


     Well over a decade and 

a half ago our gaming 

group had come to a cross-

roads of sorts.  The group 

had split, with one faction 

moving on to 28mm only 

and the other, of which I 

was a member, wanted to 

continue using our large 

15mm armies for various 

periods.  At that time, our 

preferred rules for the 

ACW were Johnny Reb 3.  

However, with our new 

group having to rotate plac-

es to play, fewer members, 

etc., something needed to 

change. 

     Johnny Reb 3 was good 

and bad.  While we liked it 

and had been playing the 

system for quite some time, 

if you didnôt know the rules 

front and back, you could 

get taken advantage of 

pretty easily!  Not only 

that, most of the larger 

scenarios were two night 

affairs, which wasnôt going 

to work for us at least in 

the short term.  We needed 

to look for something else 

or put playing ACW games 

on hold for awhile. 

      Enter Fire & Fury 

ACW.  We knew the rules 

existed, that you could use 

15mm figures, and that 

they were supposed to be 

fast playing.  The added 

attraction is that you could 

fight some of the larger 

battles in less time than 

with Johnny Reb 3, which 

was certainly an attraction 

to us.  Our group ordered a 

couple of copies and we 

started reading the rules, 

then set up a test game, 

which was so successful 

we immediately started 

rebasing our figs!  To this 

day we have not looked 

back and have even avoid-

ed trying out other rules as 

weôre quite happy with Fire 

& Fury as it is. 

      Like The Sword and 

the Flame, Fire & Fury has 

been around for quite some 

time and thereôs always 

been talk about a new ver-

sion.  For myself, rules are 

rules and the old versions 

work just fine for me.  

However, in this new day 

and age of gaming, if 

youôre not seen as moving 

ahead in some fashion, 

gamers will drop you in 

favor of something new 

and shiny.  The original 

Fire & Fury rule book, 

while functional, didnôt 

have the best graphics, 

charts, maps, etc., but ex-

pectations have since 

changed and an upgrade 

was definitely needed. 

      Before we get to the 

new version, a discussion 

of what Fire & Fury is 

might be helpful.  Unlike 

many ACW rules that fo-

cus on individual regi-

ments , usually at a scale of 

1:20, F&F as it known by, 

has the brigade as the 

standard unit.  With units 

usually being 4-12 stands, 

youôre talking about bri-

gades of anywhere from 

just under 1,000 men to 

larger brigades of 2500.  

Each stand represents 150-

200 men, one gun is a bat-

tery, and turns are 30 

minutes of real time, so 

weôre definitely talking 

large scale games. 

     What makes F&F 

unique, however, are the 

movement and combat 

systems.  Each turn a com-

mander rolls 1D10, applies 

modifiers, then moves each 

brigade.  The results deter-

mine how far a unit moves 

and/or if it rallies.  Simple, 

but very effective and you 

never know (cont. on p3) 
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(cont. from p2) 

what is going to 

happen, which 

often results in 

plans going awry 

more often than 

not!  The combat 

system is also 

simple to use 

where you count 

up a brigadeôs 

stands, then check 

the range to see 

how many fire points it generates.  Add 

some modifiers and then roll 1D10 to see 

if you cause any casualties.  Stands are 

rated as Fresh, Worn, and Spent, which is 

determined by how many stands are left 

in the brigade.  As you go down in levels 

there are negative modifiers for move-

ment, firing, and melee.  Again, a very 

clever system that is easily taught and 

produces a good historical simulation. 

     We finally get to the new edition and 

the first thing you notice is that it is hard-

bound and as you flip through the book 

there is a lot of color used throughout.  

The author has clearly taken all of the 

feedback, suggestions, and ideas from 

thousands of gamers over the years and 

applied them to this version.  The rules 

are clearly laid out, there are a large num-

ber of examples/diagrams, and youôre 

first take is that this is a well designed, 

professional level effort.  In this day and 

age where you never really know what 

youôre going to get in terms of rules, es-

pecially revised ones, with F&F any fears 

that you may have had are quickly put to 

rest. 

     Naturally, one of the first things you 

look at are the reference cards that come 

with the rules.  Theyôre pretty good size, 

in color, and you can quickly see a few 

changes.  Even though these are essen-

tially the same rules as F&F players have 

been using for quite some 

time, there are some tweaks 

here and there.  This may 

be to get things more in line 

with the Regimental Fire & 

Fury rules, as the bases 

now show three figures per 

base where most of ours are 

still using four (you can use 

the suggested basing 

scheme or the rules will 

work just about any scale/

basing).  My take is that 

you can use the three figure stands to play 

either set of rules, which is smart and 

expands the base of players for both 

games. 

     The rules are laid out in a logical for-

mat, with examples and snippets from the 

charts highlighting each part of the se-

quence of play.  No doubt, years of feed-

back have definitely shaped the organiza-

tion of the rules and you can see where 

there has been some critical thinking in 

how to explain things even for gamers 

new to the period.  I was always im-

pressed by F&F in terms that really only 

one person in the gaming group needs to 

know the rules well as it is one of the 

more easier games to explain.  In our 

experience you can have players running 

movement and combat off of their own 

charts in under 15 minutes. 

