


     The first winter battle 
we did using BKC IV was 
a big hit, so now that we 
had some more buildings, a 
rail station and railroad 
sections, etc., it was time to 
try this again.  The forces 
we have at this time are for 
the winter of 1942 on the 
East Front.  It is a bit limit-
ing in that there are no 
Tigers, the Russians still 
have a lot of T-26s, most of 
the German guns canôt do 
much against T-34s and so 
on, but thatôs part of the 
fun of it! 

     The scenario was an 
accidental meeting engage-
ment.  The Germans were 
trying to cut off a Russian 
city from reinforcements 
and supplies, so their ob-
jectives were the seizure of 
the rail station and then the 
village crossroads at the 
end of the board.  The Rus-
sians, however, were 
launching their own attack 
to reach a crossroads at 
the German end which 
would enable supplies to 
reach the city. 

     Both sides had plenty 
of armor, limited artillery, 
and had to fight through a 
gap in the middle of the 
board.  To simulate the 
city fighting, any unit 
from both sides that came 
within 15cm of the city 
area would take 1D6 at-
tacks!  That by itself 
forced the action into the 
gap between the city and 
the rail station. 

German Order of Battle 

(1) panzergrenadier battal-
ion 

(1)   infantry battalion 

(1) PZIVF2 company 

(1)   PZIVF1 company 

(1) PZIVD company 

(1)   PZIIIJ company 

(1) Marder II company 

(1)   Stug IIIF company 

(2) batteries 105mm artil-
lery-off board 

¶ Each company and 
battalion had a com-
mander (CV8) with 
any two being (CV9). 

¶ One ATR stand was 
attached to each infan-
try company 

 

Russian Order of Battle 

1st Armor Brigade 

(5) KV-1C 

(4) T-26 

2nd Armor Brigade 

(9) T-34C 

(5) T-60 

(1) SMG Battalion/trucks 

(2) Infantry Battalions 

(3) Batteries 122mm Ar-
tillery-Off board 

¶ One overall command-
er (CV8), two com-
manders (CV8), and 
two commanders 
(CV7) 

¶ Each infantry battalion 
had two ATR assets 
attached. 
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1942 Winter Armor Battle with BKC IV (cont.) 

WARNING ORDER 

Several images showing the defense of the rail station and village along with the initial approach to battle.  Both sides got their heavi-
est armor into the center of the board very quickly, leading to a massive slugfest that would draw in more and more units. 



(cont. from p3)  Besides having fewer 
commanders, the Russians had only 
scheduled artillery, so this had to be writ-
ten down for the first 10 turns.  After both 
sides had some quick planning sessions 
we were ready to begin. 

     The strategies for both sides were 
interesting.   The Russians were going to 
hold the village and the rail station, the 
attack with everything they had, which 
mimicked their commanders usual play 
style!  Knowing that they had the better 
tanks (for the most part-the PZIVF2s 
were pretty good), their idea was to wade 
into what everyone was already calling 
ñThe Gapò and take on the German ar-
mor.  The Germans were going to race 
out and block the Russian armor while 
the infantry took the rail station.  Once 
that was accomplished, they would press 
on towards the Russian held village. 

      When the scenario was designed, the 
idea was for a desperate fight around the 
train station with the Russians debating to 
reinforce it or not.  Then the Germans 
would try to work around the Russians as 
they moved up, setting up a final attack 
on the village to seize the crossroads.  
With better command, the Germans could 
take on the Russian armor and have a 
reasonable chance of success, especially 
with an artillery FAO and a full strength 
panzergrenadier battalion.  This thinking 
lasted less than one turn! 

     The reason for this?  Our most aggres-
sive players, who were in command of 
the PZIVF2s and the KV-1Cs, both rolled 

snake eyes on the first turn (in BKC if 
you roll a 2 you get two successive ac-
tions) and moved right down the middle 
towards each other!  By turn 2 there was 
already armor on fire, with the rest of the 
units moving up.  The second Russian 
armor brigade had to roll to arrive, with a 
1-2 being on the first turn, 3-4 on the 
second turn, and 5-6 on the third turn.  
They would arrive on the third turn, so 
for a few turns it would be the KV-1Cs 
and the T-26s on their own. 

     For the second game in a row, the KV-
1Cs played a pivotal role.  While they 
were fairly slow and had an average gun, 
they were literally monsters on the battle-
field.  Heavily armored and with a lot of 
hits (plus they ignore flank attacks), they 
draw fire like a magnet!  Once they were 
engaged every German unit in the area 
went after them, setting off a multi-turn 
armor slugfest.  While the Russians ini-
tially had the better of the fight, more and 
more German companies arrived to add 
to the carnage. 

     The panzergrenadier battalion moved 
up near the train station and dismounted 
around a walled farm area.  Then this is 
where they stayed for the next several 
turns!  Very bad command rolls happened 
at the wrong time (a not uncommon oc-
currence in our BKC games!) and just 
when the Germans really needed to cap-
ture the train station before more Rus-
sians could get there, the attack stalled.  
The accompanying PZIVDs, however, 
pounded the defenders, knocking out 
several infantry and MG stands. 

     The German and Russian artillery then 
started to land on target, suppressing 
command stands, inflicting hits on the 
infantry, and generally adding to the cha-
os.  A few units during the fight in the 
middle wandered too close to the city and 
took fire, suffering several hits.  By this 
time the cauldron in the middle was just 
getting sorted out, with the Germans get-
ting the upper hand.  Most of the KV-1Cs 
and T-26s were burning, but the German 
PZIVF2 company had taken a beating as 
well.  Then the T-34s arrivedé. 

