


     When Games Workshop 

decided to do away with 

Warhammer Fantasy and 

start Age of Sigmar, a size-

able segment of fantasy 

wargamers sought refuge 

elsewhere.  The number 

one option was Kings of 

War (KOW) from Mantic 

Games.  With the ability to 

use any army, several sup-

plements, and easy to read 

rules, it quickly gained a 

following.  Mantic also 

released fantasy armies 

of their own, there is a 

dedicated forum, a fair 

number of resources are 

available, and overall it 

has been a successful 

venture. 

      In what appears to be  

an effort to attract histor-

ical gamers, or at least 

those who have ancient 

armies, Mantic has re-

leased Kings of War His-

torical, which takes the 

base set of fantasy rules 

and adds things like ele-

phants, skirmishers, pel-

tasts, and so on.  The ques-

tion then becomes, can you 

take a set of fantasy rules 

and convert them to histori-

cal ancients combat? 

     First off, the rule book 

is very nice and lavishly 

illustrated.  If the idea was 

to make either the ancients 

period attractive to fantasy 

gamers or to show ancients 

gamers that their armies 

work for KOW, Mantic 

definitely succeeded.  The 

rules are in an easy to read 

format and the base rules 

wonôt even take the aver-

age gamer 30 minutes to 

digest.  There is a brief 

intro, then sections regard-

ing the turn structure, 

movement, shooting, me-

lee, and how units rout.  

This is followed by a sec-

tion on scenarios, a generic 

list of units, specific histor-

ical armies, then a section 

on how to add magic and 

other fantasy elements into 

ancient forces.  Overall, a 

very nice package. 

     To break down the 

rules, however, you first 

have to understand what 

units are in KOW and how 

this fits into the game sys-

tem.  For infantry, units 

come in at 10, 20, and 40 

man sizes, each with vary-

ing points cost, attacks, and 

nerve ratings.  Cavalry are 

in 5 or 10 man units and 

then there are single figures 

used for generals, heroes, 

artillery, etc.  There arenôt 

really formations in the 

game and although you can 

use single figures, the game 

encourages element based 

units as there is no casualty 

removal.  (cont. on p3) 
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(cont. from p2)  Basically, a unit is a unit 

is a unit and the only question is how 

many figs are there and the number of 

attacks or damage it can take. 

     The simplicity factor is also seen in 

the turn sequence which is IGOUGO.  A 

side moves, shoots, then melees.  All 

movement, even charges is standardized.  

Here is where you first start to see what 

this game is about, namely putting large 

numbers of figs on the tabletop, killing 

off units quickly, and coming to a resolu-

tion in a few hours.  This will appeal to a 

lot of gamers, but I can see how it might 

not for others.  Are there tactics in-

volved?  Yes, but more in terms of choos-

ing the right units from the army lists, 

then matching them up correctly on the 

tabletop. 

     Shooting and melee also have an ele-

ment of simplicity where each unit has a 

number of attacks with some modifiers.  

You roll a handful of D6s (some large 

units can roll 25-30 at a time!), score hits 

usually on a 4+, the defending unit rolls 

for saves, then a ñNerveò test is taken by 

adding the number of casualties + 1D6.  

If that number is higher than the Nerve 

rating the unit is routed/wiped out.  If not, 

it can usually counterattack the next turn.  

Notice that shooting and melee are not 

simultaneous affairs!  Only one side 

fights, which is a radical departure from 

most rules. 

     Units have abilities such as Thunder-

ous Charge, Phalanx, Elite, and plenty 

more that add some character to the 

various forces.  In fact, that is a big 

part of the game in getting your 

units with certain abilities to form a 

mismatch against units on the other 

side.  Add to this heroes that can 

attack separately, musicians and 

standards for rallying, artillery, etc., 

and the game can be pretty chaotic. 

     As you can see, this is a no non-

sense approach to ancients warfare 

where units arenôt going to last very 

long and there is little use for sub-

tlety.  Gamers used to using histori-

cal tactics or the advantages their forces 

get in most rules are going to have re-

think things.  With KOW itôs about get-

ting combat power forward, dealing mas-

sive amounts of damage, then reposition-

ing your units for the counterattack.  In 

the end, can your units survive the beat-

ing that they will take before the enemyôs 

forces crumble? 

     Now we come to the part where most 

ancients gamers have had a complaint 

about KOW; the army lists.  Basically, 

there is a list of units like heavy cavalry, 

elephants, heavy pikemen, and so on.  

There are stats and points costs for vary-

ing sizes for all of the units and then there 

are special units for each army.  For ex-

ample, the Successors have units like the 

Silver Shields and Foot Companions that 

are unique to their army.  Does this in any 

way cover what most lists in other rules 

have?  The answer would be no and the 

army lists could use a very thorough re-

write.  If youôre 

just starting out in 

the period or com-

ing in from the 

fantasy side, the 

lists are a good 

place to begin. 

      While creating 

an army from a 

list has always 

been a staple of 

ancients gaming, 

probably not to 

this level and it 

requires a differ-

ent mindset.  If 

you create an ar-

my based off of 

what you always play, historical contexts, 

or give little thought to it, you will usual-

ly get crushed by someone who has ana-

lyzed every aspect of their own list.  This 

is a huge change for most historical gam-

ers where you are putting the system first 

and the history second. 

      A good example of this would be 

elephants.  A unit of three is expensive, 

but the high number of attacks, ranged 

attacks, and special abilities make these 

monsters on the battlefield; in fact, thatôs 

what they are in fantasy terms.  KOW has 

ported over what would be dragons, gi-

ants, monsters, etc.., into the historical 

version and applied the corresponding 

stats to elephants.  Historical tactics 

wonôt work against them, so they must be 

met with raw combat power in return. 