    Whatôs changed?  There 

are some new rules, but what 

impact they have on play is 

yet to be determined and I 

suspect the final verdict wonôt 

come out until weôve played 

this a half dozen times.  There 

is a new result on the move-

ment chart called Double 

Quick, towns and built up 

areas are finally explained, and cavalry 

can countercharge, which are just some 

of the changes.  The big changes are in 

the firing system, which by first appear-

ances may make things a bit more deci-

sive.  New items such as Heavy Casual-

ties and Key Positions, along with minor 

tweaks to the charging rules will take a 

few tries to get right. 

     The old firing chart was a monument 

to simplicity.  The new firing chart is still 

fairly simple, but there are changes.  The 

most noticeable is it now matters what 

class of troop you are shooting at, so Vet-

eran units now finally get some separa-

tion from the other units on the battle-

field.  There is also more separation in 

regards to types of weapons, which may 

or may not be to everyoneôs liking.  

Again, I think this is to bring the brigade 

game more into line with the regimental 

version.  The changes where each brigade  

now has levels assigned to them (crack, 

veteran, experienced, and poor will also 

have a huge effect during the game. 

     The game also features new types of 

unit labels and three scenarios, First Bull 

Run, First Day at Gettysburg, and Reams 

Station.  The unit labels, scenario maps, 

and just how the scenarios are set up is 

first rate.  If only all rules had scenarios 

that look this good!  Fortunately, there 

are plans to redo the old Eastern and 

Western Theater scenario books, bringing 

them up to the standard in this book, 

which will be welcome news for F&F as 

well as ACW gamers in general. 

     F&F has been an extremely popular 

set of ACW rules, selling thousands of 

copies and even black and white versions 

off of copiers have been around for quite 

some time.  The author has take his time, 

corralled all of the errata, suggestions, 

etc., and combined it with current print-

ing technology to produce an outstanding 

version of the rules.  The various changes 

will take some time to sort out and play 

through, but in my first reading or two 

they look pretty good to me.  Weôll defi-

nitely have a battle report or two for the 

next issue as my group is excited to try 

this out.  Again, this is a set of rules that 

should be on every historical wargamerôs 

shelf. 
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     This was to be our last game using 

the BKC2 rules as the 3rd edition is now 

out and most of our group will have 

theirs shortly.  It was also a strange 

looking board as in my haste to pack 

everything up I forgot the roads!  Any-

way, this was going to be a four player 

battle that involved U.S. mechanized 

forces in France during the main ad-

vance in 1944.  We didnôt know what 

table size we would have until we ar-

rived, so I had to rework the scenario on 

the fly and it actually turned out well! 

      The scenario had a U.S. task force 

holed up in a small town across a river. 

This force had advanced a bit too far the 

previous day and was now cut off by 

German mobile forces.  The U.S. side 

would launch an attack that would hope-

fully link up with the separated force and 

prevent the Germans from forcing their 

surrender.  The Germans meanwhile, had 

taken up positions to block the bridge and 

cover the rail line, where the expected 

U.S. attack would begin from.  The Ger-

mans also had two powerful mech forces 

entering onto the board to counterattack 

and U.S. forces that get across the rail 

line. 

    The U.S. force had one company of 

armor plus one of mech infantry guarding 

the bridge across the river.  Two battal-

ions of Shermans, a battalion of light 

tanks, and a battalion of mech infantry 

with three batteries of 105mm in support 

would make the main attack.  The Ger-

mans had a panzergrenadier company and 

a company of Stugs waiting at the rail-

yard and positioned along the cut.  This 

force could not hold up to a major attack, 

but was supposed to fight a delaying ac-

tion until the main German armored forc-

es arrived.  A small kampfgruppe consist-

ing of a company of infantry, an 88mm 

AT gun, and a Tiger bottled up the U.S. 

forces across the bridge. 

     The German counterattack force was 

in two groups.  The first was a mixed anti

-tank unit consisting of three Jdpz-IVs 

and three Marders.  The second had four 

Panthers, four PZ-IVhôs, and a company 

of panzergrenadiers.  These would enter 

from the opposite board edge and try to 

get into position quickly.  There were 

also three batteries of 105mm available 

off board.  Both sides had FAOôs and 

recon elements available. 

      The U.S. forces right off the bat ran 

into trouble.  First, there were a lot of 

units coming on at the same time and 

there was the inevitable traffic congestion 

issues.  The second was that some bad 

command rolls made it even worse, de-

laying the arrival of units to the front.  

This allowed the German defenders along  

the rail line to engage small groups at a 

time when they realistically should have 

been overrun fairly quickly.  The artillery 

of both sides began to rain down on 

friend and foe alike!  The German artil-

lery knocked out several U.S. infantry 

units still in their trucks as that side of the 

attack bogged down with poor command 

rolls. 

