


     BKC4 has 
been out for 
almost a year 
now and 
weôve had a 
few games 
under our belt.  
Although we 
still find our-
selves think-
ing of rules 
from BKC2, 
the reception so far has 
been extremely positive.  
As mentioned before, we 
were pretty happy with 
BKC2 and could have easi-
ly stayed with that, espe-
cially after the fiasco with 
BKC3.  However, BKC4 
has proven to be superior to 
all prior versions. 

     For discussion purposes, 
weôre going to examine a 
scenario we recently played 
and describe the scenario 
as well as how BKC4 mod-
eled the action.  While 
there are literally hundreds 
of WW2 rules available for 
all scales and tastes, there 
are often a large number of 
questions about BKC and 
how it plays. 

     First off, we have never 
used the points system in 
the rules!  This could ex-
plain why at times the 
games seem unbalanced or 
why the players donôt have 
too many choices in units.  
Thereôs pros and cons with 
the points based scenario 
approach, with the biggest 
con being that it can take 
quite some time to come up 

with an army list that 
is suitable for the 
number of players 
coming to the game.  
However, it might 
help to better balance 
out the game and give 
players more choice.  
If one side wanted to 
have a lot more com-
mand stands and mor-
tars the options would 

certainly be there.  We are 
hoping to run some points 
based games in the future,, 
but planning isnôt one of 
our groupôs strong points! 

     We also decided to go 
with the optional rule 
where the hits donôt go 
away at the end of the turn.  
For our group at least, this 
has been one of the biggest 
problems with the BKC 
system (well, along with 
large numbers of units fir-
ing at the same target) as it 

can be difficult to score 
enough hits on some of the 
heavier German and Rus-
sian armor in one turn to 
knock them out.  With this 
change commanders were 
going to need to be a little 
more wary of charging into 
things and conserver their 
units.  We were also hop-
ing this would solve the 
ñimpregnableò infantry 
issue when they are de-
ployed in fortifications or 
in towns. 

     We also decided to cut 
back on artillery.  We usu-
ally go with three batteries 
(equivalent of a battalion) 
per side on a 6x4 table.  
However, while they donôt 
do much against armor or 
infantry in towns, the artil-
lery was wiping out any 
infantry in the open along 
with their transport!  Time 
for the battle.  (cont. on p4) 
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Situation:  Near dusk yesterday, a Ca-
nadian mechanized unit with armor sup-
port snuck through a gap in the German 
defense lines and seized a vital town lo-
cated on a hill at the NE corner of the 
map.  The Canadians were quickly sur-
rounded and have been fighting on and 
off during the night.  The Allied com-
mand does not want to give up this vital 
objective, so they are rushing forward 
reinforcements and ammunition/supplies 
to hold it.  The Germans are also sending 
in reinforcements for counterattacks in 
the area to mend the hole in their lines. 

British/Canadian Forces 

9 M-4 Shermans w 3 units of Fireflys 

3 M-3 light tanks (recon) 

3 Cromwells with 1 Firefly 

9 infantry, 1 HMG, 1 light mortars, 1 
engineers, and 12 halftracks 

6 Bren carriers with ammo/supplies 

1 battery 6lb. AT guns and 1 truck 

2 batteries 25lb. Guns (off-board) w/FAO 

Set Up/Arrival 

All British/Canadian forces enter any-
where on the SW board edge on Turn 1. 

German Forces 

On Board At Start 

4 infantry and 1 heavy weapons 

3 Stug III 

2 batteries 105mm (off-board) w/FAO 

Reinforcements-Enter Turn 1 

Group 1: 4 PzIVH 

Group 2:  4 PzV and 1 PzVI 

Group 3:  9 panzergrenadier infantry, 9 
halftracks, 1 75mm AT gun, 1 Sdkfz 
251/2. 1 Sdkfz 251/9, 1 Sdkfz 251/22 

Set Up/Arrival 

The German forces that start on the board 
must begin within 12ò of the town at A. 

For each German reinforcement group, 
roll 1D6.  On a 1, 2, 3, or 4 it arrives at 
the eastern road entrance, and on a 5 or 6 
at the west road entrance.  All forces can 
arrive on the road or within 6ò to either 
side of the road entrance. 

