


     At some 
point most gam-
ers will need to 
teach a set of 
new rules.  This 
could be at a 
convention/
event where 
there may be 3-8 
new players, 
someone just 
joining your local club, or 
in this instance, a board/
miniatures gamer who is 
interested in the early Ro-
man Republic as well as 
the Successors era.  The 
question then arises about 
how does one go about 
doing this successfully. 

     The first thing is to 
think about the size of the 
forces that are to be in-
volved. In this case it 
would be a two player 
game, which would proba-
bly be played out on a 6 x 4 
table.  While we could take 
all the time we wanted and 
the game can be left up for 
multiple sessions, a big 
game probably isnôt the 
right call at this stage.  
Also, the number of troop 
types can be bewildering 
for some armies, so again, 
itôs best to keep things fair-
ly simple.  Go for the big-
gest troop type, then add 
other units for flavor and to 
show what could be possi-
ble in an even bigger game.  
There should be enough 
units to run so that if there 
is a disaster early on, it 
doesnôt ruin the game. 

     For a Republican 
Roman vs. Seleucids 
battle, this would 
mean a Roman le-
gion, a division of 
allies, some skirmish-
ers, and a division of 
cavalry.  Nothing two 
exotic and the only 
special rules that 
would need explana-

tion are the Roman pila and 
how the legionôs units can 
move through each other.  
Give all the leaders a com-
mand value of 8 to keep 
things simple again, then 
explain what each 
of the units can do.  
For the Seleucids 
it would be the 
same; a division of 
pike and a division 
of allies, plus an 
elephant or two 
along with some 
cavalry.  Scythed 
chariots, artillery, 
cataphracts, etc., 
can wait for anoth-
er day. 

     Some kind of roster is 
definitely needed when 
teaching Hail Caesar.  
There are several blank 
rosters available on the net 
and I use MS Publisher to 
make my own.  All that is 
needed is a breakdown of 
the divisions and units.  All 
of the stats can be added as 
well as any special rules 
and notes.  While this can 
take some time to set up, it 
can literally save hours 
during a game as you donôt 

need to look up every stat 
for every unit all during the 
game.  You can then take a 
sample unit, show the new 
gamers the stats, then ex-
plain what each number is 
used for.  Most gamers will 
catch on pretty quickly, 
especially after seeing one 
or two combats. 

     The two main parts of 
the game system, move-
ment and combat, have two 
options for teaching them.  
The first is to just set up a 
few units before the game 
starts and then demonstrate 

how they work.  
The other op-
tion is to just 
begin the game 
and walk 
through the turn 
sequence slowly 
the first turn or 
two, answering 
any questions 
that may arise.  
Having a set of 
game charts for 
each player is a 

huge help here.  Most of 
the answers, modifiers, 
combat effects, etc., are on 
the chart and in many in-
stances (especially for a 
first game) that is all you 
need to run the game. 

     Iôve found that for 
teaching new players the 
game, or for players return-
ing to the game after a long 
layoff, that arranging the 
units into divisions and 
even setting out the for-
mations on (cont. on p. 3) 
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(cont. from p2) the tabletop can 
really help to move things along.  
If not, youôll more than likely end 
up spending 30 minutes to an 
hour while players decide who 
gets what, how the formations 
should be arranged, second guess-
ing the initial deployment, etc.  
This way the game is set up, 
ready to go, and you can begin 
play. 

     One of the things in Hail Cae-
sar that is constantly overlooked 
is the role of leaders, so it is help-
ful several times during the game 
to point out what they can and 
cannot do.  Although you probably have 
already gone over the command phase of 
the turn and while most gamers catch on 
to that pretty fast, they then assume that 
is all that leaders can do.  Actually, 
through the use of the Follow Me and 
Rally orders, leaders can do quite a lot 
more!  Demonstrating this either before 
the game begins or taking a break during 
the game to show how it works can be 
very beneficial to first time players.  Al-
so, going over the pros and cons of lead-
ers joining formations for combat should 
be demonstrated as well.  The one thing 
weôve seen in our games that gets forgot-
ten all the time is that the overall com-
mander can usually re-roll his first failed 
attempt to issue an order. 

     As the game progresses, things like 
the proximity rules, disorder, skirmishers 
evading, and much more will come into 
play.  Many gamers will have questions 
about how these things operate and it 
may be necessary to step back a phase or 
two, which may include letting some 
gamers rework part of their move.  Each 
gaming group has different notions about 
this, so thereôs no hard or fast rule about 
what constitutes a ñlearning gameò.  