     In the end, will ancients gamers turn 

to these rules to replace Hail Caesar, 

Warmaster Ancients, Fields of Glory, and 

so on?  Probably not.  If there was more 

effort in the army lists, variable move 

distances for charges, and a few other 

small things, you might get an audience.  

However, Kings of War achieves what 

it sets out to do, namely allow gamers 

to get a lot of figs on the tabletop, roll 

tons of dice, produce decisive results, 

have fun, and get a game in under a 

few hours. 

      As a historical gamer I feel that you 

should give it at least one try.  My feeling 

is that it would be great for campaigns in 

that you could get in several battles in an 

evening.  Also, it could serve as a great 

intro to ancients gaming as it is pretty 

easy to explain, plus fun to play.  A good, 

but not great set of ancients rules that has 

potential for a segment of gamers. 
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     Surprise, 

surprise, imag-

ine our group 

trying yet again 

another set of 

Napoleonic 

rules!  While I 

myself have all 

of my figs 

based for Age 

of Eagles and 

that continues 

to be the de-

fault set of rules for the group, that hasnôt 

stopped others from trying a variety of 

the latest rules for the Napoleonic period.             

     While many of us have played in sev-

eral General dôBrigade (GDB) scenarios 

over the years as you can see in past is-

sues, I think there was a prevailing opin-

ion that the games were too long 

(anything on a 4x8) was going to take 8-9 

hours) and the orders rules were difficult 

to teach, let alone retain when you donôt 

play again for several months.  So, along 

comes General dôArmee (GDA), which is 

suppose to simplify the General d/

Brigade system and hopefully compete 

with many of the other rules systems out 

there right now. 

      For starters, the GDA rules use the 

same 1:20 scale that GDB did, so most of 

the units that you have for one system can 

be ported over for the other.  Of course, 

there are new recommendations for unit 

sizes, which is in line with recent trends 

of larger bases and standardized unit siz-

es, such as small, standard, and large 

sized units.  Rebasing as we discussed 

throughout the game would definitely 

have helped, but we survived.  There are 

four pages of charts that are pretty easy to 

use, but it helps to have multiple sets 

available for all of the players. 

      The command system is 

interesting in that it uses a 

system of ñADCôsò.  Basical-

ly, each brigade generates a 

command dice (1D6) that 

you roll each turn.  For each 

3-6 rolled you get one ADC, 

or order that can be placed 

with each brigade.  These 

orders allow for assault fire 

with artillery, faster move-

ment, deployment of re-

serves, and so forth.  They 

also allow for re-rolls on 

activation dice.  How many 

and where they are placed 

are difficult decision in each 

turn with there never being enough of 

them to go around.  Each brigade then 

rolls 1D6 and on anything but a 1 or 2 

they get to activate in the turn. 

      Movement and combat are pretty 

standard, being chart driven with only a 

few modifiers for each part of the rules.  

After the first turn or two everyone gets 

the hang of it and the rules need only be 

consulted for the odd or special situation.  

The charge procedure has an approach 

procedure during movement, then if both 

sides are still in contact, there is a melee 

phase at the end of the turn.  We were 

surprised at how fast the turns went, espe-

cially after playing GDB several times 

where each one was around an hour! 

     Our battle was a straightforward Prus-

sian attack at a French and French Allied 

position, with the French still trying to 

get into a good defensive posture when 

the game began.  The first Prussian as-

saults were thrown back, so they re-

grouped and went forward again.  This 

time the two Prussian artillery batteries 

did some serious damage to the French 

brigade in the center and it fell back, 

leaving a gaping hole in the lines.  The 

French cavalry charged forward, trying to 

disrupt the Prussian advance and was 

successful, buying time for the French to 

move in a fresh brigade. 

      On the other flank  the (cont. on p5) 
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(cont. from p4) Prussians shifted their 

artillery and began to pound the Saxons 

around the village.  The Italians withdrew 

after suffering serious casualties, so that 

flank was in dire straits by the 7th and 8th 

turn.  The French reinforcements were 

heading that way when the game was 

called as a massive hole was developing 

there. 

      In the center the French launched a 

counterattack on the other side of the 

ridge, but the Prussians held firm and in a 

series of firefights and melees, threw the 

French back.  On the far right the French 

cavalry had some success, but they could 

never quite cave in the flank, which 

would have saved the day.  Charge and 

countercharge by the cavalry units of 

both sides soon turned that flank into a no 

manôs land as the various brigades pulled 

back to regroup. 

     However, the end was clearly in sight 

as there were Russian reinforcements 

arriving and the French were being driven 

back into a smaller defensive line.  Only 

the Prussianôs poor activation rolls were 

keeping them from rolling up the French 

left and it was only a matter of time.  As 

this was the end of the second night we 

called the game as a well deserved Prus-

sian victory. 

      Everyone was pretty positive about 

the GDA rules.  The turns went by pretty 

fast and it certainly appeared that you 

could do a large multi-player game in a 

reasonable amount of time (probably 6-8 

hours).  The charts and procedures made 

sense, so once you get through the first 

few turns things get easy to manage.  All 

in all the system has a lot going for it if 

you are into the 1:20 scale for Napoleonic 

warfare.  The group expressed interest in 

trying the game again in the future, which 

is always a good sign for new rules! 

      Are there any issues?  Skirmisher fire 

seemed too powerful to me, but that 

could be just one side or the other rolling 

some hot dice.  We also had multiple 

brigades falter when losing just one bat-

talion, then fall back almost completely 

out of the battle, which seemed extreme, 

but again it could be just poor dice roll-

ing.  There were a few other small things, 

but nothing serious enough to prevent 

playing the system again. 

      More pictures of the battle can be 

found on page 16. 
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     Iôve had a pretty 

good relationship with 

MMPôs Standard 

Combat Series (SCS) 

games over the years.  