      The T-34s went right into middle and 
were immediately engaged by the re-
maining Marder IIs, PZIIIJs, and PZI-
VF1s.  While the Marders could definite-
ly inflict harm to the T-34s, the remaining 
German armor was only getting three 
shots per vehicle and with the T-34s ar-
mor, that was going to be a difficult chal-
lenge.  This is where, however, the supe-
rior command and control values of the 
Germans started to pay off.  Most of the 
German command stands were 8s, with a 
few 9s, while the Russians were 7s for 
the infantry units and 8s for the armor.  
The other issue was that the German 
command radius was 25cm, while the 
Russian command radius was 15cm.  The 
Russians, however, could get a +1 to the 
command roll if every Russian unit under 
that commander did the same thing. 

      This pretty much cut out the maneu-
ver aspect for the Russians.  Instead, they 
sat there and slugged it out, while the 
Germans kept moving into new positions 
and firing, often with the (cont. on p5) 
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1942 Winter Armor Battle with BKC IV (cont.) 

WARNING ORDER 

These two maps clearly show that most of the action took place in the center of the board.  This was a major armor slugfest that at one 
time or another sucked in every armor unit of both sides!  The two Russian armor brigades are represented by four icons, which repre-
sent the different parts of the brigade while the German armor units are company strength with a commander.  The Russian armor bri-
gades were hampered by the lack of commanders all during the battle. 



ISSUE 57 

(cont. from p4) same turn.  This allowed 
the Germans to cut the range (giving an 
extra die for shooting) and often get two 
or three orders per turn for each compa-
ny.  By Turn 7 the center of the board 
was littered with wrecked units of both 
sides, but the Germans were winning this 
war of attrition. 

      Meanwhile, the German infantry bat-
talions had been hammered by Russian 
artillery and now had barely any strength 
to continue their missions.  The Germans 
kept attacking in the center and finally 
succeeded in knocking out most of the 
remaining T-34s.  The few that survived 
pulled back to the village crossroads to 
provide some armor support for when the 
Germans moved in that direction.  How-
ever, the Germans still had some armor 
left, but their infantry was spent.  Neither 
side had accomplished their objectives 
and were basically back to where they 

started the game, so we determined that 
the battle ended in a draw. 

     While the game was fun and everyone 
got in on the action, it did point out to a 
number of issues with how we approach 
the game and some things we need to be 
doing better in the area of scenario de-
sign.  First off, we just arenôt good with 
infantry in this game, or for that matter, 
any WW2 operational level game!  The 
German infantry battalion (non-
motorized) should have been on the op-
posite side of the board where it could 
have attacked the rail station.  The pan-
zergrenadiers should have made a mount-
ed attack or been saved for the thrust 
towards the village.  Instead, both battal-
ions pretty much remained in place and 
got cut up by artillery. 

     The other thing is this relentless urge 
to charge at the opposing sideôs armor 
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1942 Winter Armor Battle with BKC IV (cont.) 

and get into a battle as soon as possible.  
Whether itôs boring to sit on the sidelines, 
take up positions to await further devel-
opments, etc., we usually plow right in, 
which caused the swirling melee in the 
center.  Artillery is the other thing in 
BKC that is hard to get right.  One or two 
batteries might not do too much damage, 
but giving someone a battalion of artillery 
is usually a death sentence for opposing 
infantry. 

     The only way to correct some of these 
things is to really, really use the points 
system and let players pick their forces 
from a set value.  However, this takes a 
lot of time and effort for game night, 
which isnôt helped by the fact that we 
donôt pick something until the day be-
fore!  Still, everyone has fun with the 
system and weôll keep making small im-
provements here and there. 



ISSUE 57 

The Age of Sail Game Quest 

     If youôve been in gaming 
for any length of time, there is 
a certain allure to the Age of 
Sail that is hard to pass up.  
Many of us have participated 
in at least one or possibly 
many sailing ship battles, not 
to mention tried our hand at 
painting some of the minia-
tures.  However, we never 
really seem to get to the campaign stage, 
expanding our fleets, or for that matter 
continuing to game the period on a regu-
lar basis.  Usually, after watching Master 
& Commander for the umpteenth time 
there is an urge to break out everything 
for a game, but itôs not the kind of period 
that first comes to mind when the group 
is planning out our next game. 

     Granted, ñback in the dayò, there was 
pretty much Avalon Hillôs Wooden Ships 
& Iron Men.   One of the first attempts to 
realistically (however you define that 
term) portray sailing ship battles.  Many 
gamers fought single ship battles, fleet 
actions, and more using this game and the 
associated articles in The General.  To 
this day the game is still popular and gets 
a lot of play, despite its being well over 

40 years old now! 

     For the minia-
tures enthusiast, 
however, a board 
game just wasnôt 
going to do it.  The 
main issue here was 
that there werenôt a 
lot of companies 
selling sailing ship 
miniatures.  The 
two biggest at the 

time (at least if Iôm remembering right) 
were GHQ and Valiant.  You usually had 
to mail order the ships and make do with 
the limited selection, or do the modifica-
tions yourself for what you needed.  On 
top of that there was virtually no infor-
mation on how to paint them outside of 
the larger plastic models, which was a 
completely separate hobby. 

