


     Growing 
up in the hob-
by meant 
reading plenty 
of hobby relat-
ed magazines.  
From Strategy 
& Tactics to 
The General 
to sections in 
Military Mod-
eling, gaming 
articles were a 
constant 
adrenaline 
rush.  The battle reports, 
club articles, scenarios, 
etc., all made for interest-
ing reading.  Not only that, 
here were gamers giving 
their time to provide some 
inspiration, general infor-
mation, tips, and more for 
all of us in the hobby. 

      When I decided to 
launch Warning Order back 
in 2000, the idea was to 
just have a newsletter that 
our own club here in SLC, 
Utah could look back upon.  
I donôt think that in any 
way, shape, or form did I 
expect to still be putting 
out issues 18 years later!  
In fact, there really wasnôt 
even a plan for a second 
issue!  The response from 
the club was favorable, so I 
decided to press on further. 

     To say that the first few 
issues were to say the least 
crude, would be an under-
statement.  Again, at the 
time it was designed for a 
small audience of 8-10 

gamers with 
similar interests 
who had played 
in some of the 
games or who 
were at least 
interested in the 
rules.  If I had 
known then that 
there would be 
a global audi-
ence and gam-
ers would be 
going back to 
the first issues, 

I probably would have tried 
harder! 

     As the issues pro-
gressed, some new things 
were tried, failed, tried in 
other formats, and so on.  
The magazine had always 
been a trial and error type 
endeavor, so there was no 
set format.  Take whatever 
images from the club 
games, add in a map or 
two, throw in some re-
views, and publish the final 
product.  When the club 
web site started to get more 
traffic I had forgotten that 
the club 
magazine 
links were 
on there.  
All of a 
sudden, I 
was getting 
emails from 
gamers 
around the 
world tell-
ing me 
what they 
liked, didnôt 

like, and what they would 
like to see.  Instead of 
choosing the smart option 
and folding the magazine 
right there and then, I was 
determined to press on and 
improve things! 

     With each progressive 
issue more content was 
added, there were featured 
interviews with game de-
signers, the battle reports 
were expanded, and there 
were discussions about 
rules.  The regular columns 
and editorials started to 
come along, followed by 
scenarios and the occasion-
al campaign.  All of a sud-
den, Warning Order be-
came much more than just 
the club newsletter.  Unfor-
tunately, it also had the 
effect of making each issue 
an undertaking and a seri-
ous commitment in time.  
So much so that at some 
point the decision was 
made to just go to three 
issues a year. 

     Around the 25th issue I 
reached a cross-
roads.  Shut the 
thing down, de-
clare victory, and 
ride off into the 
sunset was defi-
nitely on the table 
as an option.  The 
other was to make 
the magazine the 
best I could for as 
long as possible.  
The thing that 
(cont. on p3) 
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(cont. from p2) seemed 
to influence me was mag-
azines were falling by the 
way side, many club web 
sites werenôt even being 
maintained, and it looked 
like the hobby needed 
help.  I decided to stay 
around for another 25 
issues and then I would 
reassess when I hit Issue 
#50. 

      At that point the 
magazine became a bit 
more formatted, with a 
full color cover, editorial,  
two regular features, the back page final 
word, board game reviews, and more.  
This did make setting up each issue a bit 
easier, but they also started getting long-
er, which was a problem.  Now some of 
that is my fault as I have a lot to say (just 
ask any of my fellow club members!) and 
I have a genuine urge to show other gam-
ers what weôre doing and to help them 
along.  When I started thinking about 
having a long term impact on the hobby I 
went back through my collection of mag-
azines to see what I could do to really 
help gamers.  The answer to that question 
was to provide the occasional campaign 
game system and the Engagements sce-
narios. 