Some gamers have no problem with go-
ing slowly on things while others feel that 
making mistakes and being punished for 
them is part of the game! 

     Combat is where the most questions 
will probably arise and again, although 
you may have went over it before 
the game began, once units actual-
ly start fighting you wonôt know 
how successful your original ex-
planation was!  Itôs a good idea to 
help each player go over any mod-
ifiers, watch them roll the dice, 
then figure out the winner/loser of 
each combat.  The first few com-
bats will be slow, but usually play-
ers then get the hang of it and 
things go faster in later turns.  
This is also another chance to 
explain that leaders can use the 
Rally order to take off hits.  Also, 
the concept of supports is critical 
to being successful in Hail Caesar, 
so donôt be afraid to stop the game, move 
a unit or two to show what would have 
happened if a unit had supported the last 
combat, then continue on.  Gamers usual-
ly appreciate seeing these things ex-
plained during the game. 

     While Hail Caesar is pretty 
free wheeling in terms of what 
units can do during movement, 
this is one of the hardest adjust-
ments for gamers who play other 
rules to adjust to.  The proximity 
rule along with needing to be at 
the right angles to charge into a 
unit will come up time and time 
again.  It is important that each 
situation be dealt with consistent-
ly as if it is not, it will certainly 
lead to abuse of the rules in later 
games!  While it may not be criti-
cal to have each gamer call out 
their exact orders before their 

command roll, they should be encouraged 
to be as accurate and/or close to what 
they actually do with the units, which 
builds good habits for later games. 

     For first time players, the concept of 
the divisions breaking probably doesnôt 
have to be explained.  The game will 
usually be decided before that and most 
gamers usually have a hard time with 
being told that while you were having 
fun, unfortunately your division broke 
and you canôt play any more!  This is 
definitely part of the game that can be 
explained, but itôs not necessary to en-
force it the first time.  The other option 
here is to have some fresh divisions or 
units that can quickly be added to the 
game in case things go badly for one side 
a little too quickly. 

     The one thing that is hard to reinforce 
during a Hail Caesar game, especially for 
first time players, are the special rules for 

each unit.  While we usually have one or 
two summary sheets available for each 
side, many gamers forget about them as 
the battle unfolds.  Weôve thought about 
making colored markers that could be 
placed with the unit, but are concerned 
about the clutter.  Itôs certainly a problem 
that weôll keep working on. 

     If this sounds like a lot of work for the 
game umpire or the gamers who set the 
game up, youôre right!  Running a game 
for first time players is not an easy task 
and patience is needed.  It will certainly 
pay off in the future when the games go 
more smoothly and turns go by faster.  
Again, donôt overcomplicate things and 
avoid the temptation to add too many 
units.  The scenario should be straightfor-
ward, there should be plenty of handouts, 
and let the gamers ask as many questions 
as possible so that everyone has fun. 
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     Weôve really en-
joyed our Age of 
Eagles battles set 
during the various 
Peninsula campaigns.  
Whether it is the 
smaller forces, the 
British firepower 
versus the French 
numbers, or just a 
change of scenery 
from the usual Euro-
pean battles, we look 
forward to each of these battles.  With a 
new person joining us this night, we de-
cided to do a smaller Peninsula action 
with about a division per person, which 
should be ideal for learning the game. 

     This fictional battle would see a 
French corps, consisting of three divi-
sions, each of two brigades, advancing to 
meet a similar sized British force.  The 
British had only two divisions, but they 
consisted of more brigades.  While the 
British had the firepower advantage, their 
brigades consisted of 5 and 6 stand units, 
while many of the French were well over 
10 stands each!  The French had one cav-
alry unit as well while the British force 
did not have any.  The French had some 
artillery support, but the British had six 
guns.  At first glance this seems like a 
huge advantage, but using the special 
rules they have to be placed by Welling-
ton, which is not easy in practice.  Also, 
three batteries were Portuguese and not 
rated very well. 

     The terrain was pretty basic and a 
huge change from some of our previous 
gaming nights where terrain dominated 
the situation.  There were two hills, both 
rated as rough, and a small town on the 

extreme British 
right.  There were 
some woods, but 
they were not in the 
middle of the battle-
field.  Each hill was 
an objective as was 
the town.  Whoever 
took two of the three 
objectives would 
win the battle.  We 
hoped that we would 
get in about twelve 

turns, but one side or the other could con-
cede at any time if they thought their side 
had no chance at victory. 