     Renewed interest in battles during the 
Age of Sail came when The Courier did a 
six part series on the subject.  I was so 
taken by it that I went out and ordered a 
half dozen GHQ models and I didnôt even 
have a set of rules!  There were some 
interesting articles, battles, reviews of 
rules, a campaign, and more.  If the Age 

of Sail needed a shot in the arm, 
this was definitely it.  Slowly and 
surely, more figures starting com-
ing out from Davco, Skytrex, and 
others.  All of a sudden, the Age 
of Sail was a popular period to 
game again. 

     Then just as rapidly, it dropped 
off the radar.  Through the late 
80s and 90s it was there, but hid-
den in the background.  The rise 

of Warhammer 40K, Old Glory mass 
producing figs for every period, new 
rules for land battles, etc., all conspired 
to push sailing ship combat all the way 
to the back.  Every now and then you 
would encounter an article here and 
there about a gaming group playing a 
battle, but they were far and few be-
tween.  Our gaming group talked about it 
every now and then, but we were taken 
in by 15mm Command Decision, Age of 
Reason, and many other games that were 
rally getting going at that time. 

     This became the new normal for our 
gaming group and I suspect for many 
others.  There were now a few dozen sets 
of rules for the Age of Sail, miniatures in 
several scales, and there was some inter-
est every so often in playing a game.  
This period then started to follow a pat-
tern.  Renewed interest, someone in the 
group painted up some ships, a new set of 
rules was introduced, we played a battle, 
then it was back to our other regular 
games.  Rinse and repeat for now close to 
30 years!  There was a ten year period 
where we played Heart of Oak, Signal 
Close Action, and several others.  Fun 
games, but if they got played twice in 
five years that was considered a success! 

     It was at this point where I thought I 
would get back into the period yet again.  
I purchased some more GHQ models, one 
of the Langton models in the larger scale, 
and some from another manufacturer 
(canôt remember now).  I painted a few, 
but at that time no one else wanted to 
play the period so they got sold on Ebay!  
I also obtained a copy of Close Action 
from Clash of Arms Games.  Definitely 
not for the meek, but probably one of the 

best games on 
the period.  The 
level of detail is 
incredible and 
at the same time 
frightening!  I 
played a few of 
the smaller sce-

narios, but adapting this for a group game 
was going to be a problem.  Larger fleet 
actions would probably take 8-12 hours 
of gaming time.  Still, this is the only 
game that Iôve purchased and sold twice! 

     Another 5-10 year drought and we 
played another Age of Sail game, this 
time with the card models that came out 
for (at that time) a popular pirate game.  
No need to paint and you could adapt any 
rules to use them.  After that we went 
several more years until one member of 

our group 
brought out 
Sails of Glory.  
A beautiful 
package to 
behold, it was 
essentially 
Wings of Glo-
ry at sea.  We 
played a few 

battles on one night and it hasnôt made a 
return appearance. 

     Recently, we have played a few nights 
of battles using Ospreyôs Fighting Sail 
rules.  A few guys still have the card 
ships, so they work well without needing 
to buy and paint miniatures.  Fairly sim-
ple to get into and you can do a few bat-
tles in one night, plus it works for large 
groups as each player can run several 
ships. Litko carries all kinds of accesso-
ries for the game, so you can customize 
as much as you 
need.   Weôll see 
how much staying 
power it has as we 
go forward. 

     There are now far 
more rules, terrain, 
accessories, and 
ships available than 
ever before. We 
havenôt even 
broached Warlord 
Gamesô Black Seas with all of their ship 
models.  There are painting guides, pirate 
skirmish games with massive ships, and 
more that would take too long to go over 
here.  However, the period today is still 
one that exists in the background of the 
miniatures hobby.  Why that is would 
make for a good thesis!  Gamers canôt 
resist playing the game if it is set up and 
theyôre invited, but there doesnôt seem to 
be much in the way of follow through.  
You play once, then maybe get back to it 
in another 5 years.  Definitely one of the 
mysteries of the hobby. 
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H.O. Scale Plastic Figures & Gaming 

     If youôve been in the hobby for a few 
decades like many in my gaming group 
(and apparently many of 
our readers judging from 
the emails we receive!), 
then you at one time or 
another have been tempt-
ed by H.O. or 1/72nd 
scale plastic figures.  
When the hobby was just 
starting out, the intersec-
tion of gaming and mod-
eling was at its height, 
with model shops/hobby 
stores being beacons of light for gamers 
with their models, paints, reference 
books, etc.  In fact, many gamers were 
modelers, so they naturally went to model 
stores for their gaming supplies. 

     One of those aspects was using 1/72nd 
scale plastic figures for gaming.  At the 
time (70s and 80s), finding metal figs in 
stores was difficult, not to mention trying 
to find armies that you were interested in 
or specific figures for projects.  The hob-
by was still growing and mail order was 
the name of the game, but there was one 
option that many of us tired; 1/72nd plas-
tic figures. 

     Now there werenôt a lot of choices 
back in the day!  You were mainly stuck 
with Airfix and Matchbox along with 
their limited availability.  There could be 
long periods of time before model shops 
restocked and it was not uncommon to go 
to a store and see the same unsold boxes 
week after week.  However, they covered 
what at that time were the three big peri-
ods; ACW, Napoleonics, and WW2. 

     For a few bucks you could get a box 
of around 40-
50 figures, 
which was a 
pretty good 
deal, especial-
ly if you were 
just getting 
into the hob-
by.  Granted, 
there were 
some unusual poses and some figs that 
you would never use, but you could get a 
few boxes and make several battalions or 
regiments, depending upon the rules you 
used.  The great thing was that back in 
the day 1/72nd figures were usually ac-
counted for in most rules.  However, the 
periods that you could do were limited. 