Several such as The 

Might Endeavor and 

Yom Kippur, get 

played each and every 

year at least once, 

while others such as 

Heights of Courage 

and Stalingrad Pocket 

II only every so often.  The SCS series 

are your basic hex and counter type of 

wargames, with a very small series rule-

book and then a few pages of exclusive 

rules.  Experienced gamers can be up and 

running in around 15 minutes, which isnôt 

too bad. 

     The latest game in the series is called 

Panzer Battles, which depicts the 11th 

Panzer trying to hold the Chir River 

crossings and acting as a fire brigade.  

The Russians have completed the encir-

clement of Stalingrad and are launching 

attacks west to keep the Germans off 

balance.  The 11th Panzer must rush back 

and forth along the river area, defeating 

the various crossing attempts and trying 

to save other German formations from 

being destroyed.  Definitely an interesting 

situation to game, but the question is 

whether or not SCS is the best way to do 

this. 

     You get the standard minimalist box 

of components from MMP for their SCS 

games.  Inside of the box are two maps, 

one counter sheet, a set of series rules, 

and finally the exclusive rules.  The two 

maps are still done in the old Gamers (the 

company who started the SCS series) 

style, which certainly isnôt for everyone.  

Some of this could be that they are 

depicting Russia in the winter, so 

there isnôt much to show anyway.  

If youôre expecting stunning map 

graphics, youôve bought the wrong 

game!  The counters are well done, 

functional, and at least some at-

tempt has been made to color code 

the various formations.  This is the 

number one complaint about SCS 

games in that the set up takes long-

er than it should as there usually is 

nothing on the counters that helps 

you in this.  Finally, the rules are a few 

pages long and can easily be read in un-

der 30 minutes.  All in all, a decent and 

functional package. 

     As far as I know, this is the first SCS 

game with a chit pull system.  Each turn 

there is a roll for initiative, which deter-

mines who gets air support and pulls the 

first chit.  The 11th Panzer gets three 

chits a turn, so they get to move and at-

tack almost continuously throughout the 

game.  The remaining German formations 

and most Russian formations get to move 

only once or possibly twice in the turn.  It 

is a chit pull system, but with each side 

alternating pulling a chit from their cup.  

I think it would have been far more inter-

esting if all of the chits were in the same 

cup.  The sequence of play is barrages, 

movement, combat, exploitation move-

ment, then disruption removal.  The full 

campaign is six turns while several of the 

scenarios are only a few turns long. 

     Fortunately, someone on BGG made 

some very professional set up charts that 

came in extremely handy for this game.  

SCS games are notorious for their poor 

set up procedures and why the company 

doesnôt address this is beyond me.  Any-

way, these charts are impressive and 

more than helpful.  From the setup in the 

campaign game you can see the problem 

for the Germans.  Several formations start 

the game scattered across both maps with 

not much combat power.  The Russians 

have secured a few crossings, are about to 

isolate the city to the north, the Luftwaffe 

Field division is under attack, and more 

forces are poised to break through the 

lines and seize the objectives in the Ger-

man rear areas.  The Russians must also 

hold onto the crossings that they already 

have and their most powerful formation 

doesnôt arrive until Turn 4. 

     However, more German forces enter 

the area, including the 11th Panzer with 

its powerful artillery component.  There 

is a rule in this game for road march, 

meaning mechanized formations (and 

some others) can pretty much teleport to 

anywhere on the map as long as the roads 

are clear.  This means that the 11th Pan-

zer (close to 40 units in this scale) moves 

up and down both maps, counterattacking 

Russian forces.  Naturally, the trick for 

the Germans is to be in the right place at 

the right time, causing as much damage 

as possible, then moving on to the next 

crisis.  The Russians need to survive 

these attacks, then put the pressure on in 

other sectors to draw the 11th Panzer off. 

      It sounds like an exciting challenge 

and it should be in theory.  However, the 

SCS game system can produce some 

weird anomalies at times.  The artillery 

barrages in some turns be devastating 

while in others hardly anything, so the 

big attack you planned has to wait.  The 

extreme results at times on the combat 

table can result in many 2:1 up to 4:1 

attacks by 11th Panzer crippling their 

main units, rendering them unable to 

counterattack in later turns.  The initiative 

player being the only one who gets air-

strikes is rather odd as well.  Due to the 

short time frame in the game there are no 

replacements, so if the Germans do poor-

ly on the first few turns thereôs no coming 

back. 

     Panzer Battles is an interesting situa-

tion and the SCS system doesnôt take a 

major investment in your time.  If every-

oneôs die rolls are average, this could be a 

tense and challenging game for both 

sides.  However, some strange design 

decisions at times can unbalance things.  

Recommended, but with some caution.   
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     Iôve always been a 

bit wary about war-

games on Kickstarter 

as Iôve seen a few 

disasters, plus you 

might want to wait for 

some reviews to come 

out before purchasing 

certain games.   How-

ever, when I saw that 

this was coming out from Academy 

Games, I knew that there was a fair 

chance I would actually see the game and 

it would be pretty good. 

      878 Vikings by Academy Games is 

an interesting project.  Through the use of 

cards, plastic figures, and irregular dice, 

players work through the major Viking 

invasions that occurred during the time 

frame of the game.  Part Risk, part Bri-

tannia, and borrowing heavily from their 

successful 1754 and 1775 games, this 

game fits somewhere between a Euro and 

a true wargame.   Designed for four play-

ers, but playable by two, it is a fast mov-

ing, frenetic game that can be completed 

in just under two hours and has a very 

high replay value. 

      With Academy Games you know that 

there will be no skimping on compo-

nents!  The map is nicely done, showing 

all of England with the multiple tracks 

needed to run the game on the edges of 

the board.  The map is broken down into 

ñshiresò or areas for movement and com-

bat.  You get quite a few cards, ranging 

from leaders and movement cards to 

events and combat.  There are also a large 

number of advanced cards that can be 

added, giving players multiple options 

when choosing their deck.  A large bag of 

plastic figures for each faction, different 

colored dice with various symbols for 

combat, leaders and stands, plus a nice 

rulebook top off the list of components. 