The NW Corner Hill-Special Rules 

The scenario revolves around the relief or 
capture of the large hill on the NW corner 
of the board.  At the beginning of the 
scenario there are 3 M-4 Shermans, 3 
infantry, and 1 6lb. AT gun deployed on 
the hill (German players need to be aware 
of this as you could get fired on starting 
Turn 1).  However, there is heavy 
fighting occurring on the other side of the 
hill (this part of the hill is not on the 
game board) and due to casualties the 
Canadians may have to transfer forces to 
the other side to maintain the defense. 

At the start of each turn, the German 
player(s) rolls 1D4 for each sector and 
marks the progress on the insert map 
below.  When it reaches a box with a T in 
it, the British/Canadian player(s) must 
transfer one armor, infantry, or AT stand/
unit to the other side (take it off the 
board).  When one row is completed start 
rolling for the second row in each sector.  
It is possible that 4 of the 7 units on the 
hill may have to transfer which would 
weaken the defenses for a possible Ger-

man counterattack. 

Terrain Notes 

All of the forested areas on the map 
should be treated as light woods.  The 
buildings should be a mix of wood and 
stone.  The hills are slight elevations, but 
would give an advantage in firing posi-
tions and defense against attack.  The hill 
in the NW corner, however is steep and 
should be treated as difficult/rough ter-
rain with severe movement penalties. 

Victory Conditions 

The Germans automatically win if they 
take the NW corner hill or if the British/
Canadians fail to achieve their victory 
conditions. 

The British/Canadian side must get at 
least three Bren carriers with ammo and 
supplies to the hill for a marginal victory.  
For a major victory they must also get at 
least three armor stands/units and three 
infantry stands/units to hill as well to 
reinforce the defenses. 

Variants 

Air support could be added in for the 
Allied side as well as anti-aircraft units 
for the Germans. 

Additional units could be added to both 
sides for larger games and the board 
could be expanded as well. 

Both sides could also roll for the arrival 
of their forces which would make for a 
more interesting, but chaotic game. 

Rules 

The scenario is designed for BKC4, but 
could be used with almost any WW2 
rules. 
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BKC4:  A Second Look & Battle Report (cont.) 

WARNING ORDER 

N 

This insert shows the defenses around the hill and 
town and the transfer tracks. 



(cont. from p2)  The British relief force 
split into two groups.  The first with the 
Shermans would head towards the long 
road stretch and try to intercept any Ger-
man units coming that way.  The second 
group would make for the town its cross-
roads, securing it first, then pushing on to 
relieve the Canadians on the hill.  The 
Germans were going to try to rush rein-
forcements into the town and use any 
long range firepower to attack units head-
ing towards the hill.  This would in es-
sence force the British relief forces to get 
bogged down in needing to take the town.  
As long as the German armor survived, it 
would be a huge threat to the mech infan-
try and supply carriers going down the 
road. 

     The British armored battalion with the 
Shermans was able to move onto the 
board then failed its next command roll.  
This gave the Germans time to move 

their main armored force, which 
consisted of a company of Pan-
thers, a single unit of Tigers, and 
the Sdkfz 251/22 with the 75mm 
AT gun down the road to head 
them off.  Both sides got what 
they didnôt want; namely a long, 
grinding death match in an area 
where you had to move out into 
the open to get shots at the enemy 
forces.  The remainder of the pan-
zergrenadier battalion went as fast 
as it could towards the town to 
reinforce the defenses there.   

    The Cromwells came 
onto the board and were immedi-
ately engaged by the Stug IIIs, 
setting of a multi-turn armor fight 
that ended with all of the Stugs 
knocked out.  The Stuarts then ran 
around the woods, only to run 
headlong into the PZIVH compa-
ny coming in to aid the townôs 
defense.  Once they finished off 
the Stuarts they looked for new 
targets and saw the British mech 
infantry battalion still in their 
halftracks along the road.  The 
mech infantry then plunged into 
the forests and awaited further 
developments. 

     Meanwhile, the hillôs defenses were 
getting thin, with more and more units 
getting moved to the other side of the hill, 
leaving only the bare minimum to hold 
the side on the game board.  However, 
the Germans had their hands full and had 

no intention of attacking the hill with all 
these British running around!  The Ger-
mans decided to continue holding where 
they could and prevent the reinforce-
ments from reaching the hill. 