     The 1/72nd scale figures had a number 
of advantages besides being cheap.  If 
you were into WW2 there were large 
numbers of vehicles from Airfix, Match-

box, Hasegawa, and 
many other companies.  
Buildings were readily 
available at model train 
stores, as were trees, 
grass mats, and many 
other terrain items.  In an 
era where many gamers 
built their own terrain, 
the shortage of things 
like rivers, hedgerows, 
etc., wasnôt seen as an 

issue.  The only problem at the time was 
finding the right figures! 

     Then a company called Atlantic came 
along, offering Ancients boxes, cheap 
vehicles with only a few parts, 
and all of a sudden the scale 
really took off.  However, it 
faded quickly as Atlantic didnôt 
last long.  On top of that, 
Airfixôs financial difficulties, 
Matchboxôs distribution issues, 
and the consolidation of many 
gaming and hobby stores left 
the scale in limbo.  Years later 
Italeri and ESCI got into the 
game, releasing some fabulous boxed sets 
for all kinds of periods, but by this time it 
was too little and too late. 

     The reason for this of course was the 
rise of 15mm figures.  All of a sudden 
you could get packs of figures you want-
ed with no throwaways, they were availa-
ble for all periods, looked good, and 
many sets of rules were not catering to 
that scale.  The heft and look of units had 
a lot to do with the change as well.  There 

was no more buying Prussian 
Landwehr to convert to 1846 U.S. 
troops, shaving hussar plumes to 
make some esoteric Napoleonic 
cavalry unit, or taking arms and 
lances from one box and mixing it 
with another.  Instead, you just 
ordered the 15mm figures you 
needed. 

     For many of us, 
this was a slow transition.  
For myself it happened with 
ACW, which is still a favor-
ite period even to this day.  
I had acquired about 15 
boxes of Airfix figures and 
spent a few years making 
units, trying rules (believe it 

or not, we used Newburyôs Fast Play 
ACW rules for quite some time), assem-
bling buildings, and playing some games.  
When a friend showed me the Stone 
Mountain catalog and I got my first pack-
age from them, I could not get rid of the 
plastic armies fast enough! 

     Cleaning the plastic flash, prepping 
them, repainting the chipped parts where 
paint flew off when bent, limited poses, 
etc., were all of a sudden gone.  True, 
they were replaced by new problems, but 
now you could try all kinds of periods.  
When Essex came out with their packs it 
was a huge sea change in the hobby that 
doomed plastic 1/72nd to what is today a 
very small faction of gamers.  If Essex 
wasnôt the nail in the coffin, the advent of 
the 100 figure bags of Old Glory certain-
ly was. 

     Today, 
20mm (1/72nd) 
still exists with 
many new offer-
ings.  Plastic 
WW2 and mod-
ern vehicles are 
still available, 
although many 
have now 
moved into 

more of the modeling than gaming side of 
a hobby.  Any time youôre paying $20-25 
for a Stug III and it has around 100 parts, 
Iôm not sure thatôs for gaming any more! 
The advent of 3D printers also makes any 
scale, including 20mm, very practical. 
Just change the model file and you can 
print figures, buildings, etc., in any scale 
you want. 

     However, there is one thing that canôt 
be replaced from back in the day and that 
is going to the local hobby shop and 
thinking about the possibilities.  By that I 
mean standing there looking at the 1/72nd 
boxes stacked on the shelf, then carefully 
thinking about what they could be made 
into.  Those two French hussar boxes 
would make a unit of Ottomans, or those 
figures with swapped heads would make 
Guides for NWF campaigns, and so on.  

It was the stuff 
that hobby dreams 
were made of!  
Those days are 
long gone, but the 
memories of buy-
ing boxes of 
1/72nd figures will 
always remain. 
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Situation:  On a quiet sector of the 
front, Red has moved various units to re-
equip, receive replacements, and work on 
training.  The river is well guarded and 
would be difficult to attack, so the chance 
of an enemy offensive in this area is re-
mote.  However, Blue has moved forces 
into the sector and is planning a blitzkrieg 
type operation. 

Period:  Designed primarily for the 
Modern/WW2 era, but could work with 
other periods with some adjustments. 

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

Terrain Notes:  The water obstacle is 
fairly deep and can only be crossed at the 
bridges, which Red still controls.  The 
hills are gently sloped and are not a seri-
ous obstacle, but do give a height ad-
vantage.  The woods are medium and 
vehicles can maneuver in them, but there 
should be severe movement penalties. 

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

Red Forces:  Redôs forces consist of the 
units that enter the East edge of the board 
on Turn 1. 

River Defense: 

1 unit of armor 

1 unit of mech infantry 

3 units of infantry 

1 battery of medium artillery (off board) 

Quick Reaction Force (QRF) 

1 unit of armor 

1 unit of mech infantry 

Garrison 

2 infantry units 

Set Up:  The three infantry units are 
deployed one each in the fortifications 
marked 1, 2, and 3.  The other two units 
are deployed east of the red line, but no 
nearer than 12 inches from the river.  The 
Quick Reaction Force can start in either 
village.  The Garrison are placed one unit 
in each village. 

Red Reinforcements 

These units show up on specific turns at 
R1: 

Turn 2-1 unit of ATGMs/AT guns 

Turn 3-1 unit of armor 

Turn 4-1 unit of mech infantry and 1 
battery of medium artillery (off board) 

Turn 6-1 unit of infantry and 1 unit of 
armor. 