      If you were just buying 

this game at the store, itôs 

pretty good in terms of com-

ponents.  If you backed the 

Kickstarter then you get 

wooden cardholders and 

some markers that will come 

in pretty handy during the 

game.  If you spent the extra 

money then there are several 

expansions that include more cards and 

leaders, relics/holy sites, legends, a set of 

plastic leader miniatures, miniature Vi-

king ships, and more, including a giant, 

poster sized version of the map.  Yes, you 

could drop about $200 on this 

game to get everything that theyôve  

made available so far. 

    The game seems complex with 

all of the leaders, cards, cubes, 

miniatures, tokens, etc., but once 

you get through the first turn things 

fly by.  Each turn (except for the 

first) you draw a cube from the bag 

and that colored faction conducts 

its turn.  First thing is that new forces 

arrive and in the case of the Vikings that 

usually means another leader with large 

forces that joins the invasion.  That fac-

tion must play a movement card that 

shows how many armies can move and 

how far they can go.  Leaders, who usual-

ly have the most forces go first.  This is a 

bit of a challenge as you canôt allow your 

forces to get too spread out as you canôt 

move around the board gathering your 

forces.  Finally, that faction draws to 

bring their hand up to three cards. 

     The invasions are interesting as a lead-

er arrives with quite a few miniatures on 

their card.  They then advance as far as 

possible, obliterating smaller forces and 

dropping off garrisons, so the further the 

invasion goes the weaker the leader and 

his armies get.  Each city that is taken is 

marked with a token taken from a track 

on the map.  Depending upon the scenar-

io being played the Vikings need to have 

so many of them on the table to win. 

     As you can 

suspect, trying 

to conduct a 

defense can be 

a challenge, 

especially 

when after Turn 4 the Vikings can pretty 

much show up anywhere along the 

coasts.  Trying to gather reinforcements, 

move them to form armies, and protect 

the remaining cities, is definitely tough.  

If youôre playing with four players, with 

two on each side, trying to coordinate the 

attack or defense will pose problems.  In 

the two player game its pretty easy, as 

one player controls both factions on a 

side.   

      Combat is pretty interesting, with 

each player rolling a number of dice 

(usually 2 or 3), regardless if you out-

number someone by 3, 4, 5, or more to 1.  

All that 

means is that 

you can take 

more losses 

and will win 

in a battle of 

attrition.  

Each faction 

has a differ-

ent combina-

tion of symbols, which will result in the 

loss of a figure, one flees, or an option to 

fall back to another area.  Combat seems 

unpredictable, but larger forces will usu-

ally defeat smaller ones.  The English 

factions also get to deploy fyrd minia-

tures in shires that contain cities during 

combat, giving them some extra, alt-

hough unpredictable forces! 

      The basic game is fun, but when you 

add in the advanced cards/options to the 

mix, things get rather interesting.  There 

are a wide number of strategies for all of 

the factions and the game would seem to 

have very high replay value.  Once you 

get through a turn or two each faction can 

get through its turn sequence quickly.  If 

youôre pressed for time there are smaller 

scenarios included that would take 

around an hour.  When you add in the 

expansion with its relics, legends, new 

leaders, optional rules, and more, the 

basic game suddenly seems pretty vanilla, 

so youôll probably never go back to it 

after that.  This is a fun 

game that will appeal to 

a lot of gamers.  There 

are so many options and 

strategies that it would 

take multiple plays to 

discover all of them! 
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Situation:  Red has a very strong posi-

tion guarding the extreme right of the 

army.  There is a thick forest with 

streams on the right and the main army is 

on the left.  Red is focusing on the up-

coming battle, which they believe to be in 

the center, so most of the reserves are 

posted there.  Blue sees an opportunity to 

flank Red and has detached forces for a 

flank attack.  Local guides will aid Blueôs 

forces in a night march through the ter-

rain to coordinate an attack at dawn. 

Period:  Ancients to late 19th century 

is preferable. 

Table Size:  6 x 4, but a larger table 

could be used with more terrain added. 

Terrain Notes:  The hills are very low, 

but will provide cover to units beyond the 

crest and benefits to any unit defending 

on the hills.  The town is a mix of stone 

and wood buildings.  The defenses in 

front of the town consist of trenches and 

redoubts that can hold up to six units.  

The terrain on the left side of the map is 

thick forest with streams and marshy 

areas, so it should have severe movement 

penalties. 

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 reserves 

that may arrive later in the game. 

On Board at Start: 

5 units of infantry 

1 unit of cavalry 

2 units of artillery 

Reserves: 

4 units of infantry 

1 unit of light infantry 

2 units of cavalry 

2 units of artillery 

Set Up:  All of Redôs forces must be set 

up on the front line (one unit can be de-

ployed in the town) except for one unit 

that can be positioned at the road junction 

to the rear of Redôs position. 

Red Orders:  Prevent Blueôs forces 

from isolating and taking the town.  Use 

the reserves to counterattack any Blue 

units that break through the front lines 

and retake the town if Blue occupies it. 

Blue Forces:  Blueôs forces have been 

split into two groups for the attack.  The 

first will attack and pin the forward de-

fenses while the second launches a flank 

attack.  However, the flanking force has 

been marching through the night in diffi-

cult terrain and may or may not be in 

position for the dawn attack. 

At Start: 

4 units of infantry 

2 units of artillery 

1 units of cavalry 

1 units of light infantry 

Flanking Force: 

4 units of infantry 

2 units of cavalry 

2 units of artillery 

Blue Orders:  Keep Redôs defenses 

occupied until the flanking force can 

form up for attack.  Once the defenses 

and town are taken, begin moving troops 

off the board using the road exit to the 

rear of Redôs position. 