     The Sherman-Panther slugfest contin-
ued on.  By this time there were several 
burning units on both sides and the Ger-
mans were scoring hits, but couldnôt 
knock out the Shermans.  Most of the 
Shermans had hits on them, but the Fire-
flies kept the pressure on, knocking out 
the Tiger and the Sdkfz 251/22.  A few 
turns later the final Panther was knocked 

out and the road was cleared.  The Sher-
mans had lost four units plus a Firefly, 
but they had taken the best the Germans 
could dish out and they turned to support 
the advance past the town.  The battle 
was reaching its crisis point for the Ger-
mans who were in trouble.  (cont. on p5) 
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BKC4:  A Second Look & Battle Report (cont.) 

WARNING ORDER 

     After just four turns the action starts to 
heat up on all fronts.  The Shermans run 
headlong into the German armor coming in 
from the left side of the board, beginning a 
several turn armor slugfest between the 
Shermans, Fireflies, Panthers, and the sole 
Tiger.  Tanks begin to burn almost immedi-
ately as both sides jockey for position.  The 
panzergrenadiers reach the main village and 
dig in to assist with the defense in case the 
Shermans break through. 

     On the other side the German Stugs put 
up a good fight against the Cromwells, but 
get destroyed while the Stuarts skirt the edge 
of the hill but run into the PZIVHs coming 
up to support the village.  They are dealt 
with quickly then the panzers go after the 
British mech infantry who close assault the 
panzers who are now trapped in the forest.  
During the ensuing battle most of the PZI-
VHs get wiped out. 
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(cont. from p4)  The PZIVHs charged 
into the forests, counterattacking the Brit-
ish mech infantry, which ended up not 
going very well for the Germans.  In a 
two turn battle most of the PZIVHs were 
knocked out in a series of close combats, 
then the survivors retreated only to run 
headlong into the surviving Cromwells.  
After a two turn exchange there the PZI-
VHs were done as a combat force.   

      The British infantry remounted their 
halftracks and started to move around the 
town towards the hill, backed by the re-
mains of the Sherman battalion now com-
ing up the road.  The Germans by this 
time had no armor and no long range 
weapons that could attack the Allied for-
mations as they drove near the town.  
Since moving outside of the safety of the 
town would be suicidal, the game was 

called as an Allied victory.  Including set 
up and instructions, the game took just 
under four hours to play. 

     After we finished, there was strong 
support for the optional rule regarding 
units keeping their hits once their turn 
ended.  This made two things possible; 
the first is that Panthers and Tigers were-
nôt as dominant as they usually are in 
BKC, and two, it gave commanders pause 
to commit damaged units to the front line 
fighting.  This is also going to have a 
huge impact on infantry units in fortifica-
tions or defending towns in that they 
wonôt be impregnable any longer.  Also, 
by cutting back the available artillery it 
seemed to make the game better and it 
was useful in damaging units, especially 
with them keeping their hits. 

     As far as the system goes, we still 

really like the command and control as-
pect of the game.  The recon, FAOs, 
blunders, etc., systems also work really 
well.  The reworked unit stats, limits, and 
so on seem to be pretty equitable and 
while you can quibble over some small 
things, the overall package is pretty good.  
What is still needed is a book with orders 
of battle and a legitimate campaign sys-
tem. 

     The only problem that still hasnôt been 
solved yet is the ability to pile onto ene-
my units with long range attacks.  There 
really needs to be a limit on how many 
tanks or AT units can fire at one enemy 
during a turn.  Sometimes you can have 
the situation where a half dozen units are 
all firing at the same target, which would 
be doubtful in real life.  Other than that, 
however, BKC4 is here to stay with us! 
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BKC4:  A Second Look & Battle Report (cont.) 



     With the return of Cold 
War gaming, particularly 
NATO vs Warsaw Pact once 
again, this was my first 
chance to try out modern 
armored combat in quite 
some time.  As Iôve related 
in these pages over the years, 
all of us spent most of the 
late 70s and early 80s 
fighting huge armored bat-
tles in Germany.  Instead of 
going the NATO vs. Warsaw 
Pact route, a group of gam-
ers Iôve known for a long time decided to 
do something a bit different; try a Rus-
sian attack into the Baltic States and Po-
land. 

