


First Look:
Fire & Fury 2nd Edition
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First Look: Fire & Fury 2nd Edition (cont.)
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Battle Report

This was to be |l aying the arrival of
the BKC2 rul es This allowed the Ger ma
out and most of the rail line to engag
theirs shortly. ti me when they realist
l ooking board a been overrun fairly qu
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tanks, and a battalinto troubl e. Fits : -ag o}
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BKC2: Battle at the Railyard (cont.) Battle Report

(cont. from p4) ThThe Germans dispatcour BKC2 games, ded so
rail way right as thantank forces to gIhShermans | et |l ooseia&a mw
ers in that area wetime the casualtiesleft most of the Ger ma
forced back. This pretty high and wié&eThe Germans scoreddsorn
that went for severor the other was ihintensive purposes the
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going, dismounting Shermans that crossaround the railyatdt he
panzergrenadiers hoMarders and Jgpz tVthrown in became aekil
The fighting moved were either engagadGermans tried to fernf
stage where the deffurther operationsybut ran into heavy opp
overrun. This set Th battl nal ooked | i ke the Ger man
flank free and they € a e was S%rbblg turn set the USs.
center of the boardeXpeCtEd' The U ecenter of the boa‘rg?.’e
who had a knack for 2s’' i n
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Not e: Somehow, Engagement s
sever al i ssues ago, missing
. want a complete set in order
EngagementS#g- BEtrayaI have been 2umbered 9 and 10.
SituatiBad is prepeflank wil!|l be the o
jor battle where itthem. Each grouppeOn a 1 or a 2 the B8 ¢tor
ityandvictory isall but assured. Howev - of i ts forces on ththe battle begin®he Re
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extricate their for?2S ong as poss'leSthen during the gémgrﬁ
change of events anIOSt.to Bl ue, then start of each turr:j'aS
Redds territory. possible off of the >
Reddés territory 1-2 No betrayal this tu
rgr"p?g?gfgﬁrgys LgrtlBIy?_ForfBéﬂetsr? f_o;§3-4 Left group betrkays
waiting or e ine .
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move r atmes hafnipgreada fEYVET at the last mnitiatRed is first es
gives Red a chance factlgns has s.truckG L 19 t side
sponse to the turn Blueso front line c®ame eng rns sure
which faction it acspecial ROhes thelBetr
Tabl e Si6zex 4, but they are |l ocated, Scurs those forces3ofetl
could be used with against the entird.the control of Blue an
Terrain Ndbeshills At Start ing Blueds turn, I fot
but block line of s . . s occur before the game
mi xture of wood ang units of infantiyattack Blue each turn
w;)ods Ii;lre Iiggt woo2 units of cavalryivictory Con®iltuuicomseeds
o sight. A ition . 8trol villages A & B fo
ed to the board for battery of artil| "5 e cagtures bot h
tional terrain on tBlue Orddrefend villvents at | east 50% of
Scale Can be used wonce the Red group exiting the road, tabkn
something where eacand attempt to seqiszr victory. Any othe
or regiment would pSet: UpBluebds star¢ivictory.
Red ForcRedods forcebPloyed anywhere behVariantBhere are a |ar
in three groups: mar ked on the map. variants possib_le, sta
BetravaBefore the forces and playing sur
Left roll.sy1D6 to see i?mentshcould be adggg It
: . out the ame, es a
3 units of infantrybefore or after the Jte if '?he betrgfl'glna
1 unit of cav several turns
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1 battery of pread out du«
Center ttack. . Tr o
) y could be adjusted
6 units of in o also affect
1 unit of cav lay balance.
rs could al s
2 batteries o or individual
Ri ght ather than ei
l ank, which
1 unit of i nf ake for a mu«
3 units of ca ore chaotic ¢
|l ue could al :
Set: UpRedods f Il 1l owed to kni
up anywhere u hich group wi
running acros etray Red ant
board. Each rdinate thei.i
set up for an ense before
positions as ame begins
since Red wil
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Engagements #10: Invasion!