Red Orders:  Delay Blueôs advance for 
as long as possible until Redôs reinforce-
ments can arrive.  Counterattack where 
possible to prevent Blue from exiting 
units off the west edge of the board while 
holding onto both villages if possible. 

Blue Forces:   

4 units of armor 

4 units of  mech infantry 

1 unit of AT guns/ATGMs 

4 units of infantry 

1 recon unit 

1 unit of medium mortars 

2 batteries of medium artillery (off board) 

1 commando unit (see special rules) 

Blue Orders:  Quickly expand the 
bridgehead and overcome any organized 
resistance before Redôs reinforcements 
can make a difference.  As soon as possi-
ble, move forces off the west edge of the 
board for victory purposes. 

Blue Set Up:  All of Blueôs forces will 
enter the board on Turn 1 at A1 and/or 
B1. 

Game Length:  12 turns 

Special Rules:  Before Turn 1 Blue 

selects either the bridge at A or B as the 
target for a commando action.  The Red 
infantry unit deployed at either bridge 
(marked in red as 1 or 3) rolls 1D6;  

1-unit is eliminated 

2-4; unit falls back six inches from the 
fortifications and bridge location. 

5-unit routs 

6-unit stays in place, still fighting the 
commandoes for control of the bridge. 

The bridge that is not chosen by Blue for 
the commando action is wired for demoli-
tion and can be blown at any time Blue 
approaches to within 6 inches of the 
bridge.  On a roll of 1-5 the bridge is 
destroyed. 

Victory Conditions:  Blue needs to get 
at least 4 units (or the equivalent strength 
of 4 units) off the west edge of the board 
for a marginal victory.  If Blue can get 6 
units off the board it is a major victory.  
If Blue cannot get at least 4 units off the 
board it is a Red victory. 

Variants:  Airstrikes and airmobile 
forces would be fairly easy to add and 
give Blue some flexibility in expanding 
the bridgehead.  The board could be ex-
panded in size, especially in length and 
each side given additional units for a 
larger group game.  The commando ac-
tion could be fought as a ñpre-battleò 
action instead of just a die roll.  Also, 
Red could add minefields and Blue could 
add bridging engineers to balance things. 
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Situation:  Red has been threatening 
an attack against one of Blueôs towns for 
quite some time.  However, there are 
extensive defensive positions in front of 
the town that be difficult to overcome.  
Red has set forth a plan to send a force on 
a flank march through an area covered by 
marsh and forest with no roads.   If the 
force can successfully navigate this area, 
some units may come out on Blueôs flank 
and change the course of the battle. 

Period:  Designed primarily for the 
Ancients and Horse & Musket periods, 
but could work with other periods with 
some adjustments. 

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

Terrain Notes:  The hills are not steep, 
but should give movement penalties and 
good observation.  The woods are light,, 
but cannot be moved through by artillery.  
The terrain on the east side of the board 
should be considered rough and/or have 
extensive movement penalties.  It consists 
of many small streams, marsh, and light 
woods.  The town consists of several 
wooden and stone buildings. 

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

Red Forces:  Redôs forces consist of the 
units that enter the East edge of the board 
on Turn 1 and the main attack force to the 
north of the town. 

Main Force: 

6 units of infantry 

3 batteries of  artillery 

2 units of cavalry 

Flanking Force 

4 units of infantry 

1 unit of light infantry 

1 unit of cavalry 

Set Up:  The Main Force enters from 
the Red areas marked at the top of the 
map on Turn 1 or any turn afterwards.  
They can enter the board in any for-
mation.  The Flanking Force may choose 
one unit and start it at the location 
marked by the asterisk.  For the other 
units, roll 2D6 and place the unit at that 
location on the game board.  All flanking 
force units should be disorganized when 
coming out of the wilderness area or have 
to roll for disorganization to represent 
trying to keep cohesion in the terrain. 

Red Orders:  Use the flanking force to 
threaten the town, then when Blue moves 
units away from the defenses, attack with 
the Main Force and try to overwhelm one 
section of the defense.  Destroy as many 
Blue units as possible and seize the town. 

Blue Forces:  Blue has two forces on 
the board. 

Main Defense Line 

6 units of infantry 

2 batteries of artillery 

Reserve 

3 units of infantry 

1 unit of light infantry 

1 artillery battery 

1 unit of cavalry 

Blue Orders:  Hold the defenses for as 
long as possible.  Destroy the flanking 
force before it can reassemble, then use 
the surviving units to help bolster the 
defenses and contain any breakthroughs. 

Blue Set Up:  The units of the Main 
Defense Line must be set up within 12ò 
of the defensive fortifications on the hills. 

The Reserve force can be set up in the 
town or within 6ò of the town. 

Game Length:  12 turns 

Special Rules:  The fortifications on 
the hills should consist of trenches, em-
bankments for the artillery, and obstacles 

that would be difficult for any attacking 
infantry.  The idea for the scenario is that 
the Blue force holding the defenses 
should be able to defeat Redôs Main 
Force if it attacked.  However, if units 
have to be moved to counter the flanking 
force, then there may not be enough to 
contain a major attack. 

Victory Conditions:  Red needs to seize 
the town and force Blue to withdraw 
from the board. 

Variants:  The obvious option would 
be to expand the board and add extra 
units to both sides.  To balance out player 
skill levels, the Blue forces in reserve 
could be encamped and have to roll to see 
when they become alerted.  You could 
also allow Blue to have one or two units 
near the wilderness area as flank guards. 

