


     The Seven Years War 

has always been a popular 

period for gamers.  Back in 

the 60s, 70s, and 80s it was 

the basis for many fictional 

wargame campaign settings 

that you could read about 

in various hobby maga-

zines.  The combination of 

long lines of troops, color-

ful uniforms, intricate 

flags, interesting personali-

ties, and more, make this 

into an almost perfect era 

to game. 

      While there have been 

numerous rules for the 

period over the last several 

decades, the one set of 

rules that would seemingly 

dominate the era is Warfare 

in the Age of Reason by 

Tod Kershner and Dale 

Wood.  These rules have 

stood the test of time in the 

hobby and its difficult to 

find anyone who games in 

the period who has not 

heard of them.  The rules 

have had two previous 

versions along with two 

supplements.  Combined, 

you had a wealth of army 

lists, campaigns, scenarios, 

and more, which has cer-

tainly provided our gaming 

group with well over two 

decades of enjoyment. 

      After quite a few years 

in between versions the 

third (and probably final) 

edition is now out.  Sport-

ing a hefty $50 price tag, 

the question is going to 

certainly be asked if it is 

worth it or not.  Also, if 

you have the other versions 

should you go to this latest 

edition? 

     For those of you who 

have not heard of AOR as 

it is affectionately known, 

it is a miniatures rules set 

for battles in The Seven 

Years War, War of the 

Spanish Succession, Amer-

ican Revolution, and pretty 

much anything in the 18th 

century.  The figure ratio is 

1:50 with most units being 

regiments of 12 figures.  

The system uses morale 

grades to determine change 

of formation capabilities, 

shooting effectiveness, and 

for morale results after 

suffering losses.  Every-

thing is based on a quarter 

system, i.e., 25% losses, 

which is a stand of 3 fig-

ures.  This works out sur-

prisingly well and after a 

few battles gets to where 

you rarely need to use the 

reference charts.  Using 

historical tactics, such as 

formations in long lines 

with secure flanks and rear 

supports is definitely re-

warded.  Cavalry is a battle 

winner as the armies of the 

period werenôt very good at 

forming square in combat 

and the firepower of later 

centuries hadnôt arrived 

yet. 

     The 3rd edition is pretty 

good size, much larger than 

the previous two and most 

of that is because it incor-

porates a lot of the supple-

ments in this edition.  The 

supplements and older ver-

sions of the rules were get-

ting very hard to find, so 

overall this is a good move.   

Spiral bound with sturdy 

covers, this just feels like 

the definitive edition! 

     The first section of the 

book is the Age of Reason 

rules themselves.  There 

are extensive sections on 

basing, commanders, and 

the sequence of play.  

There is an optional basing 

system for a more realistic 

representation of artillery 

that is also included.  If you 

have previous versions not 

much has changed here. 
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      The biggest change is the introduction 

of command control and a firm rule on 

replacement officers.  The command rule 

is pretty easy to implement and it will 

prevent the various units in each brigade 

from wandering off throughout the game, 

which was one of the problems in earlier 

versions.  Several combat and morale 

modifiers have been changed slightly 

along with better explanations, which is 

also a big help. 

      The biggest changes, at least in my 

opinion, are to the army lists.  As you can 

see by the sample Swedish army list on 

this page there has been a lot of effort put 

into these.  The army lists that were in the 

original versions were definitely vanilla 

with few exceptions.  In the grand 

scheme of things 

this worked out 

well for gaming 

nights when you 

needed a quick 

scenario and it was 

tailor made for the 

Sport of Kings 

campaign system.  

The new lists, how-

ever, show exten-

sive research and 

there are notes for 

the armies along 

with options. 

      The one thing 

in the lists that I 

think gamers will appreciate is there is a 

new feature in the lists where you roll for 

each unit to determine if it goes up or 

down in morale grades.  This is a simple, 

but very effective way to add some un-

certainty into your scenarios and the cam-

paign actions.  There are quite a few lists 

in this section, which will allow you to 

fight most battles that occurred in Europe 

or North America in the 18th century.  In 

the past weôve played French & Indian 

War along with Revolutionary War bat-

tles and the rules work great. 