     While most 
comments I get 
are favorable, it is 
usually the edito-
rials that come in 
for the most scru-
tiny along with 
accusations that 
my hobby glass is 
always half full.  
I made the deci-
sion long ago in 
that if I had an 
opinion on the 
hobby, even if not popular, that I would 
publish it.  I reasoned that if the editorials 
always agreed with everyone, what was 
the point of an editorial?  I could just 
jump on any of the forums and participate 
as a fan boy of a particular game compa-
ny or rules system.  To this day I still 
refuse to take the easy way out on the 
editorials and I prefer to just write it as I 
see it, even if others want to point out 
how wrong I am!  Many have said that 
they read the editorials first! 

     Each issue is certainly a labor of love.  

I do the layout, most of the 
images, writing, maps, etc., 
all by myself.  If we do a few 
board game nights in a row, 
that means no battle reports 
and the issues go longer until 
publication.  Getting enough 
images for the web site and 
magazine are a challenge, as 
is processing them and laying 
everything out each issue.  
Yes, there are some days 
where I just about post that 
itôs over and Iôm never doing 
this again!  Thankfully the 
crisis usually passes quickly 

and itôs on to the next article. 

     The campaigns that have been 
in the last 10 or so issues were and 
continue to be a difficult decision.  
Making maps, counters, charts, 
etc., then writing rules for the 
campaign that are coherent and at 
least playable is a challenge.  This 
last issue was held up several 
weeks due to the campaign rules 
that simply would not come to-
gether.  I finally reached upon a 
solution to several aspects of the 
game system and was able to fin-
ish the rules in the space I had 
allotted.  I have a ton of ideas about cam-
paigns and consider them to be the 
highest form of miniatures gaming, but 
sometimes my enthusiasm for them 
clashes with reality. 

     I should also mention that in the 18 
years and 50 issues Iôve been doing 
this, I have only received a handful of 
products for review.  This is one of the 
main reasons that my reviews, particu-
larly for board games, are usually posi-
tive.  The reason is that I usually re-
search the game before buying, itôs my 
own money, and Iôm not 
going to invest time into a 
game if Iôm not interested 

in it!  If youôre ever wonder-
ing why game or rules such 
and such arenôt in the maga-
zine itôs probably because 
either a) I wasnôt interested, 
b) I couldnôt afford to throw 
money at something and see 
if it was any good, or c) I was 
already spending time with 
some other game or rules set!  
If I was getting more freebies 
there would probably be a lot 
more unfriendly reviews! 

     The one thing that has kept me going 
all though these years is the kind words 
and positive feedback from gamers all 
over the world.  From just a simple thank 
you to questions about terrain and/or 
figures, the email comments certainly 
show that gamers are reading it and there 
is interest out there, even in this age 
where everything is digital and quickly 
forgotten.  Some have even said they 
print off each issue and store them in 3-
ring binders!  However, as the years have 
progressed, thereôs fewer and fewer com-
ments. 

     So, after raising four children, a job 
change, two weddings 
for daughters, four 
cars later, several com-
puter upgrades, multi-
ple editions of rules, 
painting thousands of 
figures, and so on, 
here we are at Issue 
#50.  That I got this far 
was certainly improba-
ble and itôs hard look-
ing back now on the 
first issue that started 
this insanity.  All of 
the changes, work, 
ideas that were 

scrapped, etc., seem like eons ago with 
perhaps this final issue now in front of 
me. 

     I think the biggest question is what 
role does this magazine play in the hobby 
as a whole now?  To that I am unsure.  
The emails Iôve received are slowing 
down, with the overwhelming feeling that 
Warning Order is awash in a sea of gam-
ing products.  No one has the time to 
download and read it as they are so busy 
chasing after the next shiny thing to come 
out.  There are so many rules, figs, peri-

ods, board games, etc., 
coming out that chances 
are nothing in the issue 
pertains to what most 
gamers are into right 
now. 