Situati Bad has decithey arrive. 1 unit of Iight infa
punitive invasion . . y . . .
the situation devel?e:nUERgﬁo\j’hfelr; ;E 1 unit of |nfant0r|3_/
reinforce the beachumn forma%/ion hr Rol | twice for reinf
pand operations for ) o)
Red must quickly moment those wunits geRo!I a second D6 ubnde
beach and sei ze theRed OrdeSegi ze and‘mrelnforcements enter :
with its critical ralong with the roadi12 A eand o
PeriodThi s scenarlothe game. 3-4 B
any period, from a Blue For®8ése has es
Roman invasion to mseries of small for>6 C st in
against a fictionalanticipation of ancpg|ye Ordered ay t he Tihner
lists woul d need toare reinforcementmoes unt i | help Canrai’y'r
ern day infantry/veing once the alarmljage and the vital ftba
alr assets is assumed for thisagttack where neced8abhg
Table Sige 4. but SEET RedOr Ships cororcements moving up o
could be used with ments,gtelling thdpSet: UpBlueds starjiimpg
Terrain Ndheshills defeat the invarionanywhere behind the bl
but block line of s s Mmap. Rei nforcements b
mi xture of wood andAt Start TTurn 1.
woods are light woo1i wunit of infantryi | pnitijatRed is first ea
of sight. The beac ) ) .0
cover . 1 unit of Tight infgcame Lengt® turns
ScaleCan be used w1 unit of cavalry,; Special RUhesreinforce
somet hing where eaci pattery of artiliboth s!des are the onl
or regiment would p . scenari o.
Rei nforcement s: . . .
Red ForcRedods force Victory Con ®Rietdi mmresed s t
units on the board Roll 1D6 each turmgand hold the village b
forcements that arrq 5 ,ynits of infafg@gdame. .The'success Pf
) determine if Red reinf
First Wave (arrive 2 1 ynit of cavalrysector for further canm
5 units of i“fa”try31artillery batteresult is a loss for R
1 unit of light inf VariantBhere are a | ar
variants possib
1 unit of ing with |l arger
1 battery anq pl aying sur
Rei nforcements
Rei nf or ceme be added to eit
4 units of to balance out
or playing expe
1 unit of Adding weather,
. ularly for landing rein -
2 units of forcements, wou
2 batteries an interesting
to the scenario
Each turn reinforcements
thrgle gln' al so arrive in
?‘r’lgl gane groups and supp
the beachhead c
beach unti made into a maj
reinforceme jective for Blu
rived. Un i they win if the
column and destroyed and f
further on Red to defend t
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Memoirs of a Miniatures & Board Wargamer Pt. 33