      Meanwhile, the German counterattack 

force got rolling, trying to get to the rail-

way defenders as fast as possible.  The 

German force that bottled up the Ameri-

cans on the other side of the bridge came 

under heavy fire, losing the Tiger that 

was attached to them.  After a few turns, 

things looked pretty good for the Ger-

mans and if they could just get more units 

up to the rail line, the scenario would 

definitely end up as a German victory.  

At this time the German command rolls 

went from good to bad.  (cont. on p 5) 
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(cont. from p4)  The Panthers reached the 

railway right as the last German defend-

ers in that area were knocked out or 

forced back.  This set off a wild melee 

that went for several turns, with both 

sides slugging it out at close range.  Soon, 

there were large numbers of burning ve-

hicles strewn about the railway.  Artillery 

continued to come in fast and furious, 

breaking up attack and counterattack 

alike. 

      The U.S. mech infantry finally got 

going, dismounting and attacking the 

panzergrenadiers holding the rail cut.  

The fighting moved to the hand to hand 

stage where the defenders were finally 

overrun.  This set the Shermans on that 

flank free and they turned towards the 

center of the board after crossing the cut.  

The Germans dispatched the two mobile 

anti-tank forces to plug the gap.  By this 

time the casualties on both sides were 

pretty high and withdrawal for one side 

or the other was imminent. 

      Back at the main railyard, the German 

and U.S. armor slugged it out, where after 

several turns both sides were unable to 

advance any further.  The battle would be 

won in the center of the board with the 

few units still capable of sustained com-

bat.  This meant the few companies of 

Shermans that crossed the cut against the 

Marders and Jgpz IVs.  All other forces 

were either engaged or too worn out for 

further operations. 

       The battle was shorter than everyone 

expected.  The U.S. player on that side, 

who had a knack for rolling snake eyes in 

our BKC2 games, did so again!  The 

Shermans let loose a massive barrage that 

left most of the German forces in flames.  

The Germans scored some hits, but for all 

intensive purposes the game was over.  

The Germans could not hold any longer 

and more U.S. forces were pouring 

through the now open railway cut and 

they would link up with the trapped U.S. 

forces on the other side of the river. 

     This was a great game!  Both sides 

kept throwing units into the maelstrom 

around the railyard, which with artillery 

thrown in became a killing ground.  The 

Germans tried to reinforce the defenders, 

but ran into heavy opposition.  Just as it 

looked like the Germans prevailed, one 

big turn set the U.S. forces loose in the 

center of the board, ending the game. 
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Situation:  Red is preparing for a ma-

jor battle where it has numerical superior-

ity and victory is all but assured.  Howev-

er, unknown to Red, Blue has made a 

deal with part of Redôs forces to switch 

sides before the battle begins.  Red must 

extricate their forces from this sudden 

change of events and regroup back in 

Redôs territory. 

Period:  Ancients to late 19th century 

is preferable, particularly the Samurai era 

where betrayal and/or switching sides 

was a common occurrence.  The slower 

move rates of pre-mechanized forces 

gives Red a chance to organize a re-

sponse to the turn of events. 

Table Size:  6 x 4, but a larger table 

could be used with more terrain added. 

Terrain Notes:  The hills are fairly low, 

but block line of sight.  The town is a 

mixture of wood and stone buildings. The 

woods are light woods, but do block line 

of sight.  Additional farms could be add-

ed to the board for those wanting addi-

tional terrain on the battlefield. 

Scale:  Can be used with any rules, but 

something where each unit is a battalion 

or regiment would probably work best. 

Red Forces:  Redôs forces are deployed 

in three groups: 

Left 

3 units of infantry 

1 unit of cavalry 

1 battery of artillery 

Center 

6 units of infantry 

1 unit of cavalry 

2 batteries of artillery 

Right 

1 unit of infantry 

3 units of cavalry 

Set Up:  Redôs forces can set 

up anywhere up to the red line 

running across the center of the 

board.  Each group should be 

set up for an attack on Blueôs 

positions as fair as possible 

since Red will not know which 

flank will be the one that betrays 

them.  Each group must have at least 75% 

of its forces on the Red line near the cen-

ter of the board. 

Red Orders:  Hold villages B & C for 

as long as possible.  If the villages are 

lost to Blue, then exit as many units as 

possible off of the road back towards 

Redôs territory. 

Blue Forces:  Bluesô forces have been 

waiting for the inevitable Red attack, 

which will probably end the war.  How-

ever, at the last moment one of Redôs 

factions has struck a deal to change sides.  

Bluesô front line commanders are not sure 

which faction it actually is and where 

they are located, so their defense is set up 

against the entire Red front. 

At Start: 

6 units of infantry 

2 units of cavalry 

1 battery of artillery 

Blue Orders:  Defend village A, then 

once the Red group switches sides attack 

and attempt to seize villages B & C. 

Set Up:  Blueôs starting forces are de-

ployed anywhere behind the blue line 

marked on the map. 

Betrayal:  Before the game begins, Red 

rolls 1D6 to see if the betrayal occurs 

before or after the attack on Blue begins.  