     That may be the case 
and if so, it may be time 
to go out on top, happy 
that I at least got to #50.  
Can it go on?  Sure, but 
where and in what direc-
tion is the great unknown 
at this point.  It was a 
long, strange ride, but I 
feel it was worth it! 
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     With the disaster 
that was BKC3 be-
hind us or at least 
until BKC4 comes 
out later this year, we 
decided to continue to 
play BKC2 for the 
time being.  Personal-
ly, there was not 
much wrong with 
BKC2 except the 
army lists needed 
some tweaking, but I 
(and most of my 
group) thought it was a great set of rules.  
The issue with this set of rules (as well as 
many others) is that you need to do some 
scenario prep, which we often forego due 
to various reasons, but more on that later. 

     Late War Eastern Front is always a 
good choice as there is plenty of heavy 
armor to go around.  We initially thought 
there might be 7-8 players this time, but 
when game time rolled around there were 
only 5, so the commands for everyone got 
a bit larger.  This did seem to slow us 
down and prevent the full game from 
being played, but overall it still worked 
out. 

      The scenario takes place west of Ko-
nigsberg in early 1945.  The Russians are 
driving on the city and the front lines are 
torn in several places.  A Russian recon 
force has seized a vital river crossing and 
more mechanized forces are on the way 
to exploit it.  During the night, however, 
a German counterattack re-took the cross-
roads that cut the road to the bridge, so a 
large Russian attack was planned for first 
light to break through and get to the 
bridge. 

     The Germans 
had a company 
of PZIVHs in 
the town guard-
ing the cross-
roads along with 
a company of 
infantry and one 
75mm AT gun.  
A company of 
Stugs, two com-
panies of pan-
zergrenadiers, a 
company of 

Panthers, a recon company, and a mixed 
company of Marders and JGPZ IVs were 
in route towards the battle area, but where 
they would arrive and when was random-
ized.  This gave the battle a more chaotic 
feel, which seemed to be historical for the 
attack on Konigsberg.  There were 
also two batteries of 105mm off board 
in support. 

     The Russians were scattered across 
the board at the start of the game.  A 
Russian recon force backed by a com-
pany of T-34s was firmly established 
at the bridge.  A Sherman battalion 
was split in half after the night attack 
and was in the area of the town/
crossroads.  A powerful force of T-
34/85s and mech infantry was moving 
up the road to the town and finally, 
there was a unit of IS-2s that had got-
ten lost during the night and needed to 
get back into command range.  There 
were two batteries of 122mm artillery off 
board in support as well as some BM-13s 
that could help if the corps support die 
roll was made (5 or 6 on 1D6). 

     The Russian plan was to converge on 
the town and quickly seize the cross-

roads, then link up with the Sherman 
battalion followed by pushing to and over 
the Russian held bridge.  Units would be 
detailed to cover the flanks against any 
German attacks, using the IS-2s for long 
range support.  The German plan was to 
hold for as long as possible, then counter-
attack when the heavy armor showed up, 
blocking the road to the bridge. 

     The first few turns were spent getting 
everyoneôs commands straightened out 
and calling in artillery barrages.  The 
Germans received the unit of Stugs, 
which immediately went into the attack 
on the Russian forces holding the bridge.  
The leading elements of the Russian at-
tack had command problems, but by the 
third turn it looked like they would over-
whelm the Germans.  However, they 

were underestimating the German de-
fense of the town, which would prove to 
be quite considerable! 

     The Russians pressed on, running into 
fire from the PZIVHs while they tried to 
spread out.  The first of the German anti-
tank units arrived along  (cont. on p 5) 
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(cont. from p4)  with the German recon 
unit, which immediately launched a coun-
terattack against the Russian Shermans in 
the area.  By this time there were con-
fused melees and long range duels across 
the board.  Every time it looked like the 
Germans were about to break, something 
happened to keep them in the game. 

      By turn 5 the Russians were still 
holding the bridge and had cleared out 
some of the resistance in the town and 
crossroads.  However, more panzergrena-
diers arrived to bolster the defenses and 
the last two PZIVHs were taking every-
thing the Russians could throw at them. 
In fact, they became the stars of the night, 
holding steady against an onslaught of IS-
2s, T-34/85s and artillery barrages!  By 
now, there was no safe part of the game 
board as any time you moved there were 
units that could shoot at you from both 
sides, making any kind of maneuvering 

extremely dangerous. 