Bl owouts & KnowingGermans nothing wro The other end of the
lt6s ha ened to ‘hour the game was iolknowing when to qgdit i
or anotheprpin the h‘to replay it, with is a sensitive subpeby
fot . the Russians in arolot of gamers into the
?h I me plreparlng a | t h t and con. When is the
ere early on game n ano er game (W¢; oy e towel if yonugére
you go through the a moderar ndrcrmampaip I f t 5
ers then the game the first game theogroup a ow or gag'o
rea'son or another ma n nits for the when someone robs 8
. w y uni victory? These a|h t h
pletely obliteratesboard. The NATO ¢o 2
- . that get dropped T tP
rience there arendtthings over and reqg ; 2 0
when is a game trﬂlg o}
that are more suscebattlefield nuclean er
ers, certaall owed in the rule Fortunately, | 6vses b e
(i .e., D8swas fairly involvedgroup who once the han
etc.) systroll some weird numwall, wusually call setit
ring thisquence, meaning it time left, weol/ rbkea
evels of to do. The NATO coa smaller version.to f
igence ofMost of the Soviet ing. For us itbésamede
|l ayers, oon turn 2 and for agaming time, tryinongeeu
ther reasthe scenario and cafun, and the social as
|l owouts jend! There was notFrom my experiencas th
appen restart from scratcthe available chobtag;
ers were much more may see things muab di
One of th_ .
] ti me around! .
with a fav One of my negative e
period and rules se I recall many otzhe this was playing Pat|
Reason. We had a | itiesliketheseoverthelast someone outside of ol
pl anned between thed40 years tha nly played once bef ¢
Ottomans. After cagaming. Fro ho | was playing ha:
terrain, setting upBattles wher i mes, knew the card
everyone knew the sforce could B |l us knew the opti mul
sides, etc., we gotthing mar kedg et of cards for eacl
there were a serieswon despite N I The game can g«
battles on both flabered 4 to hing |like 16 turns
mans annihilated thhorse & mus 5i de was done and |
everything they camwhere one s oul dndét accept it al
By turn three they mistake and inue until the very
flanks of the Austrballs into comp aethat | had no chante,
|l ery, either routinthese are player aenvictory points, apnt wa
those units as wellthought through, hobered, but he wanted t
Austrians had |l ost sometimes itds juststrategies and fAsaesho
three flags, two ofwhere things go wrbAfter two more turns o
batteries, and natu Bl owouts can stirllmentary on each erdlf
drawal check which 5 on wipnppthankfully got r¥||r
ouore o N excuse that | had 8"
A few years ago wthe most part, howe Nﬁgh
ready played five r
BKC2 Eastern Front a close contest whe R
tured a German counpartici ate and havprobably another ree
. ; P A P woul d have been re h
rolling Russian offyoubre the person w o0 up
our BKC2 gamels0 garaand p033|b!y even p 1In the Patbs~/Glo1y i
and some even | ongecan feel l'ike a | etouts are THE FIRST WORLD WAR, 914-1718 t i me
barely went three tand effort coupledshappen an br
had incredible movegame night, then dorun into onto
several snake eyes,million pieces indowant to f ) B e
bl e actions They hard to take Hopebitter en gl -
' ines and proceededinterested in resthaly, both R R eth B - S C
that even resemblednari o again (maybé&hcountered
Russians could do nan attempt to salvhnumber s!
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Blast From The Past Pt. 32: The Perfect Modern Rules Search

As with r WARGAMES RULES obvious slam dunk. mi caromor games that we
ers from t ARMOURED WARFARE he bat was that t on mal | robl e h
and early s rour v ules booklets and, — € s_at E 0 emg NnoO
spent a | o nd Soviet equi pme € poimn where we, wer

; ; about 4 t&rheouryle MY@S

pl aying mo as a beautiful p had b arei 23 v
-ar mor . B f any competitor.?‘;’:mesw‘:I Vier(r:ef[) eII?I y
NATO vs. V ultiple games and ey hefe t-& ua'i.fég
Pact games ore realistic, buS€arec or -aemoal Lrm
rage and ¢ me we had gone clear to t
weekends 1 1950 101985 ~ spectrum. The experie
DL aying Do s r That cost came inshut down rmadmeorrn angi- car o
mi ca romo r H g [e———— ility and the fact that unless each game for al most
poon and pretty mu player owned theg = B¢ we turned t
rythi’ng o n TR topionly do the basi ¢ e | glgames to take wu
armor was the most Seemed more real g8 “Hhobby timei-
wargames table far ence was dry and finally car
count . The big issthat it seemed mg oss Challeng
set of rules that wtXeércise than ha ch seeme t o
tic and c) we couIter a few more e like gg up
Gamé pl ay ti me speto go back to WH sion of ! the
down the list of prhnowever, we 100k o es and Itteszss

of rul es s but mo Modern Micro Armour N h f

You need to rememktwere written for A ? \?vlthezg ?ri
the era of gaming cquite a few miss ? kle at’ b
these rules wouldndWW2 with modern wagté Lavin Lrjnca((:ienro)rll 99a csaca
l ook in todaydés hobWe even thought awegisglovgred thatrgl[%n%ese
had a | ot of time olike SPIds Mech Wan e had been |ooki# f o
day, you could i mme . L ng
of rul es other pl a Then a few of wus awhile to get back to
donot se’e that too rules by Enola Gamea hundred tables, sear
game took 8 hours tCommander. Mistahlepages of rules, or arg
wasnot anything el hordes of thing that was done on
endar srul es, an(factually started havin

ables andperiod.