On a 1 or a 2 the betrayal occurs before 

the battle begins.  Roll 1D6 and on a 1-3 

it is the Left group that changed sides and 

on a 4-6 it is the Right group.  If the be-

trayal does not occur before the game, 

then during the game Red rolls 1D6 at the 

start of each turn: 

1-2 No betrayal this turn. 

3-4 Left group betrays 

5-6 Right group betrays 

Initiative:  Red is first each turn. 

Game Length:  12 turns 

Special Rules:  Once the betrayal oc-

curs those forces officially come under 

the control of Blue and may be used dur-

ing Blueôs turn.  If the betrayal does not 

occur before the game then Red MUST 

attack Blue each turn until it does. 

Victory Conditions:  Blue needs to con-

trol villages A & B for a tactical victory.  

If Blue captures both villages and pre-

vents at least 50% of Redôs forces from 

exiting the road, then it is deemed a ma-

jor victory.  Any other result is a Red 

victory. 

Variants:  There are a large number of 

variants possible, starting with larger 

forces and playing surface.  Reinforce-

ments could be added to Red to balance 

out the game, especially if Blue is fortu-

nate if the betrayal does not occur for 

several turns and 

Redôs forces are 

spread out due to the 

attack..  Troop qual-

ity could be adjusted 

to also affect the 

play balance.  Play-

ers could also roll 

for individual units 

rather than either 

flank, which would 

make for a much 

more chaotic event.  

Blue could also be 

allowed to know 

which group will 

betray Red and co-

ordinate their de-

fense before the 

game begins. 
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Situation:  Red has decided to launch a 

punitive invasion of Blueôs territory.  If 

the situation develops favorably, Red can 

reinforce the beachhead and look to ex-

pand operations for a larger campaign.  

Red must quickly move out from the 

beach and seize the nearby village along 

with its critical road juncture. 

Period:  This scenario can be used with 

any period, from a possible Greek or 

Roman invasion to modern day forces 

against a fictional country.  The force 

lists would need to be adjusted for mod-

ern day infantry/vehicle types as well as 

air assets. 

Table Size:  6 x 4, but a larger table 

could be used with more terrain added. 

Terrain Notes:  The hills are fairly low, 

but block line of sight.  The town is a 

mixture of wood and stone buildings. The 

woods are light woods, but do block line 

of sight.  The beach area provides no 

cover. 

Scale:  Can be used with any rules, but 

something where each unit is a battalion 

or regiment would probably work best. 

Red Forces:  Redôs forces consist of the 

units on the board at the start and rein-

forcements that arrive later in the game. 

First Wave (arrive Turn 1): 

5 units of infantry 

1 unit of light infantry 

1 unit of cavalry 

1 battery of artillery 

Reinforcements: 

4 units of infantry 

1 unit of light infantry 

2 units of cavalry 

2 batteries of artillery 

Each turn Red can select 

three units from the 

available reinforcements 

that can be landed at the 

beach until all of the 

reinforcements have ar-

rived.  Units arrive in 

column and cannot move 

further on the turn that 

they arrive. 

Set Up:  Redôs first wave arrives on 

Turn 1 anywhere along the beach in col-

umn formation, which is all the move-

ment those units get for the first turn. 

Red Orders:  Seize and hold the village 

along with the road junction by the end of 

the game. 

Blue Forces:  Blue has established a 

series of small forces along the coast in 

anticipation of an invasion by Red.  There 

are reinforcements that will begin arriv-

ing once the alarm has been sounded.  It 

is assumed for this scenario that Blue has 

seen Redôs ships coming and has sent 

messengers out to the various reinforce-

ments, telling them where to assemble to 

defeat the invarion. 

At Start: 

1 unit of infantry 

1 unit of light infantry 

1 unit of cavalry 

1 battery of artillery 

Reinforcements:   

 Roll 1D6 each turn: 

1 2 units of infantry 

2 1 unit of cavalry 

3 1 artillery battery 

4 1 unit of light infantry 

5 1 unit of infantry 

6 Roll twice for reinforcements  

Roll a second D6 to determine where the 

reinforcements enter: 

1-2 A 

3-4 B 

5-6 C 

Blue Orders:  Delay the invading forc-

es until help can arrive to secure the vil-

lage and the vital road junction.  Counter-

attack where necessary to assist rein-

forcements moving up on the roads. 

Set Up:  Blueôs starting forces deploy 

anywhere behind the blue line on the 

map.  Reinforcements begin arriving on 

Turn 1. 

Initiative:  Red is first each turn. 

Game Length:  12 turns 

Special Rules:  The reinforcements for 

both sides are the only special rules in the 

scenario. 

Victory Conditions:  Red needs to seize 

and hold the village by the end of the 

game.  The success of this attack will 

determine if Red reinforces this beach 

sector for further campaigns. Any other 

result is a loss for Red. 

Variants:  There are a large number of 

variants possible, start-

ing with larger forces 

and playing surface.  

Reinforcements could 

be added to either side 

to balance out the game 

or playing experience.  