     The British had one division each 
coming on from each road entrance.  
The French all had to come on the table 
through one road entrance, but they 
could hold forces off board for one turn 
and enter near the road (which they did).  
All forces started in the Reserve Zone 
(this is an AOE system to represent the 
faster movement of troops not engaged), 
so they moved onto the table pretty 
quickly.  By turn 3 most forces were 
now in the Tactical Zone, so they had to 
roll on a different table for movement.  
Both sides were clearly moving to se-
cure the hills and the British ceded con-
trol of the town to the French, at least for 
the time being. 

     The French cavalry launched a charge 
that almost ended the game before it be-
gan!  The French went last in a turn, then 
first in the next turn, catching an unsup-
ported British brigade moving up onto a 
hill.  The attack was barely defeated and 
the British moved to consolidate their 
position.  A few British units and a 
French unit eyed each other warily near 

the town, but the forces of both sides 
were getting ready for the big showdowns 
near the hills. 

     Turn 4 is when the festivities really 
began.  The French shook their brigades 
out into lines and charged the British all 
across the center and the British left.  
This set off several massive battles  
where the British firepower held off the 
larger French brigades.  Each time the 
French were pushed back the British 
counterattacked, only to have themselves 
pushed back to their starting lines.  Both 
sides continued to bring up more and 
more troops, but each success was seem-
ingly offset by a defeat elsewhere. 

     On the British right the 6 batteries 
were finally put in place by Wellington 
and started shelling the French cavalry 
and the lone reserve infantry brigade.  
However, there was no effect, which 
seemed to be a theme for the British and 
Portuguese artillery all night!  The French 
seemed to be holding off an attack on that 
side, due to the fear of the artillery, which 
were in great positions.  For several turns 
this side of the battlefield was relatively 
quiet.  (cont. on p5) 
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(cont. from p4)  Back in the center and 
British left, both sides were getting 
ground down by the constant firing and 
melee.  There were several times were it 
looked like one side or the other would 
need to pull back, but instead the players 
rallied their troops, then returned to com-
bat as fast as possible.  There were some 
great maneuvers, good attacks, superb 
defenses, and the battle moved back and 
forth for quite some time. 

     Around Turn7 there was a crisis for 
the French in the center.  The British 
rolled really, really well and broke 
through the French lines, creating a mas-
sive gap.  For just a moment it looked 
like the French army was going to be cut 
in two.  However, just as fast as the hole 
opened, the French rallied and counterat-
tacked, driving the British back up the 
center hill.  Casualties for both sides in 

this area were getting bad, with many 
units reaching worn and spent status. 

     On the British left the constant pound-
ing finally wore down the smaller British 
brigades.  One of them routed and all of 
sudden the British were in trouble and 
tried to reshape the line into some sort of 
a defensive position.  The French, howev-
er, continue to push the attack and all of a 
sudden the British left was gone with a 
French division in pursuit.  This left the 
center and the British left, with both sides 
now having very few fresh units left. 

     On the British left the French finally 
realized that after several turns of artillery 
bombardment and not much damage, that 
they should maybe attack!  The two 
French brigades moved up and took fire, 
which again, caused little to no casualties.  
They launched a series of charges that at 
first pushed the British brigades slowly 

back.  The artillery fire was still ineffec-
tive and one more push by the French 
routed the two British brigades.  With no 
reserves and with both flanks crumbling 
(and holding two of the three objectives), 
the British conceded the day to the 
French. 

     For a scenario that seemed so simple 
and with no weird terrain features, special 
units, etc., this was a great battle.  It goes 
to show that sometimes we overthink and 
over prepare scenarios!  There is some-
thing to be said at times for just getting 
back to the basics of wargaming with 
fairly straightforward battles.  We do, 
however, really need to work on our Pen-
insula terrain!  A less green mat, better 
hills, some Spanish style farms, etc., are 
what is definitely needed.  One member 
is currently working on Spanish forces, 
so weôll be doing this period again soon. 
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Situation:  Blue is falling back in this 
sector, but is desperately trying to hang 
on to vital objectives, such as this air-
field.  The airfieldôs defenses have been 
bolstered by additional units scraped up 
from the reserves in this sector.  If Blue 
can successfully defend the airfield, a 
future counterattack in this area could 
give Blue the breathing space to make the 
airfield operational again.  Red, however, 
is also desperate to seize the airfield.  
Their offensive is losing momentum due 
to long supply lines, so the airfield will 
allow fuel and ammunition to be quickly 
flown in to continue the attack. 

Period:  Designed  solely for the 
Modern/WW2 era. 