WRG was -etnhien epnrte 4 ast a Iif Unfortunatel w f
in gaming at that Iayabilitatoo Ioateu aTeheyyende OfOl
good place to sta Jui ckly tad n m viﬁ nowith 1if
played the WW2 ve p! Not ?.e 0 t 9 0 . d
version at a club ut there t:mﬁ’ Svf c?gsp:‘;e
familiar with the s uUppl ememto ons te e so od ,Ile
they worked their 2ven mor e 2grpngrgr:a¥vaﬁ1z’mo??esaof
I:;:ztesfg\r’ve\?va{ngfg\év QuickIyDHWe had blundered aroun
extra penny -Hwernoti c ininghtﬁ/ayears, only to find ou
CinC, or GHQ order, e r e the Thinking back nojw,_ Wwe

: us, we | aunched LS 4 I - .
units from every NAIowed b . mD al just stayed w
led to | arger and | | y pl riginal WRG |
by campaigns. Howe' Y'! €s Were comp nd soldiered

; .., separate table f

somet hing wrong W'twea on the first fter all, thi
and we coul dnot qUiproEnising and we othing reall:
The armar and oun Phg advanced and

we were gaming at y '
were a | ot of holes ! O use your g
t houghté. more on thmpdern Wf'”f"“e' ' i me wisely a:

tions, hidden mo K h‘

About that ti me wememory serves me, gvgrthpow wh
around, Tacforce frground pressure. ¥ '?nget'S
We played GDW gameswas probably doi gdf:ome a0 an

ISSUE 46 Page 9



The Wars of Al exander 0 s BoskRewea/s S C

Several i ssg should have. Hi ssian cavalry, how:t he
vi ewed a boogey ) n he stage for whachanged from primarily
Wars of Al ex @ NN s commonplace in thformations to units ra
c ess o r&o nvod n \ & Various wars, thathroughout the vadious
& Campaigns s hi fting alliancemore It is a fascina
nett and Mi k NESCERINIES side continually wused
book was har There are also s,.,4 {phenp having the au
through all 323:281 BC IS the more famou . " ' |'e is known abo
conspiring, O, abene, Ipsus, an )
giances et o !deos forces ar e The final few chaptel
around ihe y gi es of each sidebe books by themsetlhes
anderds deat h® Iayed out |ncIL_deas a hug_e part ofleth_e
paigns wer e describth'ng that you qU|Fput here it |s.on_hyf 6D
came away frustrate®s ON both S|d_es wgis a shame as it ibabon
little information usually_only dlffeEestlng parts of th_efbo
armies of that Crucphalangltes gnd c?écame about, how _tla_eyaw

bl e. Each side hadades, and how critskal

In The Wars of Al «mi sher s, archer s, sl and campaigns are das
sors -Hattl ¢é$4¢ & Tactry along with friening the reader wisBbhbp
definitely remedy tsides would also usmore. gavy
ters focus on the 4cavalry on the righ Th £ |t h hotno
exanderd6s death, whand | eaders were at fe |nah_ who ¢ atpheeh'
each attempted to caction n \évﬁ::czrsgbr\;v Icgmp\;vﬁznz
gnmsliiev:\vr!sle .Ia.:]etgg Whlle the maps aﬁ'ebo_rder wars_that spran
Lamien War which tMmMissing are maps thmajor campaigns. tBegg
quickly af',[er Alexabl.ow by bl ow accou_nscrlbed in some debail
would set the stage.th'AngS can get a b famou_s siege of Rme_dea
ot her successor gen'tos hard to v!sugbdescrlbe the situatngn
armies were very sjon t he battleflel_Qamanders approachet_jfthe
der marched with Onteres_t that_cont|Hche defenders oftens_co
but this was soon t.how I|ttle'|s kno ers. The.border wansgt
sors empires stretclth the armies of g@on the fringes _ofmeach
worl d gener al number s, enumerous rebellionsy, s