Adding weather, partic-

ularly for landing rein-

forcements, would be 

an interesting addition 

to the scenario.  Blueôs 

reinforcements could 

also arrive in larger 

groups and supplies on 

the beachhead could be 

made into a major ob-

jective for Blue where 

they win if they are 

destroyed and forcing 

Red to defend them. 
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Blowouts & Knowing When to Quit 

      Itôs happened to all of us at one time 

or another in the hobby.  You spend a lot 

of time preparing a scenario, you get 

there early on game night for the set up, 

you go through the briefings for the play-

ers, then the game ends suddenly for one 

reason or another when one side com-

pletely obliterates the other.  In my expe-

rience there arenôt certain sets of rules 

that are more susceptible to this than oth-

ers, certain dice 

(i.e., D8s, D10s, 

etc.) systems that 

bring this about, 

levels of the intel-

ligence of the 

players, or any 

other reason.  

Blowouts just 

happen. 

   One of these was 

with a favorite 

period and rules set of ours, the Age of 

Reason.  We had a large fictional battle 

planned between the Austrians and the 

Ottomans.  After carefully laying out the 

terrain, setting up the units, making sure 

everyone knew the special rules for both 

sides, etc., we got started.  Two turns in, 

there were a series of massive cavalry 

battles on both flanks where the Otto-

mans annihilated the Austrians, routing 

everything they came into contact with.  

By turn three they were crashing into the 

flanks of the Austrian infantry and artil-

lery, either routing or destroying many of 

those units as well.  Three turns in the 

Austrians had lost 40% of their force, 

three flags, two officers, four artillery 

batteries, and naturally failed their with-

drawal check which ended the game! 

       A few years ago we decided to do a 

BKC2 Eastern Front battle which fea-

tured a German counterattack into a slow 

rolling Russian offensive.  Now most of 

our BKC2 games go at least 9-10 turns 

and some even longer than that.  This one 

barely went three turns!   The Germans 

had incredible movement rolls, including 

several snake eyes, which allow for dou-

ble actions.  They rolled up to the front 

lines and proceeded to wipe out anything 

that even resembled being Russian!  The 

Russians could do nothing right and the 

Germans nothing wrong.  Inside of an 

hour the game was over and we decided 

to replay it, with the second game won by 

the Russians in around 10 turns! 

      In another game we were just starting 

a modern micro-armor campaign and in 

the first game the Soviets had massed too 

many units for the first battle on the 

board.  The NATO covering force looked 

things over and requested the release of 

battlefield nuclear weapons, which were 

allowed in the rules.  Now the process 

was fairly involved and you needed to 

roll some weird numbers in a certain se-

quence, meaning it was pretty impossible 

to do.  The NATO commander rolled it.  

Most of the Soviet force was obliterated 

on turn 2 and for all practical purposes 

the scenario and campaign came to an 

end!  There was nothing left to do but 

restart from scratch and the Soviet play-

ers were much more cautious the second 

time around! 

      I recall many other odd-

ities like these over the last 

40 years that Iôve been 

gaming.  From Starfleet 

Battles where a Federation 

force could not miss any-

thing marked Klingon and 

won despite being outnum-

bered 4 to 1, to various 

horse & musket games 

where one side makes a 

mistake and then it snow-

balls into complete disaster.  Some of 

these are player errors, scenarios not 

thought through, horrific die rolls, or 

sometimes itôs just one of those nights 

where things go wrong. 

     Blowouts can still be fun, especially if 

youôre on the winning side!  I think for 

the most part, however, that gamers want 

a close contest where everyone gets to 

participate and have a good time.  If 

youôre the person who set the scenario up  

and possibly even provided  the figures it 

can feel like a letdown.  All of the time 

and effort coupled with the waiting for 

game night, then to see it shattered into a 

million pieces in under an hour can be 

hard to take.  Hopefully, the group is 

interested in restarting or trying the sce-

nario again (maybe with some mods) in 

an attempt to salvage the situation. 

     The other end of the spectrum is not 

knowing when to quit in our hobby.  This 

is a sensitive subject that usually draws a 

lot of gamers into the conversation, pro 

and con.  When is the right time to throw 

in the towel if youôre losing?  Does your 

group allow for that?  Do you get mad 

when someone robs you of your ultimate 

victory?  These are the kinds of things 

that get dropped into a discussion about 

when is a game truly over. 

      Fortunately, Iôve been playing with a 

group who once the handwriting is on the 

wall, usually calls it a night.  If there is 

time left, weôll restart the scenario or play 

a smaller version to fit the time remain-

ing.  For us itôs more about using the 

gaming time, trying out things, having 

fun, and the social aspect of the game.  

From my experiences this is the best of 

the available choices, but other gamers 

may see things much differently. 

      One of my negative experiences with 

this was playing Paths of Glory with 

someone outside of our group.  I had 

only played once before, but the guy 

who I was playing had played 20+ 

times, knew the card deck in and out, 

plus knew the optimum play for each 

set of cards for each turn!  Not fun at 

all.  The game can go on for some-

thing like 16 turns and by turn 10 my 

side was done and I conceded.  He 

wouldnôt accept it and wanted to con-

tinue until the very end!  I stressed 

that I had no chance, I was behind in 

victory points, and was heavily outnum-

bered, but he wanted to try some new 

strategies and ñsee how things play outò.  