     The Russians barraged the town again 
and pressed ahead, finally curving around 
the town and starting to break out to-
wards the bridge.  Just for a few moments 
there was a chance to end the game as a 
Russian victory.  The Germans, however, 
continued the attack as more reinforce-
ments became available.  They kept the 
pressure up on the Russians, which in 
turn forced them to deal with each new 
threat that arose.  By turn 7 the game was 
a 50/50 proposition at best for the Rus-
sians, who continued to filter past the 
town, now down to one lone PZIVH and 
some infantry that were somehow still 
holding on. 

      Once the German Panther company 
arrived things changed rapidly, even 
though their first few turns were under-

whelming.  However, when the game was 
finally called they were in strong position 
on a hill overlooking the main road.  Get-
ting past this would probably result in 
severe casualties and this is where the 
game was called due to time. 

      We called the game a draw, but the 
Germans had achieved what they wanted, 
which was to hold the crossroads and 
await reinforcements for a counterattack 
to block the road.  The Russians could 
never get their numbers advantage to 
work in the early game and once the Ger-
mans reached parity it would have been a 
difficult, but not impossible task to win. 

     Finally, we need to do a better job of 
scenario prep.  Airstrikes, scheduled artil-
lery, etc., need to be included.  Also, we 
need to make data cards for each battle to 
save time looking things up over an over, 
but it still ended up as a very fun night. 
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Situation:  Redôs offensive has caught 
Blue by surprise, but after some initial 
success Red is unsure about where Blueôs 
main line of defense is and is unsure of 
where to strike next.  Red has bulked up 
one of itôs reconnaissance forces and sent 
it on a mission to penetrate Blueôs lines 
and determine where Blue is planning on 
making a stand. 

Period:  WW2 to Modern. 

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 villages are a mix of 
stone and wood buildings.  The river has 
two bridges marked as 1 and 2 on the 
map that can support vehicles, but infan-
try can cross at any point along the river.  
The woods are light, but would be a se-
vere impediment to mechanized forces. 

Scale:  Can be used with any rules and 
any scale.  Forces are listed as units for 
those who use platoon or 1:5 scale rules. 

Red Forces:  Redôs force begins the 
game off board, but will enter at the road 
entrances marked with an R.  They con-
sist of various recon elements that have 
been reinforced with additional combat 
commands in case Red need to fight their 
way through Blueôs defense. 

Recon force 

(2) light armored car recon units 

(2)  heavy armored car recon units 

(1) light tank unit 

(3) recon infantry units w/transport 

(1) anti-tank/ATGM unit 

Support Force 

(3) armor units 

(3)  mech infantry units 

(1) combat engineer unit w/transport 

(1) med artillery unit (off board) 

Red Set Up:  Redôs forces enter initially 
at the roads marked with a red R.  They 
must be in column for the first turn, but 
are free to move in any direction and/of 
formation beginning Turn 2.  

Red Orders:  Red is to advance quickly 
and penetrate Blueôs front lines.  There 
are three primary objectives: 

1. Determine Blueôs main line of re-
sistance. 

2. Exit forces at the road board edges 
marked with a red arrow. 

3. Hold one of the two river crossings. 

Blue Forces:  Blueôs forces have been 
falling back upon reinforcements and are 
determined to make a stand, even if tem-
porary to relieve pressure in other sectors.  
Blue must reorganize its scattered forces 
and determine where the main line of 
resistance will be.  Roll 2D6 eight times 
to determine Blueôs starting forces. 

Die Roll  Unit 

2   Armor 

3   AT/ATGM 

4   Recon  

5   Mech infantry 

6   Infantry 

7   Infantry 

8   Mortars 

9   Armor 

10   Mech Infantry 

11   Engineers 

12   Militia 

Artillery:  1 battery 105mm (off board)  

Blue Orders:  Organize a defense 
quickly, then try to contain Redôs probing 
attacks.  If possible, counterattack to hold 

the river crossings and prevent Redôs 
forces from exiting the board. 