Set Up:  Blueôs starting forces begin on 

the board in the blue At Start area. 

Blue Flanking Force:  The flanking 

force has been marching all night with 

the aid of local 

guides, several 

of whom be-

came disori-

ented in the 

dark and not 

use to guiding 

large for-

mations.  For 

each unit in 

the flanking 

force, roll 1D6 

and place that 

unit at the 

location 

marked on the 

map.  All of 

the flanking 

force units 

begin the game in column formation and 

are disorganized from the terrain. 

Red Reserves:  Once a Blue unit 

emerges from the terrain on Redôs right, 

Red can call for reserves beginning the 

following turn.  Roll 1D6 for each unit in 

the Reserves and on a 5 or 6 they have 

been released to aid Redôs defense.  Units 

can either come on via the road or the 

board edge behind the hill to the rear of 

Redôs front lines.   

Initiative:  Blue is first each turn. 

Game Length:  12 turns 

Special Rules:  The flanking force for 

Blue and reserves for Red are the only 

special rules. 

Victory Conditions:  Blue needs to 

seize the town and defenses to force a 

draw.  If Blue can get at least three units 

off the road then it is a major victory for 

Blue.   Any other result is a Red victory. 

Variants:  There are a large number of 

variants possible, starting with larger 

forces and playing surface.  The Reserves 

die roll could be modified for Red to 

balance out the game and allow the units 

to arrive faster, especially if Blue is fortu-

nate where the flanking force arrives in 

strength on the first turn or two.  Troop 

quality could be adjusted to also affect 

the play balance.  The flanking force 

could be allowed to be in line at the start 

of the game or have a separate die roll to 

see if units are not disorganized for an 

attack on the first turn. 
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Situation:  Blue is defending a sector of 

a large city that is under attack.  Blueôs 

force is a hodge podge of units that must 

be cobbled together to form a cohesive 

defense to hold the airport and bridges for 

as long as possible, then withdrawing 

only if absolutely necessary. 

Period:  This scenario is only suitable 

for the WW2 and modern periods. 

Table Size:  6 x 4, but a larger table 

could be used with more terrain added. 

Terrain Notes:  The hill is fairly low, 

but does block line of sight.  The city 

consists of a large number of stone and 

metal buildings. The woods are light 

woods, but do block line of sight.  The 

river can only be crossed at the bridges.  

Red begins in control of bridge #1. 

Scale:  Can be used with any rules, but 

something where each unit is a platoon or 

company 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. 

On Board at Start: 

12 units of infantry (4 are mechanized) 

4 units of armor 

1 unit of reconnaissance troops 

1 unit of self-propelled guns 

3 batteries of artillery (off board) 

Reinforcements: 

8 units of infantry (4 are mechanized) 

2 units of armor 

Set Up:  Redôs forces can set up any-

where up to the red line in the area 

marked At Start. 

Red Orders:  Seize the airport and 

remaining bridges.  Prevent Blue from 

withdrawing forces over bridge #3 and 

off the road exit next to the bridge 

(marked with a star). 

Blue Forces:  Blueôs forces are spread 

throughout this sector and there are not 

enough units to cover all of the objectives 

that Red will be after.  Reinforcements 

may or may not be assigned to this sector 

and are of varying quality. 

On Board at Start: 

8 units of infantry (2 are mechanized) 

2 units of armor 

1 unit of AT/self-propelled guns 

1 recon unit 

2 artillery batteries (off board) 

Reinforcements:  See special rules. 

Blue Orders:  Hold on the dark blue 

line for as long as possible, the fall back 

to the light blue defense line.  When the 

order comes, withdraw all forces over 

bridge #2 or 3 and off the road exit 

marked by the star. 

Set Up:  Blueôs starting forces must be 

deployed on or near the dark blue line on 

the map.  One unit may be deployed at 

the airport and two units may be de-

ployed as reserves anywhere in the city. 

Blue Reinforcements:  Each turn the 

airport is not captured by Red, roll 1D6 

and on a 5 or 6 a unit of infantry is flown 

in to join the defense.  If the airport is not 

captured, but under direct fire a 6 is need-

ed. 

Each turn roll 1D6 and on a 5 or 6 a unit 

of infantry (lowest possible quality) joins 

the defense and can be placed anywhere 

in the city. 

Each turn roll 1D6 and on a 5 or 6 roll 

again for the type of reinforcement that 

arrives.  1,2, or 3 is an infantry unit, 4 is 

an AT unit, 5 is an armor unit, and 6 is a 

MG or mortar unit.  Appear at the star. 

Red Reinforce-

ments:  Each 

turn starting on 

Turn 2 Red can 

bring up to 2 units 

onto the board 

from either of the 

Red At Start board 

edges. 

Phased With-

drawal:  Begin-

ning on Turn 3 

Blue can be or-

dered to pull back 

to the light blue 

defense line.  Roll 

1D6 each turn and 

on a 4, 5, or 6 Blue can pull back units to 

that line.  Until then, no Blue units can 

leave the area of the dark blue defense 

line.  Starting on turn 10 Blue may be 

ordered to withdraw units from this sector 

of the city for the final battle in the city 

center.   Each turn roll a D6 and on a 5 or 

6 Blue may begin withdrawing units off 

board at the road exit marked by the star. 

Initiative:  Red is first each turn. 

Game Length:  20 turns 

Special Rules:  The reinforcement 

rules for both sides and the phased with-

drawal is described above.  Bridge #2 and 

3 are large bridges that are wired for 

demolition.  Any time a Red unit gets to 

within 6ò of either bridge they may be 

blown.  Roll 1D6 and on anything but a 6 

they are destroyed. 

Victory Conditions:  If Blue destroys 

both bridges while there are Blue units 

trapped on the other side of the river, 

Blue loses.  Red wins if they capture the 

airport and are able to get at least three 

units off of the road exit marked with a 

star.  Any other result is a Blue victory. 

