of back and 

forth charges between the Crusader 

knights and Turcopoles against several 

units of Saracen heavy cavalry.  After 

both sides lost units the Saracens pushed 

their luck too far and the Crusaders coun-

terattacked, sweeping the remnants of the 

Saracen cavalry in front of them. 

     In the middle the Saracen archers in-

flicted multiple stand losses on the ap-

proaching Crusaders.  At this point the 

Saracen strategy was working, but the 

Saracens could clearly see that was be-

cause the main Crusader force still had 

not got into action due to bad command 

rolls.  Both sides launched a few infantry 

attacks that achieved nothing more than 

grinding down each others units. 

      The Saracens then attempted to move 

their reserves forward, but failed across 

the board.  This left several units without 

support and the Crusaders capitalized by 

charging several of these units.  The Sara-

cens held their ground, but had a turn 

where their die rolls in combat were 

about as bad as it could possibly get.  All 

of a sudden the momentum had changed 

and the Saracens were left fighting for 

their lives! 

    The Crusader heavy cavalry finally got 

into the game by hitting a series of com-

mand rolls.  The Saracens again could not 

reform their lines and shift reserves.  The 

Crusader cavalry crashed into the Saracen 

center, inflicting horrific casualties and 

finishing off enough units that the game 

resulted in a Crusader victory as the Sara-

cen army was forced to withdraw. 

      The game was concluded in about 

four hours including set up and take 

down, plus we had five players so thatôs 

not too bad.  A Saracen infantry heavy 

army probably isnôt the best opponent for 

the Crusaders as the Saracen infantry are 

pretty much just speed bumps in the path 

of what could be termed Medieval Pan-

zers! 

      I also think that weôre doing some-

thing terribly wrong with the Saracens in 

how they are being played.  Although the 

Saracens have won a few games, thatôs 

been due more to bad command rolls by 

the Crusaders than good Saracen tactics.  

Weôll need to keep trying some things 

out, adjusting the army list, etc. to make 

sure that the Saracens are a bit more com-

petitive next time! 

Page 5 

Crusaders Triumphant! (cont.)     WMA Battle Report  



     So, what does a 

$250+ wargame look 

like?  That was the 

question starting me in 

the face when I first 

read about Multi-Man 

Publishingôs (MMP) 

first volume in the 

Greatest Day trilogy 

entitled Sword, Juno, and Gold.  Part of 

what is known as the Grant Tactical Se-

ries, or GTS as it is affectionately known 

by its fans, this was the first game, which 

with Utah and Omaha coming up, would 

allow gamers to recreate the entire D-Day 

experience on the company level. 

     With The Devilôs Cauldron (Arnhem) 

already sold out, my reasoning was that if 

I was going to get into this series this 

would be the game to 

get started with.  The 

extra money saved by 

pre-ordering certainly 

helped with the deci-

sion, plus the fact that 

more than likely only a 

limited number would be printed and if I 

didn't get one now odds were that in a 

few years it would be double the price. 

     First off, the box is huge, being the 

same size as The Devilôs Cauldron and 

Where Eagles Dare.  When you open the 

box you have one of those moments in 

the hobby that rarely occur where you 

stare for a moment and start to panic 

about where to begin!  There is a series 

rule book, excusive rules, and a scenario 

book that are very well done.  This is 

followed by a load of division displays 

and reference cards along with the single 

map beach scenarios that are on standard 

letter sized cards. 

     Now is where you get to the meat of 

the game as you pull out the 

sixteen countersheets that 

contain the units of every 

division and formation that 

participated in this battle 

along with what seems like 

an endless amount of mark-

ers.  Finally, you pull out 

the stack of maps, four of 

them overall, plus the map extensions for 

the various scenarios.  After staring at 

everything laid out before you for a few 

minutes, the question becomes where to 

start. 