Set Up:  Blue rolls 1 D8 for each unit in 
its starting forces and places it within 6 
inches of the corresponding numbered 
location on the map in any formation.  

Game Length:  12 turns 

Special Rules:  Both bridges are not 
wired for demolition, but if Blue has en-
gineers and they spend 2 turns at a bridge 
the bridge can be destroyed on a D6 roll 
of 1-5. 

Main Line of Resistance:  After the 
starting locations for all of Blueôs forces 
have been rolled for, any line (A, B, or C) 
that has 4 or more units automatically 
becomes the main line of resistance.  
Blue MUST keep at least 4 units within 6 
inches of that line during the entire game.  
If there are two lines that have three 
units, Blue can choose either, but must 
move a unit (s) there to reach at least four 
units on that line. 

Victory Conditions:  Red achieves a 
tactical victory by achieving two of the 
three objectives listed earlier.  If Red 
achieves all three objectives it is a major 
victory.   

Road exit:  At least three units must exit 
at the roads marked by the red arrows. 

River crossing:  Hold the crossing. 

Determine main line of resistance:  Iden-
tify (visually or fired upon) by four dif-
ferent units all along the same map line. 

Warning 

Engagements 25:  Recon in Force 

R 

R 
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Situation:  Red has launched a major 
attack on Blue, but part of the plan is for 
one of Redôs forces to get through a pass 
in rough terrain, then break out on the 
other side to flank Blueôs main body.  
Unfortunately, the rough terrain is ideal 
for defense with no alternative except a 
frontal assault. 

Period:  Horse & Musket. 

Table Size:  6 x 4, but a larger table 
could be used with more terrain added. 

Terrain Notes:  The hills are steep and 
while the forests are light, they do pro-
vide cover (see special rules).  The villag-
es are a mix of stone and wood buildings.  
The red line from the top to the bottom of 
the map shows where Redôs forces can 
deploy.  The Blue line is the furthest 
point where forces and/or defenses can be 
deployed. 

Scale:  Can be used with any rules and 
any scale.   

Red Forces:  Redôs forces consist of the 
units on the board at the start. 

On Board at Start: 

12 units of infantry 

2 units of light infantry 

3 units of cavalry 

3 batteries of artillery (1 is heavy) 

Set Up:  Redôs forces can be set up in 
any formation on or to the left of the Red 
line marked on the map. 

Red Orders:  Exit as many units as 
possible off the road on the right side of 
the game board. 

Blue Forces:  Blueôs forces have been 
split into two groups for the defense.  
There is a group that is holding the pass 
and steep terrain while a reserve force 
was waiting near the road entrance to 
deploy once Redôs plans were known. 

Main Defense: 

4 units of infantry 

1 unit of light infantry 

1 unit of cavalry 

2 artillery batteries 

Both batteries may start in improved po-
sitions as well as two of the infantry 
units.  These positions should be consid-
ered as better than normal cover, but they 

are not heavy fortifications. 

Reserve: 

4 units of infantry 

1 unit of cavalry 

1 artillery battery 

Blue Orders:  Hold the pass as long as 
possible and prevent Red from exiting 
units that might flank Blueôs main body 
on another battlefield. 

Set Up:  Blueôs main defense group be-
gins anywhere to the right of the blue line 
on the map in any formation.  Reserves 
are set up as below. 

Blue Reserves:  Two of Blueôs reserve 
units begin the game in column at the 
fork in the road near the pass exit.  Blue 
had found out Redôs plan and has been 
quickly transferring troops to the threat-
ened sector.  The remaining reserve units 
enter one at a time on the road beginning 
on turn 2. 

Game Length:  12 turns 

Special Rules:  The hilly terrain sur-
rounding the pass is very steep and there 
should be severe movement penalties for 
crossing each elevation.  There should be 
flat areas such as near the hilltop town 
where movement would be much faster 
as well as the road down the hills. 