Variants:  The first thing that could be 

changed would be to add more artillery 

and mortars to both sides along with air-

strikes for Red.  Additional units such as 

engineers (especially for city fighting) 

could also be added.  Rules for crossing 

the river or using the subway/sewer sys-

tem for movement could be applied as 

well.  Communication issues and troop 

quality could be inserted to adjust play 

balance as necessary. 
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     As a wargamer it 

can often be a chal-

lenge to line up a game 

that all parties want to 

play, get everyone to 

have the rules/figs, or 

have someone volun-

teer to be the referee.  

For those of us blessed 

enough to have chil-

dren we may have the 

potential to translate our love of the hob-

by to them and perhaps find willing op-

ponents in the house.  Both my kids love 

to craft and are very interested in the 

figures I paint as well as the terrain I 

build.  So when my daughter turned 7, I 

bought her a set of Kenseiôs Onna 

Bugeisha for use with Ronin along 

with some brushes to paint them 

with.  This decision was predicated 

on a few factors as follows. 

     Ronin is a game we play from 

time to time as a club, and is a great 

wargame for teaching younger play-

ers with.  There is a lot of basic math 

with the rolls/weapons that helps my 

daughter get faster with simple math.  

Also the model count is low, ena-

bling her to more easily stay focused 

while painting and playing.  The 

alternating activation also helps keep 

her from becoming too distracted. 

     Secondly, feudal Japan had some 

female warriors that I could let her 

utilize.  While not numerous, there are 

examples of them in excess of the rela-

tively few Euro-

pean ones.  Even-

tually I want to 

get her up to Ro-

mans/Greek/

Normans/Vikings, 

but know your 

target market.  

Having ógirlô sol-

diers would be a 

better intro for 

her, while still 

enabling me to talk history with her. 

     To start our experiment, we spent a 

little time looking at patterns and design-

ing concept art prior to painting.  I want-

ed her to get a sense for what would 

work, and then let her dabble a bit in 

terms of design.  Finding some line art 

wasnôt too hard, then I printed out a 

bunch of copies and we went wild with 

colors and designs.  I knew many of these 

would be too complicated for her to paint, 

so we pared it back to a likely few before 

she selected part of the concept art on the 

left.  Mainly we borrowed the teal/yellow 

for the lower portion, then simplified the 

shirt and armor to make it easier for her 

to paint.   In the end, she chose a lighter 

blue for the top, and brown with pink 

with purple accents on the armor.  Now 

those choices might not be too historical 

(the pinks/purples), but sheôs 7 and some 

lee-way has to be given in design or your 

child will lose interest. 

I cleaned, 

assembled, 

and primed 

the minis 

and we 

were off.  

While these 

were never 

intended to 

be award 

winners, we 

worked in 

stages to 

help keep 

her interest 

and my 

patience 

intact.  

There was a longer stretch in there than I 

intended, but we got to a sufficient place 

in the end.  Prior to fully finishing we 

played a small, quick game of Ronin to 

help stimulate a desire to complete the 

job, which worked wonderfully.  For 

weeks afterwards she was asking every 

night if we could go paint.  To fully 

round her out, I painted her buntai leader 

and a ronin (shugyosha) for her that she 

can use from time to time. 

     This past weekend marked our first 

game with her completed force and while 

slow at times we both enjoyed it im-

mensely.  For the scenario I chose the 

Ninja Assassination mission in the rule-

book, setup some terrain, and put some 

villagers on the table to set the scene.  We 

went back through the rules, then spent 

about an hour and half to two hours hav-

ing some quality Dad/Daughter time. 

Night Attack! 

My Daughterôs Forces consisted of: 

1 Senior Sohei with Intuition, Nagina-

tajutsu, and a Naginata 

4 Sohei with Naginata 

1 Sohei with Yumi 

 

My Ninja Consisted of: 

1 Chunin 

5 Ninja 

 

Civilians: 

4 civilians 

 

Special Rules: 

Night ï max of 12ò visual range for most 

of the board, except models inside the 

village or within 6ò of the lantern near the 

bridge.  Anyone in these areas could be 

seen as normal (i.e. during day times as 

the light would make them easy targets 

for unseen shooters waiting in the dark) 

Infiltrator ï we would take turns moving 

the civilians, 1 of which was a ninja in 

disguise that I could reveal at any point 

(this meant I started with 5 models on the 

board instead of all six) 

 

     Initial 

deploy-

ment had 

the sohei 

start with-

in 6 inches 

of the 

village, 

with ninja 

starting at 

least 12ò 

away from 

any sohei.  My daughter chose to spread 

out a little and entirely without prompting 

came up with explanations for placement 

that fit with the scenario (this person 

checking out noises, this one sleeping, 

two guarding their shrine, etc.).  It was 

actually fun to see her imagination pro-

vide logical explanations for why things 

occurred over the first few turns, making 

it almost a role-playing game at times. 

 

At the start of the game, momentum was 

definitely all with the ninjas, and things 

opened up looking very grim for the 

sohei.  I won priority for (cont. on p11)
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(cont. from p10)the first few turns, and 

came in shuriken flying.  This yielded a 

lightly wounded sohei and a grievously 

wounded sohei.  As ninja closed in, one 

sohei was dispatched, and the lightly 

wounded sohei took a grievous wound in 

combat with her foe. 

 

     Meanwhile the senior sohei and a 

companion cornered one ninja sneaking 

through a wood at the rear of the village 

and engaged him while the yumi 

equipped sohei started moving towards 

the ninja moving up the road from the 

bridge after initially trying to cover things 

from the square.  The ninja were able to 

ratchet up another kill on the grievously 

wounded sohei, but things slowly started 

to go south for them.  While the yumi 

equipped sohei couldnôt pincushion her 

man effectively, attack roles started to go 

awry for the ninja.  The senior sohei and 

her companion were finally able to finish 

their foe off, though it took quite an ef-

fort, and turned to try and unmask a civil-

ian. 