     Yes, itôs NATO vs. Russia again, but 
this time thereôs no Warsaw Pact.  The 
Russians have much more modern equip-
ment while some of the NATO countries 
struggle on with their slightly upgraded 
Cold War versions of vehicles.  The forc-
es are smaller than in the 80s, but no less 
lethal.  Modern combat, by nature, is very 
complex, and while there are many rules 
for this period, finding a good set is cer-
tainly a challenge.  While I have played 
WRG, Tacforce, Challenger, etc., I had 
never played a Fistful of TOWs. 

     The scenario postulates a Russian 
drive with mechanized forces to seize 
three critical road junctions.  There were 
Lithuanian forces entrenched across the 
board, consisting mainly of APCs, infan-
try w/Javelins, and some mortars.  They 
would bear the brunt of the Russian at-
tack until other NATO forces could ar-
rive.  With no armor of their own, it was 
doubtful that they would hold out very 
long. 

     A strong Polish force con-
sisting of a T-72 armored battal-
ion along with a few companies 
of infantry in BMPs would ar-
rive when the game started, 
followed by a U.S. cavalry bat-
talion.  While there were a lot of 
missile armed units in the rein-
forcements, the Poles were the 
only force that had any consid-
erable armored component and 
that consisted of some older T-
72s. 

     The Russians had a full armored bri-
gade, consisting of several armored bat-
talions, infantry in BTRs, artillery, 
SAMs, and recon elements.  
Their goal was to quickly 
brush aside the Lithuanians 
and get to the various cross-
roads, then defend against 
the eventual NATO counter-
attacks.  The Russians, how-
ever, decided to focus on the 
side of the board where the 
NATO reinforcements were 
arriving, which certainly 
made the game go faster!  
The weather was rainy and 
overcast, meaning visibility 
was around 15 inches, with 
many of the vehicles being 
able to use their thermal im-
aging sights out to 20 inches. 

     The rules at first glance appear daunt-
ing.  They are a large, thick book that 
with all of the charts and tables goes to 
around 400 pages.  Again, however, most 
of that is charts, tables, army lists, stats, 
and so on.  The rules are comprehensive 
and will not be for everyone.  They cover 
artillery, air support, engineering, sight-
ing with various optics, etc.  Thereôs no 

way youôre going to play 
things correctly the first 
time, so this is one of 
those sets of rules where 
you should start out small, 
maybe a few armor com-
panies against each other 
to get the movement and 
combat system down, then 
layer things on after that.  
Everything is done with 
D6s and usually after the 
first few turns you just 
need the set of charts that 
can be printed out. 

     Firing is done by roll-
ing a number of D6s cor-

responding to your rate of fire.  Modifiers 
are added, then if a hit is scored the 
weaponôs strength is compared to the 
targetôs armor, which gives a number of 
D6s to be rolled for effect.  The results 
are misses, quality checks (which if failed 
the unit withdraws from the fight), and 
destroyed.  Fairly simple once you get the 
hang of it. 

     Playing the game did set off memories 
of days long past with Warsaw Pact for-
mations rumbling across the table into the 
face of NATO defenses.  Unlike many 
games today where there is minimal prep-
aration for a game, you will need to have 
unit rosters for both sides showing the 

vehicles, infantry, and weapons stats, plus 
load outs for all aircraft.  Yes, this is a set 
of rules where you can get down into the 
weeds and in fact, are encouraged to. 

     I was only able to stay for a little bit 
past the halfway part of the scenario.  The 
Russians hammered the Lithuanians, 
except for one group entrenched outside 
of a small village that simply refused to 
die!  The Poles came on board and in-
stantly went into counterattack mode 
while the M-3s of the U.S. Cavalry forces 
engaged the Russian armor at close 
range.  Because of the weather, the rang-
es were lethal and within the first few 
turns there were burning vehicles across 
that side of the board. 