     For me that was clipping and organiz-

ing all of the counters, which is herculean 

task that took me a few hours a day for a 

week!  While I did, that however, I was 

able to get through a first pass of the rules 

in between bouts of counter clipping.  A 

word needs to be said about the quality of 

the overall layout.  Much like GMTôs 

East Front Series, which I regard as a 

masterpiece of game development, The 

Greatest Day is very well organized.  

From the maps that contain single scenar-

ios on the backs of some of them, to the 

displays, rules, etc., it all makes sense 

and flows together nicely. 

     Some general thoughts about the maps 

might be in order as well.  First, they are 

extremely well done as the detail to the 

right will attest.  Each 

village, crest, water ob-

stacle, etc., is clearly laid 

out.  Unlike many other 

Normandy wargames 

which are at a much 

higher level, here the 

terrain becomes of great 

importance.  Each vil-

lage, slight ridge, and 

bridge become focal 

points for both sides and 

knowing the terrain in this game is defi-

nitely one of the keys to victory.  Players 

will need to carefully study the terrain in 

each hex and refer to the appropriate ref-

erence card so that they understand the 

full effects on movement and combat for 

each type of terrain. 

    Also, when looking at the full set up 

with all of the beach overlays, this game 

will easily take up a 4 x 6 table and that is 

without somewhere for all the markers, 

displays, etc.  Playing the full campaign 

will be beyond the grasp of most gamers, 

but fortunately there are a wide range of 

smaller scenarios that can be played.  In 

fact, the training scenario which covers 

Michael Wittmanôs attack at Villers-

Bocage and the three beach scenarios are 

all played on card sized maps. 

      It should also be mentioned at this 

time that this game and the game series 

does not cover the entire Normandy cam-

paign, but just the first seven days.  For 

those looking for the full Allied campaign 

you will need to turn elsewhere, but for 

those who are happy with this there are 

quite a few actions that occurred in the 

first week.  One 

of the more in-

teresting aspects 

of this game are 

the scenarios 

which cover the 

British 6th Air-

borne, which 

seem to be for-

gotten in most 

histories or 

games on the 

subject.  Here they get a full treatment 

and players can explore their contribution  

to the D-Day campaign in several small 

and large scenarios. 

     There are counterattacks by 21st Pan-

zer, the Canadians and 12th SS in their 

duel to the death, Operation Perch, and 

much more.  Some of the larger scenarios 

and the full campaign are suitable for 

group play as well.  It would take quite 

some time to go through all (cont. on p7) 
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(cont. from p6) of the 

scenarios, plus the replay 

value, especially with the 

chit pull system is off the 

charts. 

     The rules arenôt that 

hard to get through, espe-

cially considering the 

quite involved command 

structure and small scale 

of the units.  What makes The Greatest 

Day a bit tough are all of the sections on 

beach landings and the airborne drop.  

This is not unusual with most Normandy 

games as you seem to spend a lot of time 

learning systems that are only used for 

one day!  This time, however, youôre 

doing it with company sized units, so be 

prepared to spend some time on these 

areas, especially the beach landing.  The 

rest of the rules regarding movement, 

combat, reinforcements, air support, etc., 

are fairly easy to understand.  This is 

certainly one of those games where you 

need to put out a few counters and just try 

the game to figure it out. 

     Command and control is the driving 

force behind the game system.  There are 

a number of chits for each formation, 

division, and direct command.  When a 

chit is pulled units can perform a number 

of actions depending upon the type of 

chit.  Formation chits allow units to move 

and fire while division chits are used 

more for getting things organized for a 

large assault or defense, with each acti-

vated unit being able to complete  up to 

two actions as long as they are not the 

same action.  Direct Command chits al-

low for the use of command points to 

activate individual units to perform one 

action.  This does take some getting used 

to and fortunately there are charts provid-

ed to help figure all of this 

out.  The chit pull system 

is also fascinating in that 

one side or the other can 

get a good run of chits 

which can swing momen-

tum. 

     Combat takes two 

forms; direct fire and as-

sault.  Direct fire is fairly 

easy to work out as you cross index the 

color of the type of weapon along with 

any modifiers then roll a die.  The results 

can vary from suppression to cohesion 

hits to step losses and finally to outright 

elimination.  Assault is an entirely differ-

ent animal and can 

have multiple rounds.  