      This edition also includes several 

scenarios, including some pretty large 

ones that will require quite a few figures 

and would be suitable for large group 

games.  On top of that there are two cam-

paigns included (the Sport of Kings is 

covered later) that are suitable for group 

play.  They are reasona-

bly well done and should 

generate some interesting 

battles between the Aus-

trian and Prussian forces. 

     Then you also have a 

complete set of siege 

rules for those of you 

who are looking for 

something unusual for 

your gaming nights.  This 

is a standalone system 

that is pretty interesting.  

This would take some 

effort to create the siege 

works, markers, etc., but 

it is definitely something worth looking 

into.  There is so much in this rule book 

that it will literally take you 

a few days to digest all of it,  

If youôre into Seven Years 

War gaming there will be a 

lot here to inspire you. 

     The final thing is the 

Sport of Kings campaign 

system, which also includes 

the rules for Spain out of 

one of the supplements.  In 

my opinion this campaign is 

one of the finest pieces of 

wargame design in the his-

tory of the hobby.  Our 

group has played three of 

these and have had a great 

time with this.  Each player 

is in charge of a country, which includes 

England, France, Austria, Prussia, Spain, 

Russia, Ottomans, and Sweden.  Battles 

rage all over Europe, North America, 

India, and even in the 

Caribbean!  The build-

ing of armies, allocation 

of resources, negotia-

tions, battles, and more 

make this a fantastic 

campaign that is much 

simpler than it sounds. 

      So far, this sounds 

like the definitive set of 

rules for the period, it 

has a ton of army lists, 

thereôs campaigns, sce-

narios, and more.  

Whatôs not to like? 

      Thatôs a good ques-

tion and I think where 

this rules set falls short 

is in the presentation.  It 

has all the hallmarks of 

a set of rules or game 

that was rushed into 

production.  There have 

already been a number 

of pages that have had 

to be redone and alt-

hough they will be fixed 

with any new printing, 

something tells me that 

there might be more to 

follow.  The second 

issue are the images that 

are used to explain the 

rules or soak up white space.  It is an 

interesting selection and if youôre looking 

for the image quality that you regularly 

see in Wargames Illustrated or many of 

the latest rules, youôre in for a bit of dis-

appointment.   

      The reference cards are supplied as a 

tear out, which is OK, but there needs to 

be an online version of this somewhere so 

that it can be printed for multi-player 

games.  The Sport of Kings campaign 

map, while in color, was not designed for 

the size it was printed at, meaning that 

the colors are washed out and the geogra-

phy is squished.  Hopefully this can be 

remedied with a downloadable upgraded 

version. 

      None of these things detract from the 

playability or design of the rules, which is 

still as good as ever.  The army lists in 

particular stand out in this latest version 

and there is so much in this set of rules 

that it is hard to be criti-

cal in terms of effort.  

However, when youôre 

paying around $50 for a 

set of rules, that does 

entitle you to be a little 

less tolerant when it 

comes to the presenta-

tion.  Overall, the hobby 

is much better off with 

this version of the rules 

than without it.  Minor 

issues aside, it should be 

tried at least once by any 

gamer that is interested 

in the Seven Years War. 
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     Everyone felt the need to do an-

other ACW battle, so we went 

through the scenario books and came 

across an interesting battle from the 

Peninsula Campaign.  Known as the 

Battle of Fair Oaks or Seven Pines, 

this was a small action for a vital 

crossroads that rapidly turned into a 

major battle for both sides.  We rarely 

do any battles from the early period 

of the ACW, so this was a good 

chance to experience this phase of the 

war. 

      The first thing you notice about 

the battlefield and hopefully the im-

ages in this battle report convey it, is 

that the terrain would heavily influence 

the action.  We made it a point to clearly 

identify the farm fields, clearings, and 

open spaces since there were very few of 

them!  In fact, we ran out of trees to cov-

er the rest of the battlefield in several 

spots!  Heavily forested games are diffi-

cult to pull off and this would be no ex-

ception.  Moving the figures through the 

trees, determining line of sight, where 

units really are, etc., are all part of the 

challenge when playing with this much 

terrain. 

      Both sides were pretty evenly 

matched at the start of the battle.  The 

Union had several brigades and artillery 

batteries in a series of defensive lines 

near the main crossroads.  The approach-

es were also covered with abatis and the 

furthest Union line had breastworks, so 

they were set up in a pretty solid position.  