     The rules worked well and certainly 
gave the impression of how a modern 
armored battle would unfold.  If you 
played this period back in the day, youôll 
be back up to speed in no time at all.  
Hopefully weôll do this again sometime 
soon and have a more extensive review of 
the rules and a full battle report in a fu-
ture issue. 
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Fistful of TOWs 3:  Suwalki Gap        Battle Report 

WARNING ORDER 
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Fistful of TOWs 3:  Suwalki Gap (cont.)       Battle Report 

 

Several images showing the initial Russian attacks on the Lithuanian defenders.  The Poles, who had a brigade of Russian equipment, 
was rapidly trying to move up to block any attacks towards all three crossroads.  The poor visibility made this a real close combat type 
of fight where the better Russian equipment seemed to do well in. 



     With time running out 
and the holidays fast 
approaching (so only a 
few of us were availa-
ble), we needed a three 
player scenario of BKC 
IV for game night and 
needed it within 24 
hours!  Yes, there would 
be no careful attempt to 
balance out forces, 
choose terrain to give 
advantages/
disadvantages to both sides, etc.  We 
would just throw things out on the table 
and make it up as we went along!  In the 
end, it didnôt turn out too bad! 

     The scenario would depict the leading 
edges of a Russian armored attack some-
where along the Eastern Front in late ó44 
or early ó45.  The Germans have a force 
holding several key points along the ta-
ble, with reserves being sent in as quickly 
as possible.  The victory conditions were 
quite simple:  The Russians needed to 
exit as many units as possible off the 
German held road entrances.  Simple in 
theory, but the terrain was pretty nasty in 
certain areas, especially with limited 
fields of fire and the Germans controlling 
the choke points. 

German At Start Forces 

(2) Infantry companies (each with three 
stands of infantry, mortars, HMGs, 
and AT weapons) 

(1) 75mm AT gun & (3) Marder IIIs 

(2) Stug IIIG company (3 vehicles) 

One FAO with 
(3) batteries of 
105mm artillery 
and a Recon asset 
started on board. 

There were three 
groups of German 
reinforcements 
that could be 
brought on board 
one group per 
turn: 

1st Kampfgruppe-(4) PZIVHs 

2nd Kampfgruppe-(3) Panthers 

3rd Kampfgruppe-(1) Panzergrenadier 
company w/(1) Tiger 

Russian Forces At Start 

(1) Armor battalion with (12) T-
34/85 and two stands of infantry 

(2) Armor battalion with (8) M-4/76 
Shermans and two stands of 
infantry  

(1)   Infantry battalion 
(understrength) plus (3) SU-122s 

(1) Recon Company 

FAO (w/3 batteries of 122mm artil-
lery) and various command assets.  
There was a stipulation in the victory 
conditions that if the Russian recon 
company got off board along one of 
the roads the Russians automatically 
won, 

     The Russians decided to enter basical-

ly in the same area, keeping the recon 
company in reserve as a threat to cross 
the river at any time, which would force 
the Germans to keep some units away 
from the main action.  The Germans were 
hampered by only starting with one com-
mand stand for the entire board, which 
would be equalized by the rigid doctrine 
rule for Russian forces. 

     The T-34/85 battalion ran into trouble 
right away, taking fire from the Stugs and 
when they tried to flank the town, AT fire 
from the infantry kept them from expand-
ing out.  The Sherman battalion attacked 
into the railyard area, making good pro-
gress until the German artillery decimat-
ed the infantry battalion that was support-
ing them.  After the first three turns, we 
were thinking that this was going to be a 
short night!  More German armor was 

piling up the road and the Russian attack 
was going nowhere. (cont. on p9) 
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BKC IV:  Knife Fight           Battle Report 

WARNING ORDER 

The start of Turn 4 find the Russians deter-
mined to break out and force the issue.  The 
T-34/85 battalion, which had been taking 
heavy fire from the town,  the Stugs near the 
other village, and from a counterattack from 
the Marder IIIs, finally gets into position to 
return fire, knocking out two Stugs and two of 
the Marders.  One company breaks out and 
begins closing the range on the German ar-
mor moving up the road. 

The Shermans, meanwhile, decide to engage 
the approaching German armor at close 
range, setting off a duel that would go several 
turns, but leaves both sides units wrecked.  
Each time the Germans would counterattack 
the Russians would hold their ground, espe-
cially the SU-122s after most of the Shermans 
were knocked out.  Time and time again, the 
SU-122s slugged it out with the Panthers and 
PZIVHs, buying time for the Russian advance. 