 

     The ninja slow-

ly crept closer 

from the side of the 

temple and out of 

the rice paddies, 

but one ninja com-

ing up the other 

road was locked 

down by sohei.  

Now I could have 

used acrobatics to 

unstick from com-

bat and keep run-

ning at the senior sohei, but I felt this 

would have been a bit unfair for my 

daughter and a bit too much to need to 

account for strategically for her, so my 

ninja decided to be cinematic, and stick 

out fights they could have run from.   

 

     The sohei unmasked their first civil-

ian, finding only a simple monk, and 

turned to move back into the town square 

to intercept some fleeing civilians and 

confront the encroaching ninja.  At this 

point the chunin threw off his disguise 

and went 

charging 

into the 

senior sohei 

after miss-

ing with 

this shu-

riken.  

Alas, he 

never stood 

a chance.  

The medi-

um armor 

plus my 

daughter 

suddenly 

rolling a 

slew of double sixes (and no rolls below a 

10 with maybe 1 or 2 exceptions) while 

the ninjaôs luck ran out saw the chunin go 

down with only a few stunned results on 

the senior sohei.  

 

     On the far road, the sohei dispatched 

the ninja, while the one coming out of the 

rice paddies was slowly ground down and 

killed.  At one point we both rolled dou-

ble sixes (that darn medium armor came 

into play again!  Curses!) and the ninja 

went down. 

 

      A final desperate push saw 

a lone ninja get two rounds in 

solo with the Senior Sohei, but 

he could only manage to lightly 

wound her before going down 

to the combined might of 2 

sohei guards and the senior 

sohei piling the combat stones 

on.  With all ninja having been 

killed off, and 4 turns remain-

ing until game end, it was a 

victory for my daughter. 

     All in all a good game that veered 

wildly about half way through.  What 

looked like a great start for the ninja un-

raveled quickly.  It got my daughterôs 

force on the table, and was quality time 

for some one on one action.  While it can 

frustrate you at times, the payoff is worth 

it if the child enjoys themselves.  Overall 

the process has been successful enough 

that my son is bugging me for when he 

can start playing, too! 
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A Love/Hate Affair w/Fantasy Mass 

Combat Gaming 

       There is something about the notion 

of large forces of trolls, orcs, dragons, 

etc., battling armies of men, Elves, or 

Dwarves that captures the imagination of 

gamers.  Even die-hard historical gamers 

like myself get tempted from time to time 

and I have definitely had my share of 

fantasy armies over the years.  Whether it 

is the incredible miniatures, the Lord of 

the Rings books, or just the notion of 

something different than the usual gam-

ing fare, fantasy mass combat is the 

theme I keep coming back to time and 

time again. 

     My first exposure to this was surpris-

ingly through WRG Ancients rules!  A 

gamer of long standing in the area had 

multiple ancient armies and thought a 

fantasy army would be interesting, so 

painted and based one according to WRG 

standards.  It actually worked out well 

and was featured in several of our cam-

paigns back in the late 70s.  This was also 

the era where the Minifigs fantasy figures 

were giving 

way to Ral 

Partha and 

Grenadier, 

which certain-

ly proved to 

be an incen-

tive to try 

your hand at 

fantasy gam-

ing outside of 

the usual 

D&D. 

      In retro-

spect, D&D did actually provide the 

framework for many of us getting into 

fantasy battles.  We had always enjoyed 

the larger slugfests in our fantasy adven-

tures where a group of 6-8 adventurers 

took on 20-30 orcs or skeletons.  Since 

we used miniatures for our RPG games 

we soon had some sizable forces!  This 

led us to look for faster combat systems 

and actual battles over towers, mountain 

passes, temples, and so on that were a lot 

of fun. 

      For rules you name it and we convert-

ed or played it.  Chainmail, Bloodlust, 

Cry Havoc, Ral Parthaôs Battle System, 

Knights & Magic, and so many others 

that I canôt remember them all now.  The 

things that was weird is that there were 

very few specific sets of rules for doing 

large fantasy battles and most were just 

offshoots of RPG systems that had been 

modified.  I should also point out that 

99.9% of fantasy battles were with 25mm 

figs at that time. 

     Naturally, this changed with the re-

lease of War-

hammer Fanta-

sy.  Before we 

go further, 

however, the 

1st edition was 

totally unlike 

anything that 

came after it.  

A lot of us tried 

it, liked what 

we saw, but 

there were 

some rules 

issues and it lacked a certain ñvisionò of 

what could be done.  By that I mean there 

wasnôt a comprehensive marketing plan 

in place to demonstrate what the rules 

really were. 

      Fantasy combat was then kind of 

dormant for a decade with gamers mov-

ing onto other periods and scales, or des-

perately clinging to the RPG games they 

had been playing for 10+ years.  Then in 

the early 90s Fantasy Warlord (does any-

one remember that set of rules?) came out 

and people got back into fantasy.  I re-

member playing it a few times and liking 

it, but the game seemed to come and go 

so fast (no supplements or plans ever 

came through) that there was a sudden 

void. 

     We all know the story of what came 

next.  Citadel, then later Games 

Workshop, came roaring back with 

Warahmmer Fantasy and various 

ranges of armies that forever 

changed the fantasy gaming world.  

Not only were there rules, but com-

pendiums, magazines, boxed sets, 

and more.  Fantasy mass combat 

exploded into what it is today and it 

was all thanks to Warhammer Fan-

tasy, love it or hate it.   Although I 

played the game I never got into it 

enough to paint armies.  I had been 

burned by the ever changing WH40K and 

Epic/Adeptus Titanicus systems and had 

no desire to see the same thing happen to 

me with their fantasy version. 