Another option, especially for those who 
donôt like the randomness of where Redôs 
flanking units appear, is to roll 1 D6 and 
place the numbers on the map south of 
Blueôs defensive lines.   Redôs flanking 
force could also all be cavalry units, par-
ticularly some that could be dismounted 
to act as infantry, which would certainly 
give the battle a different perspective. 

Moving the battle to a more modern set-
ting would be a challenge as air attacks, 
airmobile infantry, etc., would make the 
flanking force a bit problematic.  Mines 
and pillboxes would certainly bolster the 
defensive lines, but the longer ranged 
weapons would make the flanking forceôs 
job a bit more difficult across open areas. 
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     As the audience for Warning Order 
has grown over the years, from a handful 
of our club members for the first issues 
(which have not aged well!) to a world-
wide audience now, there are always 
questions that get sent to me about the 
magazine and the gaming group.  Here is 
an attempt to provide some more infor-
mation about who we are, what we play, 
and why Warning Order comes out the 
way that it does! 

Q:  Where are you guys at? 

A: Mainly from the Salt Lake City, 
Utah area, with some of us being as 
far away as Provo and Clearfield. 

Q: Does your club have a place where 
you hold your meetings? 

A: We did in the earlier days as there 
was a member who had a 12 x 6 
table and room for about 12 at-
tendees.  Later we played at various 
local stores, but at this point itôs 
completely random.  We have access 
to the tables at GAJO in Sandy, but 
usually it depends upon how many 
can make it that night.  We then see 
who can host and what size of game 
can we play. 

Q: What is the size of the club? 

A: The club at itôs high point probably 
had 12-13 people, of which 8-9 
would regularly attend.  At this time 
we have 6 and we probably have 3-4 
who come most nights.  It doesnôt 
sound like a lot, but it keeps us occu-
pied.  We would like to expand, but 
see below on why this is hard. 

Q: Can anyone join? 

A: The short answer is no, but we do 

get a lot of people who want to.  We 
usually invite them over for a game 
(itôs surprising how many donôt 
show up for the first invite!), ask 
them for a second time, then if 
things are working out they stay.  
This is harder than it sounds.  For 
one thing, many interested gamers 
have their own ideas about things, 
have miniatures in different scales, 
or are just hard to get along with!  
Weôve been surprised by how many 
gamers show up for the first time 
and start telling us how things are 
going to be!  They usually arenôt 
invited back. 

Q: How long are the games? 

A: This depends greatly on the size of 
the scenario, but more importantly, 
where we can play.  We do have one 
memberôs house where we can leave 
things up for two or three gaming 
sessions, which allows us to play 
some big games.  Most of the time, 
however, weôre looking at 3-5 hours, 
depending upon what weôre playing.  
We have games like Warmaster An-
cients, DBA, and Age of Discovery 
down to a science and can get set up, 
play the game, then take everything 
down in three to three and a half 
hours.  Other games like TSATF, 
AOE, Fire & Fury, etc., can be five 
hour sessions.  Unfortunately, gone 
are the days of us playing all night! 

Q: What is the play style of the group? 

A: Basically, just a bunch of friends 
having fun!  We usually talk about 
sci-fi and war movies, football, new 
games weôve seen, and insult the 
other players when they make a mis-

take or have bad die rolls!  
Thatôs not saying that we 
donôt argue or have to 
check through the rules, 
but things get resolved 
pretty quickly and if in 
doubt weôll roll dice for it! 

Q: How have the games 
that you play       changed 
over the years? 

A: When the group first 
got going we did a lot of 
Empire, Johnny Reb, and 
Command Decision with 
games sometimes going 8-
15 hours over a few nights 
and with 9-13 players!  

We also played several very in-
volved campaigns that would go on 
for months at a time. Now weôre 
looking at games that usually go 3-4 
hours and everyone is ready to call it 
quits.  Old age, full time jobs, time 
commitments, etc., have really 
changed the hobby for all of us. 

Q: Over the years there seems to be 
more board wargaming going on 
with the group and in Warning Or-
der.  Why is that? 

A: First off, the board wargame hobby      
has changed dramatically and there 
are some really, really good games 
out there right now.  Not to mention 
some non-wargames like Terraform-
ing Mars, Sentinels of the Multi-
verse, etc., that we play from time to 
time.  Gaming is gaming.  Whether 
thatôs with 15mm figures playing 
Fire & Fury or a six hour Twilight 
Imperium session, weôre gaming and 
having fun with the hobby, which is 
all that matters. 

Q: How do you keep all the periods that 
you guys play straight? 

A: Well, we donôt!  I think we have 
armies for something like 20+ sets of 
rules spanning more than a dozen 
eras.  Keeping it all straight is im-
possible, which is why some nights 
things go slowly while we try to 
remember the rules! 

Q: Have you ever stopped playing cer-
tain games? 

A: Yes.  With everyoneôs interests con-
stantly changing, we do experiment 
from time to time with things and 
some of them donôt work out.  The 
most notable would probably be 
Empire and Johnny Reb, which re-
quired multi-night sessions and eve-
ryone to really, really understand the 
rules.  Weôve had armies for War-
master Fantasy, Warmachine, 28mm 
Napoleonic skirmish, and more that 
simply fell out of favor or the games 
changed so much that we didnôt feel 
compelled to keep up.  As weôve 
gotten older, there is a propensity to 
play what weôre comfortable with. 

Q: How organized are game nights? 