Basically this is close 

action that simulates 

tank overruns, melee, 

storming positions, etc.  

It does take a bit longer 

to work out, but the 

results are pretty deci-

sive and usually results 

in the attacker carrying 

the position or taking 

serious losses in a 

failed effort. 

     On top of all of that 

you also have artillery, airstrikes, and 

engineering.  Artillery can be devastating, 

particularly against troops in the open and 

that are massed, which is as it should be.  

Naval gunfire support is an entire sub 

system of the game and prevents the Ger-

mans from getting too close to the shore!  

There are a vast array 

of engineering op-

tions including mine-

fields, improved po-

sitions, and more.   

     Overall, there is 

nothing in the rules 

or game systems that 

seems that difficult.  

Once youôve played 

even one turn you 

can pretty much fig-

ure out most of the 

game.  The issue is 

trying to do this over 

a vast area with hun-

dreds of units!  Once 

you play the larger scenarios there is a lot 

going on each turn and how you activate 

units, spend command points, choose 

actions, and deal with the enemy gives 

you literally hundreds of decisions during 

the game, 

      A few things I really liked are the 

color coding of the various divisions and 

formations and the beach landings.  Ra-

ther than lay out every single mg nest, 

fortification, trench, etc., there is a system 

whereby you reduce the gaps/obstacles 

and resistance nests by firing at an ab-

stract target.  Very clever and it not only 

works well, but saves a ton of time.  Get-

ting troops ashore, organized, then off the 

beach is not as 

easy as it sounds.  

I can only imag-

ine what Utah 

and Omaha are 

going to be like 

when they come 

out! 

     So the ques-

tion remains 

whether or not 

the game is 

worth the high 

price tag?  My 

answer would be 

a resounding yes!  The components are 

top notch, state of the art, and there are 

very few if any complaints I have against 

them.  The game play is interesting, the 

systems work well, and thankfully there 

are smaller scenarios to keep you busy or 

are helpful in learning the system. How-

ever, the game could be 

too much for some gam-

ers.  There is a lot going 

on and the beach land-

ings definitely up the 

complexity of the game 

system and we havenôt 

even touched on the 

airborne landing yet.  

Overall, this is a beauti-

ful game that is very  

well laid out and cries to 

be played.  Whether or 

not you want to pay the 

price for it is up to you, 

but I would suggest get-

ting one before they go 

up in value. 
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For the week of the 23rd we again visited 

Saga for a scenario involving some Nor-

man on Viking action.  Ask most folks 

about when the Normans were first in 

England, and theyôll probably look at you 

like ówho are the Normansô, but for his-

torical folks, most will say 1066.  That is, 

of course, somewhat misleading and 

untrue.  The events in 1066 were of 

course predicated on the fact that Ed-

ward the Confessor had a lot of Norman 

advisors in the kingdom at that time, and 

if you are a conspiracy theorist, he may 

have been bumped off so that he could-

nôt transfer power to them (Duke Wil-

liam at least made that claim, and there 

is some evidence to believe he was prob-

ably right).  Edward, though, isnôt their 

first interference in English politics.  

When Cnut conquered England he took 

a Norman bride, Emma.  So in a real 

sense, Edward was Norman, and Cnut 

was already courting the powerful fami-

lies in Normandy following his conquer-

ing of England. 

Thus the plot for the evening involved 

two Norman lords being called up Cnut 

for a council following his conquest.  In 

the aftermath, Cnutôs big potential rival 

was Thorkell the Tall, and Cnut was 

calling in all lords to assess loyalty.  A 

few of Thorkellôs retainers took it upon 

themselves to ambush the Normans and 

hopefully reduce Cnutôs clout enough to 

keep him from obtaining unquestioned 

power.  Just shy of a river crossing next 

to a small farmstead in a wood they barri-

caded the road and setup an ambush in 

the surrounding woods. 