After two more turns of his running com-

mentary on each card that was played, I 

thankfully got a call and used that as an 

excuse that I had to leave.  We had al-

ready played five hours and there was 

probably another three to go, which 

would have been pure hell. 

     In the end, blow-

outs are going to 

happen and you will 

run into people who 

want to fight to the 

bitter end.  Hopeful-

ly, both will be en-

countered in small 

numbers! 

Page 8 

Memoirs of a Miniatures & Board Wargamer Pt. 33  

WARNING ORDER  



ISSUE 46 

     As with many gam-

ers from the late 70s 

and early 80s era, I 

spent a lot of time 

playing modern micro

-armor.  Back then 

NATO vs. Warsaw 

Pact games were the 

rage and countless 

weekends were spent 

playing board games, 

micro-armor, Har-

poon, and pretty much anything and eve-

rything on the topic.  However, micro-

armor was the most popular and it hit the 

wargames table far too many times to 

count.  The big issue for us was finding a 

set of rules that we a) liked, b) felt realis-

tic, and c) we could stick with for awhile.  

Game play, time spent, etc., were way 

down the list of priorities! 

     You need to remember that this was 

the era of gaming complexity and most of 

these rules wouldnôt even get a second 

look in todayôs hobby.  Then again, we 

had a lot of time on our hands back in the 

day, you could immerse yourself in a set 

of rules, other players were patient (you 

donôt see that too often today), and if the 

game took 8 hours that was fine as there 

wasnôt anything else pressing on the cal-

endar! 

      WRG was the pre-eminent authority 

in gaming at that time, so it seemed a 

good place to start with rules.  I had 

played the WW2 version and the skirmish 

version at a club in California, so I was 

familiar with the unusual prose and how 

they worked their combat tables.  Our 

first few games were pretty fun and our 

forces grew larger by the day.  Every 

extra penny went into a Ros-Heroics, 

CinC, or GHQ order, so soon we had 

units from every NATO force.  This then 

led to larger and larger games followed 

by campaigns.  However, there was 

something wrong with the WRG rules 

and we couldnôt quite put our finger on it.  

The armor and gun ratings seemed off, 

the time scale was unusual, and there 

were a lot of holes in the rules.  Or so we 

thoughté.more on this later. 

      About that time we started looking 

around, Tacforce from GDW came out.  

We played GDW games, so this was an 

obvious slam dunk.  One problem off 

the bat was that there were multiple 

rules booklets and only cards for U.S. 

and Soviet equipment.  At the time it 

was a beautiful package and way ahead 

of any competitor.  We eagerly set up 

multiple games and the first results felt 

more realistic, but there was a huge 

cost.   

     That cost came in the terms of play-

ability and the fact that unless each 

player owned the rules, you could 

only do the basics.  The game results 

seemed more realistic, but the experi-

ence was dry and so process oriented 

that it seemed more like an academic 

exercise than having fun gaming.  Af-

ter a few more tries the group decided 

to go back to WRG.  In the meanwhile, 

however, we looked at a few other sets 

of rules, but most seemed like they 

were written for a specific club, had 

quite a few missing elements, or were 

WW2 with modern weapons added in.  

We even thought about converting games 

like SPIôs Mech War 2 into miniatures. 

    Then a few of us blundered into the 

rules by Enola Games called Combat 

Commander.  Mistaking completeness, 

hordes of optional 

rules, and enough 

tables and charts to 

last a lifetime with 

playability, we 

quickly took these 

up!  Not only that, 

but there was a 

supplement with 

even more rules! 

     Quickly deter-

mining that these 

were the rules for 

us, we launched into several games fol-

lowed by a campaign.  Although the 

rules were complex and there was a 

separate table for every caliber of 

weapon, the first several games were 

promising and we decided to keep add-

ing advanced and optional rules.  Soon 

we were gaming at the ñhigh endò of 

modern warfare, including night ac-

tions, hidden movement, and if 

memory serves me, even dealing with 

ground pressure.  No club on the planet 

was probably doing the kind of modern 

micro-armor games that we were doing! 

    One small problem, however.  It got to 

the point where we were only doing 

about 4 turns every 6-8 hours!  Yes, our 

games had become so hyper-realistic that 

they were virtually unplayable.  In our 

search for the ultimate micro-armor rules 

we had gone clear to the other end of the 

spectrum.  The experience essentially 

shut down modern micro-armor as a 

game for almost a year 

and we turned to other 

games to take up our 

hobby time. 

      We finally came 

across Challenger, 

which seemed to be 

more like an updated 

version of the WRG 

rules and less complex 

than either of the others 

that we had tried.  We 

quickly got back into 

playing modern micro-armor games and 

discovered that these were the rules that 

we had been looking for.  It took us 

awhile to get back to not have to look up 

a hundred tables, search through endless 

pages of rules, or argue over every little 

thing that was done on the board.  We 

actually started having fun again with the 

period. 