A: Surprisingly, not much!  Weôre all 
on a Gmail group, so really thereôs 
no excuses.  More often than we 
would like it comes (cont. on p11)
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(cont. from p10) down 
to the Wednesday or 
Thursday before the 
game on Friday!  While 
many of our scenarios 
work out in the end and 
maybe look good to the 
readers, thatôs more by 
accident than anything 
else.  Occasionally, 
someone will really put 
forth the effort with 
maps, OBs, handouts, 
etc., but those are the 
exceptions rather than 
the rule. 

Q: Do you ever play with 
any other clubs or groups in the ar-
ea? 

A: Some members belong to multiple 
groups, while others do one off 
games with friends.  There hasnôt 
been anything resembling a conven-
tion in our area for 25 years, so that 
was the last time that many of us 
played in multi-club games. 

Q: Why are the editorials often of a 
glass half empty nature? 

A: Thatôs due to two things; the first is 
thatôs my nature!  The second is that 
editorials are supposed to make one 
think and create discussion.  If I 
wrote that 28mm is a great scale, 
who wants to read that?  However, if 
I start talking about 32mm coming 
along and possibly replacing 28mm, 
now everyone wants to read that.  
Editorials produce close to half the 
comments I get about the magazine. 

Q: Whatôs with the wave of nostalgia? 

A: For the most part, at least half of the 
group has been in the hobby for 
more than 25 years, with many of us 
now approaching 45 years!  Every 
time weôre playing a game and 
someone brings up something from 
the hobby past, thatôs fertile ground 
to write about it.  While not every-
thing from the past is good, with 
gaming there were some great mem-
ories playing games from yesteryear.  
Comments on features that explore 
older games usually run 90% posi-
tive, so itôs something the readers 
want to see. 

Q: Why are the reviews of books and 
games so varied?  There doesnôt 

seem to be a pattern and most are 
positive. 

A: The short answer is that we simply 
donôt get many review copies!  I 
would review things if they were 
sent to me!  Instead, I usually have 
to purchase the item myself and if 
Iôm going to do that then it will be 
something I want to play.  Iôm not 
going to drop $100 on a Kickstarter 
game that Iôm not excited about.   
Iôm not going to invest in a set of 
rules and $500 for figures in a period 
that I really have no interest in.  For 
now this works OK as Iôm not sure I 
would have time to review things I 
am interested in as well as things 
that I might have a slight interest in. 

Q: Do you take contributions for Warn-
ing Order from outside your group? 

A: Yes!  From time to time I receive 
reviews or counter opinions which I 
will publish.  Theyôre pretty far and 
few between. 

Q: Do the Engagements scenarios, mini
-campaigns, and battle 
report scenarios get play 
tested or refined, then 
played again? 

A: This is a very good 
question!  The short 
answer would be no, 
which is what happens 
with most gaming 
groups.  From time to 
time I have received 
feedback from some 
gamers who will play a 
scenario out anywhere 
from 2-6 times, trying to 
get it right!  We see it in 

a more general light as we have no 
idea what most gamers have in terms 
of terrain, figures, players, board 
size, etc., so we see ourselves as 
producing ñguidelinesò for a game!  
Some of the scenarios that are posted 
have been used in one form or anoth-
er, but theyôre usually given more 
thought when writing them out than 
when weôre trying to come up with 
something on game night. 

Q: Are there periods or games that you 
would like to try? 

A: Oh yes!  Weôve talked about The 
Boxer Rebellion, Indian Mutiny, or 
even a Zulu campaign.  Thereôs dis-
cussions on painting more Spanish 
for Age of Eagles, Carthaginians for 
Hail Caesar, 1/285th forces for the 
Fall of France using Blitzkrieg Com-
mander, and much, much more.  The 
issues are always time, getting eve-
ryone to agree on a project, then 
painting up the miniatures, which is 
where things usually fall apart.  Add 
to those things the incredible amount 
of items coming out each day and 
staying on course is impossible.  The 
funny thing is that now in our old 
age, money is not an object! 

Q: How much longer can Warning Or-
der go on? 

A: Thatôs a good question!  We certain-
ly plan on playing games well past 
retirement, which for many of us is 
still several years away and for oth-
ers in the group even longer.  Doing 
the magazine does take a lot of ef-
fort, but the plan at this time is to 
keep it going as long as possible.  
You canôt quit until all of your un-
painted figs are finished! 
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     After several Ancients battles 
and getting tired of seeing Romans, 
Indians, and Seleucids, it was time 
to move into the Medieval era.  
This meant bringing out the Cru-
saders and Saracens for another 
rematch.  The Saracens have not 
done well in these battles, despite 
having large numbers of units, 
which probably mirrors history 
pretty well!  Still, looking for 
something new we dusted off the 
Warmaster Medieval rules, select-
ed two 3,000 points armies, and set 
the battlefield up. 

    We donôt really have enough Crusad-
ers at this time, so as usual we substitute 
Normans, which for the first few Cru-
sades are pretty close!  We do have some 
units of Templars, dismounted knights, 
foot soldiers, light cavalry, etc., so it 
gives the army a good appearance for 
battles in the Holy Land around that time.  
We definitely need to paint up some more 
Crusader knight units, local troops, etc., 

to give the army some additional flavor, 
but thatôs a project for another day. 

     The Crusaders had a solid force with a 
break point of 16.  Several mounted units 
of knights, a few units of mounted ser-
geants, and light cavalry provided the 
heavy striking power of the army.  In 
particular the Templars, who in a charge 
would get an incredible 6 dice per stand 
in the first round!  Added to this were 
infantry, a couple of units of dismounted 
knights, pilgrims, and a few units of 
crossbowmen.  While smaller in number 
than the Saracens, the mounted knights 
provided some hard hitting power that 
would be hard to stop, plus their mobility 
meant they could shift to anywhere on the 
field fairly quickly. 