We played with 4 players, each with a 3 

point warband.  Norman player 1 had 1 

warlord, 1 mounted hearthguard unit, 1 

foot warrior unit, and 1 warrior unit with 

crossbows.  Norman player 2 had 1 war-

lord, 1 mounted hearthguard unit, 1 foot 

warrior unit, and 1 unit of bow armed 

levy.  Viking player 1 had 1 warlord, 1 

unit hearthguard, and 2 units of warriors.  

Viking player 2 had 1 warlord, 1 unit 

hearthguard, 1 unit of warriors, and 1 unit 

of levy bow.  The entire board was essen-

tially forested, meaning the milites could 

not move more than one base off the path 

or field (small path off the field led to a 

ófoot bridgeô over the river, simulating 

the somewhat dense underbrush that Eng-

lish forests can tend to have.  Archers 

were allowed to shoot through it.  The 

Normans had to get at least 50% of their 

units off the table (50% being units with 

more than 50% of their men left, such 

that if the Vikings killed 3 of 4 

hearthguard, as an example, they got the 

victory point for that unit). 

In addition, we used a hidden setup for 

the Vikings.  They had a suite of cards 

that were turned face-down.  All face 

cards were real units, non-face cards were 

dummy blinds.  They could move each 
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card as if it was a unit, and if a Norman 

came within 6 inches of a card it had to 

be revealed.  This enabled the Viking 

players to move about and create some 

tension in terms of where the attack 

would fall. 

In the opening phases most of the Nor-

mans moved up the path into the small 

farm clearing, being locked into a narrow 

combat formation due to the path.  A lone 

unit of Viking warriors surprised them 

near the entrance to the farm, and the 

Normans struggled to array into for-

mation in time to protect the column.  

The doughty warriors gave much better 

than they took, and quickly whittled 

down a unit of warriors before being fin-

ished off by milites.  The Viking levy 

appeared in one of the fields of the farm, 

and were promptly charged by the surviv-

ing milites.   

Below the carnage in the town, the cross-

bows and Norman levy were sneaking 

through the trees supported by the re-

maining unit of warriors.  They just made 

the field, as their warrior screen was 

butchered by in coming Viking warriors.  

At this point things were looking grim for 

the Normans, they were close to hitting 

the 50% mark and loosing.  1 unit of mili-

tes was almost gone, 2 units of warriors 

were gone, and the Viking warlords and 

hearthguard were yet to get into play. 

It was here the Norman missile fire saved 

the day.  They effectively wiped out a 

hearthguard, warlord, unit of warriors, 

and stymied the Viking movement 

(essentially denying them easy routes to 

mop up).  It came down to the remaining 

Norman hearthguard attacking the re-

maining Viking 

hearthguard eve-

rything being 

butchered.  The 

warlordôs 

clashed, and the 

Normans came 

out on top with 

just their war-

lords and the 

missile armed 

levy counting 

towards victory, winning by the skin of 

their teeth thanks to some last minute 

heroics by the missile units and warlord. 
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Saratoga 1777 

Knights Battles for 

Wargamers 

Written by John 

Sweetman 

 

This is an ñOldy but 

Goldyò review. Knight 

books were a series 

published in the late 

60ôs and early 70ôs 

specifically for war-

gamers. They covered 

battles from the Medie-

val to Horse & Musket 

period. Now as many 

of you know Saratoga was a pivotal battle 

of the Revolution and one that didnôt 

involve George Washington. The book 

itself is a thorough but brief account of 

the campaign and battles giving 

one enough information to re-

fight thim if wanted. An introduc-

tion by Brigadier Peter Young 

DSO MC starts it off. If you 

youngsters donôt know who that 

is then look it up and let the 

amazement begin. Now this is 

probably not the easiest book to 

get ahold of but I wanted to point 

out that this is basically a collecti-

ble book that I picked up at a flea 

market cheap. It is also part of 

our gaming community heritage 

and we shouldnôt forget where we 

came from or the people who 

contriuted to where we are today. 