     After a long layoff my gaming group 

did get into Warmaster Fantasy and for 

three years we built up several armies, 

played in a few tournaments, and had a 

lot of fun.  What happened?  Well, for 

one Games Workshop killed off the rules 

and the figure lines.  That coupled with 

gamers moving into other games and the 

release of the historical version saw us 

sell our armies and focus on that instead.  

Today we could all kick ourselves for 

selling off those armies! 

      So what was it about fantasy mass 

combat that has led many of us to this 

Holy Grail type quest for almost 40 years 

now?  For one thing, back in the day you 

were starved for fantasy books, movies, 

rules, etc., as there was nowhere near the 

plentiful supply today.  A gamer walks in 

with a 24 figure unit of nicely painted 

skeletons and soon everyone was buying 

figures off of the fantasy racks!  The 

games looked great, the setting was 

unique and cool at the time, plus thereôs 

always some kind of inner desire to do 

fantasy gaming right. 

     For some reason, though, it never has 

been fulfilling and many of us have 

moved on (several times for some of us!).  

Treating Orcs like Greek phalangites, 

Men of the West like Romans, etc., 

sounds great, but after a few games there 

seems to be something wrong.  Add in 

magic, weird units, etc., and all of sudden 

something that was exciting seems to 

wither on the vine.  Today, the cost of a 

fantasy army from most companies is 

about the same as a mortgage payment!  

Also, getting gamers to 

focus on painting for that 

long is very tough. 

     Still, I keep looking at 

those new Mantic armies 

for Kings of War and 

thinking about getting 

started.  After all, I have 

over 40 years of experience 

in my love/hate relation-

ship with fantasy gaming!  
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     SPI was nothing short of 

imaginative in the 70s, putting 

out game after game that no one 

else in the hobby even dared 

attempt.  One of the areas that 

was definitely underrepresented 

in the hobby during that time 

was science-fiction.  Although 

Metagaming was making some 

inroads and GDW put out the odd sci-fi 

game now and then, SPI took a break 

from the endless stream of NATO and 

WW2 titles to make their mark on sci-fi 

board wargaming. 

      What they came up with is commonly 

called The Starforce Trilogy and indeed, 

they at one time sold a boxed set of all 

three games that made up this trilogy.  

The three games were Starforce:  Alpha 

Centauri, StarSoldier, and Outreach:  The 

Conquest of the Galaxy.  All three initial-

ly began as the standard SPI flatpack with 

your typical components.  However, all 

three had something unique about them 

that continues to this day.  Whether you 

agreed or disagreed, liked or disliked 

these games, very few people could argue 

that they were not innovative, especially 

for their time.  While you theoretically 

could combine StarSoldier with Star-

force, Outreach had nothing to do with 

the other two games! 

     Weôll start with Starforce:  Alpha 

Centauri, which is about starship combat 

in the far future.  For starters, the game 

used  three dimensional hexes for move-

ment, which caught a lot of gamers by 

surprise as figuring out how to use this 

wasnôt the easiest thing in the world, 

especially with how SPI rules were writ-

ten!  Starforces (or fleets) would ñshiftò 

to any point in space by pre-plotting co-

ordinates and then rolling to see if you 

arrives safely or not.  Combat was by a 

differential table, you had stargates, alien 

forces, and several scenarios with a lot of 

replay value.  No one had ever seen any-

thing like this and it is definitely worth a 

play just to try something different. 

      StarSoldier was also innovative in 

that it was first sci-fi wargame that was-

nôt treated like WW2 ground combat.  

After Starship Troopers by 

Avalon Hill came out, this 

game was almost the exact 

opposite!  Each player basical-

ly got one squad per battle and 

the theory was that small forc-

es, such as a platoon, could 

control a planet.  The thinking 

was that these soldiers could 

fly, were heavily armed, and 

could call upon orbital fire 

support, so there was no need 

for larger forces. 

      The game featured plotting 

and simultaneous moves, plus it was 

more complex than most sci-fi games that 

one would normally see.  The somewhat 

generic map and counters took away from 

what was a very good tactical combat 

system.  There were some interesting 

scenarios, but even today StarSoldier is 

still the least popular game in the trilogy. 

      Finally, we get to Out-

reach:  Conquest of the Gal-

axy, which was one of the 

first of what are now called 

4X games (eXpand, eXploit, 

eXterminate, and eXplore) 

along with Stellar Conquest, 

Godsfire, and Starfall.  Be-

sides the unusual map, the 

first thing that struck every-

one was the scale of the 

game, where each turn was a 

century with fleets trying to 

expand your civilization.  Each turn the 

players had to explore, build new fleets, 

colonize, encounter new civilizations, and 

more as they raced to the center of the 

galaxy.  The idea was to be the first to 

collect what were called Wisdom chits 

that would enhance your civilization. 

       Naturally, along their way players 

would fight wars with each other, lose 

fleets in exploration, and basically it was 

a chaotic race to become the most ad-

vanced civilization.  The fact there was 

some record keeping (as with most games 

of this era) and the game was open ended, 

meant that a four player game could go 

on for 8 hours or more!  Today, Outreach 

is thought of as one of those games where 

if you can get four players to try it one 

time then by all means it is worth the 

effort.  There are so many 4X games to-

day that seem to be better (Space Em-

pires, Twilight Imperium, Eclipse, etc.), 

but nothing on this kind of grand scale. 

      When a discussion about SPI pops up,  

many gamers immediately think about 

one or more of these games.  For the time 

they were bleeding edge, innovative, and 

a much different take on sci-fi warfare 

than you would usually see, even today.  

Have they aged well?  Not really and 

there are recent games that do things bet-

ter, look prettier, and are certainly faster 

playing.  Are they still worth a play?   

Yes! 

      With all of the games out today and 

the incredible components, itôs hard to 

look back and see what was so great 

about these games.  However, back in the 

day, when we were starved for sci-fi 

games, these three filled that void for 

many years and are fondly remembered. 
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