     The Saracens had a massive force as 
well, also with a break point of 16.  The 
reason it wasnôt higher than the Crusaders 
is that in Warmaster Ancients you donôt 
count skirmishing units and the Saracens 
had around 8 of those. The infantry alone 
consisted of 20 units, with 16 of them 
being standard infantry and 4 of them the 
fanatic Gazis.  There were some archers 
and skirmishers that rounded out the in-

fantry force.  The cavalry consist-
ed of 8 heavy cavalry units and 6 
light cavalry units.  The heavy 
cavalry were pretty well armored 
and had ranged attacks as well.  
A huge, but uneven force in 
terms of quality. 

     The Saracens massed their 
cavalry on both flanks, then put 
the huge blocks of some very 
average infantry in the center.  
There was a brigade of Gazis 
(fanatics) that would provide 
some impetus when everything 
attacked, but there were few mis-
sile troops and even fewer skir-

mishers.  Clearly this is an army designed 
to hold with the infantry, then let the ar-
mored cavalry and Gazis finish off the 
enemy with their better attacks.  It was a 
sound strategy and frankly, you can 
only fit so many infantry into an 
area! 

     The Crusaders were going to try 
something a bit different this time.  
Usually, they would match the Sara-
cen cavalry on the flanks, trying to 
keep them busy while the foot 
closed.  Once everything was close 
enough, the knights would launch 
some devastating charges, then the 
Crusader infantry would clean up 
the battlefield.  Thatôs worked for 
them a few times in our previous 

battles and there was nothing to say that it 
wouldnôt happen this night as well.  How-
ever, they put two units of knights in the 
center (or close to the center) in an effort 
to try to break up the masses of Saracen 
infantry. 

    The game began with both sides mov-
ing out pretty quickly, then naturally the 
bad command rolls started to happen!  
Although they are treacherous, that is the 
one thing that our gaming group really 
likes about the rules is that there is some 
real chaos here and things donôt always 
go as planned!  By the end of turn 2 there 
were several cavalry units in range, so it 
was time to for the festivities to begin. 

    The skirmish units naturally ran away 
when charged, so once they were cleared 
out, the heavy cavalry units began to 
emerge, charging any suitable target.  The 
first charges by the Saracens did some 
damage, but were repulsed with higher 
than expected casualties.  The first caval-
ry charges by the knights were simply 
devastating, ripping a hole in the Saracen 
right and forcing the commitment of re-
serves.  This was to provide the template 
for most of the battle, i.e., namely, the 
Crusaders would charge, create a hole in 
the Saracen lines, then the Saracens 
would need to plug the holes. 

     By Turn 4 the Saracens were taking a 
beating and were way behind in casualty 
points (or ahead-closer to breaking).  
They launched a series of counterattacks 
on the right that caused the Crusaders 
some problems and for a turn or two it 
looked like things might get back to be-
ing even.  However, the Saracen counter-
attack ran out of steam, with both sides 
having suffered heavy casualties.  It was 
at this time that the Crusaders decided to 
open up another front.  This is where the 
Templars came in and attacked in the 
center.  (cont. on p13) 
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(cont. from p12) The two knights units hit 
a Saracen infantry brigade and simply 
crumpled the first unit in line.  The 
knights followed up, killing off most of a 
second unit, then withdrawing before 
they suffered any stand losses.  For two 
consecutive charges they were putting out 
36 dice, which simply annihilates any-
thing in their path!  The only thing that 
saved the Saracen infantry brigade was 
some incredible saves by the infantry and 
some bad rolls by the second knight unit.  
This was a pattern that was repeated for a 
few turns, although some good Saracen 
rolls did whittle down the Templars 
strength. 

       By the mid point of the game, the 
Saracens had lost 9 break points and the 
Crusaders only 3, so the Saracens 
launched counterattacks across the board.  
There were a few successes here and 

there, but also a few failures that left 
units isolated and exposed.  The Crusad-
ers would then move up and launch their 
own series of attacks, finishing off dam-
aged Saracen units and driving the break 
point disparity even higher.  After Turn 6 
the Saracens were at 12 and Crusaders 
were only at 5.  This was turning into a 
blowout pretty quickly. 

      In the center and Saracen left, the 
Saracens simply could not get any trac-
tion.  A series of uncoordinated attacks 
caused some damage here and there, but 
there werenôt the usual big runs by one 
side or the other that kept the game close.  
Instead, it was a series of attacks, the 
Crusaders striking back, following up, 
then the Saracens finding themselves in 
even worse position!  By Turn 8 it was 15 
to 8 and the Crusaders had their choice of 
which units to attack to get the Saracens 

to 16 and the end of the game.  At this 
point we called the game as it was clearly 
going to be a decisive Crusader victory. 

     Thereôs not much to say at this point, 
but this isnôt the first time the Saracens 
have been crushed.  It might be interest-
ing to see them go up against a Byzantine 
army, which might not have the same 
destructive power of the knights.  The 
Crusader knights are hard to deal with 
and thereôs some thought that they might 
be a bit overpowered.  The Saracen army 
list will need to be reexamined as what 
theyôre putting onto the battlefield at this 
point isnôt working!  Thatôs not saying 
the game wasnôt any fun, but the knights 
obliterating unit after unit did get a bit old 
if you were on the Saracen side!  Weôre 
not sure what the answer is, but 3,000 
point forces could be an issue as well, so 
weôll keep trying. 
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