 

 

Gustav Mannerheim 

#32 Command by Osprey Publishing 

Written by Steven J. Zaloga 

 

This is a welcome addition to the Osprey 

Command 

series. Man-

nerheim 

fought in 6 

major con-

flicts in his 

lifetime and 

conducted a 

2 year intelli-

gence trek 

for Czarist 

Russia 

through Cen-

tral Asia. Mannerheim is aslo re-

membered as a military man and 

founder of the Finnish state who, 

unlike many of his contemporaries,  

turned his back on politics after 

winning Finlandôs Civil War. He 

eventually became a politician to 

lead Finland out of WW 2 and 

maintain its independence. This is a 

well written book with many excel-

lent photos and the usual great Os-

prey art plates.  

 

Decaturôs Bold and Daring Act- 

The Philadelphia in Tripoli 1804 

#22 Raid by Osprey Publishing  

Written by Mark Lardas 

 

In 1804 the United States was considered 

a minor power on the world stage. Espe-

cially so to the 

Barbary Pirates of 

North Africa. To 

counter this and 

expand American 

influence and repu-

tation successive 

naval squadrons 

were sent to the 

Mediterranean. 

This is the story of 

how the Philadel-

phia was accident-

ly run aground and 

lost to the Bey of 

Algeria and the 

how the US Navy 

responded. Itôs a great story of the young 

US Navy and told in a great way by the 

author. Horatio Nelson called 

it òthe most bold and daring 

action of the ageò high praise 

indeed.  

 

 

Bill Slim 

#17 Command by Osprey 

Publishing 

Written by Robert Lyman 

 

Most of us have no idea who 

Bill Slim was. As Americans 

we know of Nimitz, Halsey, 

MacArthur and the island 

hopping campaigns of the 

Pacific. Bill Slim lead the 

ñForgotten 14th Armyò in the 

Burma 

theater. 

This was 

an army 

that had 

been badly 

beaten by 

the Japa-

nese in the 

early Pa-

cific war 

but 

stopped 

them at 

Imphal 

and Kohima and destroyed them in the 

ô44 and ô45 campaigns into Burma and 

Thailand. All of this was due to Slimôs 

inspiring leadership and ability to per-

form with what was available. Not many 

armies give their commander a standing 

cheer while in full retreat before the ene-

my. On a personal note my Grandfather 

knew Slim from his service in India dur-

ing the 20ôs. A good read and recom-

mended. 

 

1415: The Battle of Agincourt 

2015 Special Edition of Medieval War-

fare by Karwansaray Publishers 

Written by multiple article authors. 

 

As some of you know Karwansaray Pub-

lishers is the publisher of Ancient War-

fare and Medieval Warfare magazines. 

Occasionally they come out with special 

editions that cover a specific battle. An-

cient Warfare chose Agincourt for 2015 

as itôs the 600th anniversary this year. The 

special edition is 

made from article 

covering the cam-

paign lead up, the 

battle, army organi-

zations, aftermath 

and its special spot 

in history. Each arti-

cle is written by 

separate authors who 

are well versed each 

in their own special-

ty. I thoroughly en-

joyed it and would 

recommend it to 

anyone with an in-

terest in the period.    
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     Iôve reviewed the 

two previous games in 

this series, Next War:  

Korea and Next War:  

Taiwan, a few issues 

back.  They were posi-

tive reviews, even if 

the advanced game 

level was definitely at 

the upper end of the 

complexity range for 

most gamers and it 

would take a serious 

time commitment to learn the system.  

The third game in the series, Next War:  

India-Pakistan, has arrived quicker than 

anticipated, showing that this is one of 

GMTôs more popular series as it made 

the P500, finished development, and 

shipped quickly. 

      Like the two previous games in the 

series, it is an effective combination of 

GMT components/packaging, and a labor 

of love by designer Mitchell Land.  Inside  

the box you get a 22 x 34 map, several 

sheets of counters, quite a few reference 

cards, a series rulebook, and an exclusive 

rulebook for this particular game.  The 

counters are nicely done, the cards are 

extremely useful, and there is really not 

much to criticize in the overall package.  