      Unfortunately, we found these rules 

too late.  The end of the Cold War, every-

one moving on with life, not as much free 

time, etc., conspired against us.  Collec-

tions were sold off, everyone went their 

separate ways, and all that was left were 

some great memories of games long past.  

We had blundered around for almost 10 

years, only to find our holy grail too late. 

     Thinking back now, we should have 

just stayed with the 

original WRG rules 

and soldiered on.  

After all, there was 

nothing really 

wrong with them!  It 

certainly is a lesson 

to use your gaming 

time wisely as you 

never know when a 

good thing is going 

to come to an abrupt 

end! 
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     Several issues ago I re-

viewed a book entitled The 

Wars of Alexanderôs Suc-

cessors Vol I-Commanders 

& Campaigns by Bob Ben-

nett and Mike Roberts.  The 

book was hard to follow 

through all of the plotting, 

conspiring, changing alle-

giances, etc., that swirled 

around the years after Alex-

anderôs death.  The cam-

paigns were described in detail, but I 

came away frustrated that there was very 

little information on the battles or the 

armies of that crucial period in history. 

      In The Wars of Alexanderôs Succes-

sors Vol. II-Battles & Tactics, the authors  

definitely remedy this.  The various chap-

ters focus on the 40 years or so after Al-

exanderôs death, where his successors 

each attempted to carve out their own 

empire while at the same time destroying 

any rivals.  The book begins with The 

Lamien War, which took place very 

quickly after Alexanderôs death and 

would set the stage for battles with the 

other successor generals.  At this time the 

armies were very similar to what Alexan-

der marched with on his journey to India, 

but this was soon to change as the succes-

sors empires stretched across the known 

world. 

      This war quickly set up a pattern 

where the leading faction tried to quickly 

overwhelm any rivals or subdue factions 

that could prove to be a problem in the 

future.  The main force from this point on 

would always be phalangites in a pike 

phalanx, who served as a steady force of 

Greeks in what would be armies that in-

creasingly relied on various allies and 

foreign forces.  Each successor army also 

had large formations of cavalry, then the 

further you went east there were ele-

phants as well. 

     The book then moves on to several 

chapters about Eumenes, who certainly 

did the most with the least, frustrating 

larger forces and continuously snatching 

victory from the jaws of defeat.  These 

chapters are some of the most interesting 

reading in the book, dealing with a com-

mander who seemingly created miracles 

and lasted far longer than he probably 

should have.  His end would also set 

the stage for what would become 

commonplace in the successorôs 

various wars, that of treachery and 

shifting alliances. 

      There are also several chapters 

on the more famous battles of 

Gabene, Ipsus, and Gaza.  Each 

sideôs forces are shown, the strate-

gies of each side, then how the battle 

played out including a map.  The one 

thing that you quickly see is that the forc-

es on both sides were remarkably similar, 

usually only differing in the number of 

phalangites and cavalry that were availa-

ble.  Each side had large numbers of skir-

mishers, archers, slingers, and light caval-

ry along with friendly auxiliaries.  Both 

sides would also usually place the heavy 

cavalry on the right in the place of honor 

and leaders were at the forefront of the 

action 

    While the maps are adequate, what is 

missing are maps that go along with the 

blow by blow account of the battle, so 

things can get a bit confusing at times as 

itôs hard to visualize what is happening 

on the battlefield.  The other item of in-

terest that continually crops up is just 

how little is know about the various units 

in the armies of the successors.  Some 

general numbers, heavy or light cavalry, 

etc., are known, but in many instances the 

few sources that are available often con-

flict.  Fortunately for the reader the au-

thors do take time to try to explain these 

discrepancies. 

      Also, while the Romans are refer-

enced and would become the ultimate end 

of the successors, there are no battles 

described in the book.  The main reason 

is that the authors chose to solely focus 

on just the immediate time after the death 

of Alexander and to where the Romans 

begin to make their appearance on the 

stage while the successor kingdoms be-

gan to fail one by one.  If youôre looking 

for a book that chronicles the rise of the 

Romans and how it changed the succes-

sors, then you definitely need to look 

elsewhere.   

      Considerable time is spent on the 

makeup of the successor armies as time 

marched forward.  Ptolomyôs use of Afri-

can elephants, Seleucusôs bodies of Per-

sian cavalry, how the phalangites 

changed from primarily Greek heavy 

formations to units raised locally 

throughout the various empires, and 

more.  It is a fascinating look at how each 

side continually used what was available 

and then having the authors explain why 

so little is known about these armies. 

      The final few chapters could almost 

be books by themselves. Naval warfare 

was a huge part of the successorôs wars, 

but here it is only given a chapter, which 

is a shame as it is one of the most inter-

esting parts of the book!  How the fleets 

came about, how they were used, block-

ades, and how critical battles shaped the 

land campaigns are described here, mak-

ing the reader wishing that there was 

more. 

      The final two chapters are on siege 

warfare, which was a huge part of the 

successors campaigns, and the various 

border wars that sprang up in between the 

major campaigns.  Siege warfare is de-

scribed in some detail, especially the 

famous siege of Rhodes.  The authors 

describe the situations, how the com-

manders approached the siege, and how 

the defenders often countered the besieg-

ers.  The border wars chapter showed that 

on the fringes of each empire there were 

numerous rebellions, switching allegianc-

es, and more that had to be continuously 

dealt with. 