If your rules use fatigue this would be 
strongly suggested to add to the scenario.  
Also, to balance out the scenario Blueôs 
starting forces on the board could be hid-

den due to low visibility because of the 
forests and elevation changes. 

Victory Conditions:  Red needs to exit 
at least 6 units off of the road by the end 
of the game.  Any result less than 6 units 
is a Blue victory. 

Variants:  If attacking proves too diffi-
cult for Red, allow a die roll each turn to 
find a path through the hills to speed 
movement and/or a few turns of artillery 
bombardment to soften up the defenses. 

Weather could also play a factor and can 
be used as a balancing mechanism.  Light 
snow would benefit the defender while 
rain would aid the attacker in getting 
closer to the defenses without being seen.  
A night attack could also be tried, alt-
hough the rules for those in most game 
systems are far more trouble than its 
worth. 

WW2 or Modern periods could be used 
for this scenario, although the lethal 
weapon ranges might necessitate a differ-
ent ratio of forces.  Airstrikes could be 
used by the attacker to force the position 
while minefields could aid the defender. 

Finally, the scenario could be modified 
for the Ancients periods by using the 
army lists in your rules to adjust the forc-
es available to each side.  The use of skir-
mishers, archers, and light/skirmish cav-
alry could seriously erode the effective-
ness of the defense, so Blue may require 
additional forces to balance out the sce-
nario. 
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Situation:  The frontier is aflame as 
more and more of the Sudan falls to the 
Mahdiôs forces.  An Egyptian outpost 
along the frontier has not been heard 
from in several weeks and the Egyptian 
authorities fear the worst, so an Anglo-
Egyptian force is assembled to investi-
gate.  The force commander, fearing an 
ambush along the road, has taken a path 
across the desert and has emerged in the 
vicinity of the Egyptian fort, which is 
under siege by the Mahdiôs troops.   
Quickly reorganizing his command, the 
Anglo-Egyptian force advances towards 
the fort and to engage the enemy. 

 

Map Notes: 

¶ The hills are 
fairly low, but 
are an obstacle 
to LOS. 

¶ The brush 
areas are 
strewn with 
rocks, making 
it rough 
ground that 
conceals all 
troops not 
within six 
inches of the 
edge of the 
area. 

¶ The red area is where Anglo-
Egyptian forces enter the board. 

¶ The entrenchments are at least 18ò 
inches from the fort. 

¶ Scenario is designed for an 8 x 4 or 5 
table. If you have a smaller table you 
may have to adjust the Mahdist rein-
forcements so that they receive addi-
tional troops as the long march 
across the table is what will give 
them time to assemble an attacking 
force. 

¶ The fort is loop holed, has a trench, 
few openings, etc., meaning that it 
would be very hard to attack and the 
defenders get a +3 in melee.  Basi-
cally, the fort is an integral part of 
the scenario and should be immune 
to attack until the British threat is 
dealt with. 

Anglo-Egyptian Order of Battle 

1st Brigade 

4 units British infantry-1st rate 

Battery (2 sections) 9lb. Smoothbores-1st 
rate 

2nd Brigade 

1-unit Naval Brigade-1st rate 

1-unit Royal Marines-1st rate 

2 units Highlanders-1st Rate 

Cavalry Brigade 

1 squadron 9th Hussars-1st rate 

1 squadron Egyptian cavalry-2nd rate 

1 squadron Egyptian camelry-2nd rate 

Fort 

2 units Egyptian infantry-2nd rate 

Various civilians and civilian transport 

 

Force notes: 

¶ The Egyptians at the fort are low on 
ammo and can only fire if charged. 

¶ Feel free to replace the British troops 
with Indian, Egyptians, Sudanese or 
whatever units your gaming group 
has. 

¶ Each brigade has one commander. 

¶ There are two ammunition mules 
available. 

¶ Anglo-Egyptian forces can enter the 
board in any formation. 