This is a well done game series and it 

shows. 

      When you think of the Indian sub-

continent along with Pakistan your first 

impression might be a series of maps for 

this game, but the one that it comes with 

focuses on the likely areas where a war 

would take place.  The map offers two 

completely different theaters; the first is 

Kashmir, which has some particularly 

nasty terrain, and the second is the La-

Hore area that is primarily flat with rivers 

and canals cutting across it.  The Kashmir 

area will present a large number of chal-

lenges for both sides, especially in terms 

of combat support and mobility. 

     The counters represent the various 

brigades, divisions, and aircraft for 

both combatants.  There are also a 

large number of additional counters to 

represent the various foreign powers 

that can intervene in the fighting.  

These include China, Russia, the 

United States, plus the UK and 

France.  There are also counters for 

the other two games that reflect up-

graded units or to fix errata issues. 

      The series rules by now have been 

pretty well defined and are pretty tight.  

The standard game is fairly straightfor-

ward and most hex and counter gamers 

will be up and running in no time.  The 

standard game uses a basic air system for 

supporting combat, which makes it much 

easier to use than the full game.  Move-

ment, combat, stacking, 

etc., are things most gam-

ers have seen before and 

there are a few standard 

game scenarios which are 

very useful in learning the 

combat system, and more 

importantly, the terrain. 

     Then you get to the 

advanced game and the 

level of complexity gets 

ramped up considerably.  

At this point you start 

dealing with HQ units, 

supply, special forces op-

erations, cruise missile strikes, and more.  

On top of that there is a full scale air 

game, which is not for the meek of heart.  

Air superiority missions need to be as-

signed, strikes with escorts, wild weasels, 

degrading air defenses, and more all 

come into play each turn.  In fact, it be-

comes almost like playing two games in 

one at times.  However, to really see how 

modern airpower affects a campaign, the 

advanced air system needs to be tried at 

least once by anyone interested in this 

series. 

     One of the interesting aspects of the 

advanced game is that you have to set 

the International Posture Matrix before 

each game, meaning that the U.S., Rus-

sian, and/or Chinese forces could inter-

vene in the fighting and the level of 

their involvement.  This could range 

from supply points and maybe some air 

units, to full fledged support with carrier 

battle groups and rapid deployment forc-

es.  In this game there are numerous Chi-

nese forces, a few Russians, and a wide 

range of U.S. air and ground units that 

could possibly show up. 

      There are several standard game sce-

narios, with a few only lasting several 

turns, which are great for learning the 

system.  Most of these feature Chinese 

involvement, usually in the way of air-

borne and airmobile forces.  There is one 

very large standard scenario that would 

take several hours to complete, but is still 

very manageable.  Then there are two 

advanced game scenarios that deal with a 

border war that escalates into full blown 

conflict and a unification scenario that 

begins with Pakistan having achieved 

tactical surprise. 

      The two ad-

vanced game scenar-

ios are going to be 

long affairs, ,so pre-

pare yourself as they 

could go up to 12 

turns each.  With the 

amount of air units, 

foreign intervention, 

and large numbers 

of ground units, this 

will definitely be a 

slugfest. 

      Finally, there is 

a ñLoose Nukesò scenario that looks to be 

pretty chaotic where various foreign pow-

ers along with India try to bring order to a 

collapsing Pakistan.  I should also men-

tion at this time that both sides do have 

nukes available in the advanced game 

scenarios and there are rules for their 

effects.  I think that these were included 

as both sides seem to believe that they 

will more than likely be used in any fu-

ture war. 

      Overall, there is a lot to like here and 

the series continues to get more refined 

with each new release.  This particular 

game has some unusual terrain, a wide 

mix of units, foreign power intervention, 

and some intriguing scenarios.  I also 

think that itôs great for someone just get-

ting into the series as there are no naval 

rules, which do take some additional time 

learning and implementing. 
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