     In the end, this is everything the first 

book should have been about.  The bat-

tles, forces, campaigns, and leaders of the 

wars makes for fascinating reading.  In 

fact, I would argue that the information in 

this book should have been added into the 

first one, making one large, but more 

cohesive story.  It also shows that even 

after all of this time and the numerous 

books that have been published, we still 

donôt know much about this period, espe-

cially when compared to the Roman Em-

pire.  What we do know is that Alexan-

derôs death set in motion a series of wars 

that led to the rise and fall of the various 

empires of his generals.  This book may 

not be the final word on the subject, but 

the authors do their best to explain what 

they do know and their guesses about the 

rest made a lot of sense to me.  Recom-

mended. 
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     Last issue when I was describing my 

28mm Seleucid army project I briefly 

mentioned that I was able to get one of 

the Warlord Games Successors Starter 

Army boxes.  Warlord has a number of 

these for various periods, so I thought it 

might be a good idea to go over whatôs in 

the box, how it works out for building an 

army, plus any pros and cons. 

      First, the box isnôt as big as you 

would think!  Thereôs a lot of stuff in the 

box, however, but it feats neatly into the 

package.  You get the following: 

¶ 100 phalangites 

¶ 8 Companion cavalry 

¶ 1 War elephant 

Definitely an interesting choice for what 

should be a ñstarterò army.  Where are 

the command and skirmisher figures?  

Weôll get to this later. 

      The bulk of the boxed set is taken up 

with the 100 phalangites, which come 

four to a sprue.  Thereôs limited poses 

available, but basically you get two fig-

ures leaning somewhat forward and two 

marching with pikes upright.  At first this 

doesnôt seem that great, but when youôre 

building a massive pike block it works 

out pretty good.  There are a number of 

separate heads 

which adds charac-

ter to each unit and 

gives the unit a well 

worn campaign 

look. 

      The assembly is 

pretty straightfor-

ward and the only 

issue I had is that 

the leaning forward 

figures keep falling 

over on my work-

bench!  The shields are separate, which 

definitely makes painting easier.  Three 

decal sheets are included with the boxed 

set, but they are all the same Macedonian 

star symbol in black, which leaves little 

room for variety.  Warlord naturally sells 

the LBMS transfers which have a number 

of different shield patterns.  The figures 

are well made and look great painted. 

     Next up are the 8 Com-

panions, which are met-

al.  Again, these are very 

good sculpts and the 

assembly isnôt very diffi-

cult.  You can definitely 

use these to represent a 

number of the Greek, 

Macedonian, and Suc-

cessor heavy cavalry 

units that were prevalent 

in that era. 

      Finally, there is the war 

elephant that I wrote about 

in the last issue.  This is 

primarily a resin cast with a 

few metal pieces that has a 

great looking tower and five crew.  The 

big selling piece for this elephant is that 

you get a large number of crew and the 

model looks great when finished.  It took 

me awhile to figure out that some of the 

molding on the tower 

needed to be cut out 

so it would fit on the 

elephant and I put-

tied some of the 

seems, but the as-

sembly was fairly 

simple. 

      The one thing not 

provided was decals 

for the various 

shields hanging on 

the tower.  You can either use some of 

the black star decals from the phalangites, 

paint your own, or you guessed it, order 

some more from Warlord. 

     I was able to get a good deal on this 

boxed set through a gaming store on 

Ebay.  $100 and free shipping is hard to 

beat, especially since it retails for $120 

plus shipping!  If you add up all of the 

items in the box separately it would cost 

you around $155-165, depending upon 

who you order it from.  Overall, itôs a 

great deal at a very good price and you 

get a lot of high quality products in the 

box. 

     However, is it a great starter army?  

My answer is no, but it may depend upon 

what you need it for.  I clearly used the 

boxed set as additional troops for my ever 

growing Seleucid army and for that it was 

hard to beat.  If youôre just starting out, 

then you would get 

two 40 man pike 

units, one elephant, 

and one small unit of 

cavalry.  Iôm not even 

sure thatôs sufficient 

to do a very small 

game of Hail Caesar.  

If youôre playing 

Kings of War then 

that gives you five 20 

man pike units, so 

that would a good 

starting force. 

      The other issue is 

where are the com-

mand figs?  Warlord has packs for the 

pike units available separately and youôll 

have to order a general from some other 

company for your army.  The other issue 

is what to do with the extra 20 man pike 

unit (Hail Caesar recommends 40 man 

pike units), youôll need another box of 

Companion cavalry for a 12 figure unit, 

and there are no skirmishers or archers.  

Youôre going to need to invest another 

$100 or so to get enough for an actual 

beginnerôs force. 

       Overall, itôs a great value for the 

figures that you do get and it should be 

used to provide additional units for your 

army.  Iôm not sure if the term ñstarterò is 

warranted here, but what you do get in 

the box is a high quality product. 
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