Mahdist Forces 

At Start 

2 units rifle armed-3rd rate 

6 units sword and spear armed 

Make on roll on the random reinforce-
ment table-see below for where troops 
deploy. 

Reinforcements 

Roll each turn on the random reinforce-
ments table for the Dervish army.  Then 
roll 1D6 for each unit that arrives and 
they enter within 6 inches of either 
side of the marked location on the 
map. 

Special Rules 

¶ Once an Egyptian or British unit 
get within rifle range of the fort, the 
Egyptian garrison and the civilians 
may begin to evacuate the fort. 

¶ The civilians can be represented 
by wagons, baggage camels, extra 
figs, etc.  They should move no fur-
ther than 9 inches per turn no matter 
what the roll and if contacted by a 
Mahdist unit are considered de-
stroyed. 

 

Victory Conditions 

The Anglo-Egyptian side must get at least 
50% of the civilians off the board where 
they entered on Turn 1 without having 
more than 4 Egyptian and/or British units 
destroyed.  The Mahdists are trying to 
prevent the Anglo-Egyptian side from 
achieving their evacuation.  The game 
may also end earlier if one side or the 
other feels that they are unable to achieve 
their objectives. 

Options 

¶ To balance the game, adjust the 
Mahdist reinforcement rolls either 
up or down, depending upon the 
experience of the players and the 
size of the table.  Another option is 
that the Mahdist side cannot roll for 
reinforcements after a certain turn or 
only on every other turn.  You could 
also add more units to the starting 
force already on the board. 

¶ The character traits for commanders 
is highly recommended to be used 
here. 
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ISSUE 50 

     One of the hardest aspects of Victori-
an Colonial wargaming is trying to bal-
ance out the forces so that both sides have 
a competitive game, particularly with the 
Sudan.  British firepower can be devastat-
ing with even average die rolls and most 
game boards do not have the depth/width 
to allow for an overwhelming number of 
natives to surround or hit the British from 
various points at the same time.  If using 
Egyptian forces the task is a bit easier as 
they are far more unpredictable, but bal-
ancing out the game is still a challenge. 

      When I designed the Relief of a Fort 
scenario on the previous page, it first 
went through numerous iterations before 
the final version which is published here.  
How many units should the Egyptians 
start with, the size of the besieging force, 
terrain, etc., went through several chang-
es and when I saw the size of the actual 
gaming table it went through a few more! 

      For the Anglo-Egyptian side things 
are actually fairly simple; march across 
the board to evacuate the fort while not 
being destroyed in the process.  For the 
Mahdist side, things were a bit more 
complex than usual.  In most of our 

games itôs a mad rush to get 
enough forces in position to 
attack the Anglo-Egyptians all at 
once to hopefully crack the de-
fenses somewhere.  With this 
scenario, however, the random 
reinforcements and entry points 
would give the Mahdist side a 
number of decisions about when 
and where to attack. 

     The Anglo-Egyptian plan 
was fairly simple, but reflected 
the personalities of the two com-
manders.  This is always an in-
teresting part of our games and 
thereôs no way you can prepare 

for it when designing a scenario!  One of 
the British brigades would advance in 
square, covering the left flank and try to 
reach the fort.  The other 
brigade was formed up 
into a flying column that 
would try to get to the 
fort, but cover the right 
flank, which looked like 
the most trouble might 
come from.  The cavalry 
brigade would strike out 
and try to reach the fort 
first if possible, but their 
main job was to threaten 
any concentration of na-
tive forces and give the 
other units time to form a 
defense. 

     The Mahdist com-
manders decided to keep 
the units besieging the fort 
in place in case of a breakout, but start 
slipping a few units through the town and 
towards the main hill, then see what de-
velops.  The rest of the plan would de-
pend upon how many units arrived each 
turn and where.  There would be opportu-

nities, but usually the key to 
playing the natives is to be pa-
tient, which is probably the 
worst trait for wargamers! 