D.H. Hill led his brigades forward to-

wards some of the few clearings to 

launch an attack into the heart of the de-

fense.  The main goal of the first day was 

to take the two crossroads and if the Con-

federates could not do that by nightfall, 

the battle would be lost. 

     The first attacks went in and we im-

mediately recognized a few things that 

would be prevalent throughout this fight.  

The first is that some of the brigades were 

really big, which was a hallmark of the 

early ACW battles.  The second was that 

the troops were fragile, meaning that they 

were only fresh (extra modifiers) until the 

first or second stand loss.  Third, there 

were few artillery batteries present and 

those had a difficult time moving as well 

as finding good fields of fire.  Finally, 

there were some really good leaders pre-

sent, Kemper, Longstreet, Hill, Hood, 

Pickett, Sedgewick, etc., so many of the 

brigades got a lot of positive modifiers. 

      The abatis definitely created 

some problems, but the first lines 

went over it and shattered the Union 

line.  They continued on and into the 

second set of defenses, carrying that 

as well.  The third Union defensive 

line proved to be a much more diffi-

cult challenge, so Hill took time to 

reorganize his command and possi-

bly try a flanking attempt. 

      Meanwhile, Longstreet was 

coming up in the center while Smith 

moved to the left.  The terrain in the 

middle was particularly nasty, with 

a flooded stream adding to the 

movement penalties encountered.  

Close to the end of the first day the sec-

ond crossroads was taken and the Con-

federates consolidated their positions.  

The Union forces were massing as well, 

moving quickly down the roads and tak-

ing up positions to challenge any further 

Confederate advance.  There were some 

initial exchanges of artillery fire, but both 

sides were getting ready for a big fight. 

      Huger finally came on the Union 

flank and there was a desperate series of 

fights as his command tried to turn the 

Union defensive works.  Hill attacked 

again and one brigade broke through the 

defenses, only to be cut off and eliminat-

ed.  The rest of Hillôs command was 

worn out and had suffered heavy casual-

ties.  With one last push Huger took the 

crossroads on the final turn of the first 

day, preventing an automatic Confederate 

loss.  (cont. on p5) 
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(cont. from p4)  Though the night both 

sides reorganized.  The Union forces fell 

back and took up positions that ran along 

the roads, while the Confederate forces 

moved up to new defensive lines.  Both 

sides were able to get back some of their 

earlier casualties and removed all disor-

ganized as well as low ammo markers.  

Hillôs command was still in bad shape, 

but the Union forces opposite him had 

also suffered heavily on the first day. 

     The main Union attacks were across 

the open area on the Confederate left 

where Union forces hoped to drive back 

the defenders, then turn to take the cross-

roads in the center of the battlefield.  

Other Union forces also attacked across 

their entire line, trying to break through at 

any point.   

     Here was the danger point for the 

Confederates.  They were spread pretty 

thin, had little to no artillery, and the 

reserves that were available, particularly 

on the right, were in bad shape.  There 

was a moment, although brief, that it 

looked like things could go badly and the 

crossroads as well as the overall battle 

would be lost. 

    However, it was not to be.  The Con-

federate forces near the main crossroads 

held on, fighting off multiple attacks and 

inflicting heavy losses on the Union forc-

es.  On the Confederate left the initial 

attacks of the day were made by Smithôs 

forces, which were contained by the Un-

ion.  The main Union attack then went in 

and it looked like they were going to 

succeed.  However, Hoodôs Texans in the 

center of the line not only fought off two 

attacks, but they counterattacked and 

drove the Union forces back to their start-

ing lines.  With that everyone looked 

around and determined that the Union 

forces were fought out and simply did not 

have the strength to retake either cross-

roads. 

    A well fought two night battle that saw 

a lot of back and forth fighting, which is 

natural for Fire & Fury games!  The ter-

rain made things extremely difficult and 

this battle kept growing larger and larger 

with each passing turn.  Both sides defi-

nitely had their chances and bad die rolls, 

but in the end the Confederates did just 

enough to get the victory. 

(more pictures on p6) 
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More images showing the end of the first day and the action at dawn on the second.  After both sides redeployed through the night the 

second day opened with a furious assault by Union troops all across the line.  For a turn or two it looked as if the Union troops might 

break through to the two crossroads, but in the end their attacks were repulsed and the battle ended. 