etc., are known, bues, and more thateesbath

This war quickly «few sources that ardealt with con-
where the |l eading fflict Fortunateby I'n the end thish? au
overwhel m any rivalthors do take timenbook should’have btegﬁse
that could prove todiscrepancies t h .
future. The main f i tlies, forces, campaltlgn
woul d al ways be pha Al so, while the s‘Iﬂwars makes for fascina
phal anx, who servedenced and woul d bgcfa_ct, I would argaeadth
Greeks in what Woulof thg successors nthls book shou!d hase
creasingly relied 0_olescrlbed in the §8f|rst_one, maki ngsone
foreign forces. Eal S that the authorgcohewve story. ropab
had | arge formation®n just the |mmedbaafter all of this deme
further you went eaOf Al exander and __oboolfs that have been p
phants as wel |l begin to make theirdonét know much about

stage while the succially when compaeed t

The book then movegan to fail one by pire. What we doobhkow
chapters about Eumefor a book that chrderds death set i nofmoh
did the most with tRomans and how itttcthat | ed to the ritse a
|l arger forces and csors, then you dehiempires of his gepnkral
victory from the jael sewhere. @2snot be the final word
chapters are some o Considerabl e ti stthe authors do their b
reading in the book mseothey do know and their
mander who seeminglmakeUp of the SUCCe 65t made a | ot ofﬂesen
and |l asted far IongmarCheOI forward. ngended. r-

can el ephants, Se Per -

I
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Warlord Games Successor Starter Set

Product Review

Last issue when | the tower. You can ei
28mm Sel eucid ar my the black star decal s
mentioned that | wa paint your own, oOr you
the Warlord Games S some more from Warlord
Army boxes Warl or | was able to et a
these for various g boxed set through a a?
might be a good ide Eba $100 andgfreegs
the box, how it wof bea'{. especially since
army, plus any pros plus shipping! I f you

First, the box i s items in the box separ
would think! There you aroid/é,$td8pending
box, however, but ib who you order it TERm'
package. You get 9 great deal at a VEF ¥ed

. d get a |l ot of high ggal

T 100 phalangites box. 0 Xt
S oni an
f 8 Companion caval s However, is it altgtrlee
r My answer is no, baell

T 1 Wwar elephant t what you need it ®br
Definitely an intero hi boxed set as additgohe
should be a Astartea a growing Seleucid ar my
the command and ski h hard to beat I f youbd
We 61 | get to this | h a then you would
hes two 40 man pik
s and t units, one el e

noet ver and one sma[l

can def cavalry. Alom
use these to repre sure thatos su
number of the Grec¢ to do fa \;'e.rly ?:

Macedoni an, and S lg?me o1 all
cessor heavy caval Ki youo;eWp ay
units that were pt lhgs o ar 't
in that era. that grves you
man pike units
Finally, there is that would a g

'The bul'k of the b'elephant that 1 wrdl starting force

with the 100 phal an; :

in the | ast issue.,
four to a sprue. Tprimarily a resin? The other is:
available, but basifew met al pieces tE where are the
ures | eaning somewhgreat l ooking t ow8 mand figs? Warloq. eha
marching with pikes;g.; : : s{pike uni ts availap R

o big selling piece t

doesndt seem that gyou get a large nEiprhave to order a ggnera
building a massive company for your a

model |l ooks great S f K
out pretty good Tme awhile to figur8's what to do W'thtEEe
separate heads mol ding on unit (Hail Caesar reco
which adds charac- needed t o bpike units), youoll ne
ter to each unit an so it WouldCompanion cavalry for
gives the unit a we el ephant an nd there are no skirm
worn campaign tied some OYouc">re going to need t
| ook. seems, but $1OQ or §o to get enou

The assembly is sembly was beginneroés force.
pretty straightfor- simpl e. Overall, tds a grea
ward and the only The one figures that you do ge
i ssue | had is that provided Waused to provide additi
the | eaning forward for the var@drmy. I dm not sure if
figures keep fallin shields hanwarranted here, but wh
over on my worKk- the box is a high qual
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