     We also used the optional 
traits for commanders rule and 
while most commanders either 
didnôt have a trait or the effects 
were negligible, one did pro-
duce a funny, but critical result. 
The commander of the Anglo-
Egyptian cavalry brigade was 
rolled up as a bigot, which was a 
huge problem in that two of the 
three units were Egyptian.  The 
ï1 modifier definitely came into 

play several times, resulting in their ina-
bility to use their full movement. 

     The scenario began with the Anglo-
Egyptian force advancing onto the board 
slowly and then on the second turn the 
various brigades moved off to their as-
signments.  The Mahdists did get two 
units on the first turn and then a great roll 
to get four units on the second turn.  All 
six moved under cover to await their 
chance to charge.  By turn three the cav-
alry had moved far past the infantry 
(probably too far) and the second British 
brigade was strung out, so the time for 
the Mahdists to strike was now or never. 

     Two rifle armed units popped up and 
began firing at the two British infantry 
companies providing a flank guard, 
which started a several turn firefight.  The 

British hussars and Egyptian cavalry 
were caught off guards by the appearance 
of the various units, so they turned and 
charged the nearest ones!  Colonial caval-
ry in the Sudan never really did that 
great, which was true to form here.  The 
Egyptian cavalry rolled poorly and took 
numerous hits in the first melee, then 
recoiled into another enemy unit and 
were wiped out.  The hussars held out for 
as long as possible, fighting up to three 
Mahdist units in a succession of melees 
that saw two of them destroyed, but in the 
end the hussars were destroyed as well. 

      By this time the square was halfway 
up the board and the remaining two unen-
gaged British infantry companies were 
doing their best to protect the flank of the 
square, but were under pressure as well.  
One infantry company stood like a rock, 
beating off successive charges through 
firepower alone.  Meanwhile, (cont. p10) 
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(cont. from p9) the other two British in-
fantry companies were keeping the Mah-
dists in the scrub on the Anglo-Egyptian 
right busy.  They had taken some hits and 
had run out of ammo several times (really 
bad rapid fire rolls), but were dealing 
some serious damage to the rifle armed 
native units.  The Mahdist reinforce-
ments, which so far had been sending a 
unit or two per turn suddenly dried up, 
right at the worst time!  For three succes-
sive turns there were no additional units 
when they could have been used to keep 
up the pressure. 

     A new Mahdist force sprung up from 
behind the square and attempted to close, 
but bad die rolls left them stranded in the 
open for a few turns and they were met 
by long range firepower that destroyed a 
camel unit and forced the other two foot 
units to shelter behind the wells.  The 

Egyptian camel unit reached the vicinity 
of the fort and the civilians plus their 
Egyptian infantry escorts started to evac-
uate the premises.  The camel unit dis-
mounted and came under attack.  Backed 
by firepower from the advancing square, 
two native foot units were beaten back 
and the path to the square for the evacu-
ees was kept open. 

     By this time the Anglo-Egyptian was 
in pretty good shape.  Several Mahdist 
units were dying or in the process thereof, 
plus the route to the square and then off 
board looked secure.  There were still 
some Mahdist forces around, but the re-
maining Anglo-Egyptian units would be 
able to clear a path back to the edge of 
the board.  At this point the game was 
determined to be an Anglo-Egyptian vic-
tory, despite the loss of most of the caval-
ry brigade. 

     This was a really fun scenario that was 
closer than it looked.  The terrain provid-
ed good cover for sneak attacks and the 
aggressiveness of some of the British 
units played into the trap that the Mahdist 
side tried to set.  I mention tried because 
the random reinforcements roll provide 
some opportunities, but then was the nail 
in the coffin later in the game when none 
appeared for quite some time. 

     This would have been a more interest-
ing game if only Egyptian forces had 
been used as the British infantry units, if 
given a chance, can really devastate na-
tive units with their firepower, even 
though the rapid fire rule hurt them in this 
game more than it helped!  This game did 
certainly inspire us to play BFE far more 
than we do.  Next year Iôm going to add 
some Indian cavalry and Suakin type 
redoubts for more variety. 
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