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

Terrain Notes:  The runways and ring 
road that connects the runways is con-
crete/asphalt.  The gray structures are 
fairly large and would be strongpoints in 
any defense of the airfield.  The remain-
ing structures in the area are a mix of 
wood and concrete.  The woods are light, 
but will provide cover.  

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

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

3 units of armor 

3 unit of mech infantry 

3 units of infantry 

1 AT/ATGM unit 

1 heavy weapons/mortar unit 

1 combat engineer unit 

1 battery of medium artillery (off board) 

Set Up:  Redôs forces have been building 
up off board overnight and at first light 
are moving to attack.  All of Redôs forces 
can enter the North edge of the board on 
Turn 1. 

Red Orders:  Attack the airfield and 
surrounding area, eliminating Blue units 
and positions.  The main objective is to 
seize the five concrete buildings, which 
will give Red control of the airfield and 
then additional troops and supplies can be 
flown in to continue the offensive. 

Blue Forces:  Bluesô forces are broken 
into different commands and set up re-

strictions as listed below. 

Airfield Defense 

2 infantry units 

4 MG positions 

These units are dug in (foxholes and 
trenches) along the ring road and run-
ways. 

Strongpoints 

3 infantry units 

These units can be set up in any of the 
five gray buildings. 

Mobile Reserve 

1 armor unit 

1 mechanized infantry unit 

These units can be set up along any non 
ring road. 

Support Units 

1 AT/ATGM unit 

1 light mortar unit 

These units can be set up anywhere on 
the board. 

Blue Orders:  Defend the airfield 
against Redôs attack.  Use the mobile 
reserve to strengthen an position that is in 
danger of being overwhelmed. 

Blue Set Up:  As listed above with each 
group of units. 

Game Length:  12 turns 

Special Rules:  The five gray buildings 
should all be at least two story structures 
and should have the highest rated cover 
in the rules that you are using.  The origi-
nal idea was that the two buildings on the 
outer edge of the airfield would be large 
hangers or hardened shelters while the 
three other buildings are the control tower 
and main operations. 

The MG positions should be small MG or 
HMG teams with sandbagged positions. 

Victory Conditions:  If Red takes all of 
the gray building and there are no Blue 
units inside of the ring road, then they 
have won a major victory. 

Variants:  Airstrikes and airmobile 
forces would be fairly easy to add and 
give Red some flexibility in attacking the 
airfield.  Another option is to forego the 
ground units and give Red a fairly large 
airborne force, which would definitely 
make Blueôs defense more difficult.  The 
board could be expanded in size, espe-
cially in length and each side given addi-
tional units for a larger group game.  Blue 
could also be given minefields and 
barbed wire to channel the attackers.  
Another option is to allow Blue to have 
one or two bunkers with AT weapons that 
have a good field of fire across the run-
ways. 

If Red has problems attacking, they can 
be given more armored units, but since 
Red is at the end of the logistical tether, 
they would need to roll a D6 every time 
they move and on a 5 or 6 they are out of 
fuel for the remainder of the scenario. 
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Situation:  Blue has recently won a 
victory over Red and has been pursuing 
the smaller Red force for over a week.  In 
a desperate move to break the deadlock, 
Blue has split their forces, trying to cut 
off Redôs possible escape options.  Red, 
however, has been waiting for just this 
moment, and has turned their forces 
around for a counterattack in an attempt 
to defeat Blue in detail.  While Blue has 
been encamped for the night, they discov-
er the danger and riders are sent out to 
their scattered forces to converge to save 
the main body. 

Period:  Designed primarily for the 
Ancients as well as Horse & Musket eras, 
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 
shallow and should be treated as rough 
terrain, except for artillery which can 
only cross at the bridges.  The hills are 
not steep, but they should confer some 
movement penalty.  Woods are light, but 
do provide cover.  The village and farms 
consist of wood and thatch buildings.  
The fields next to farms are for scenic 
flavor only. 

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

Red Forces:   

10 infantry units 

2 light infantry/skirmisher units 

2 missile armed units (bows) 

3 cavalry units 

Red Orders:  Attack and overwhelm 
the main Blue force in front of your start-
ing positions.  Send a small force to delay 
any Red reinforcements from reaching 
the battlefield and joining with Blueôs 
main force.   

Red Set Up:  Red units can set up in 
any formation south of the red line 
marked on the map. 

Blue Forces:   

Main Body 

6 infantry units 

1 light infantry/skirmisher unit 

1 missile armed unit 

1 cavalry unit 

Reinforcements 

6 infantry units 

2 light infantry/skirmish units 

2 missile armed units 

3 cavalry units 

Blue Orders:  Hold your positions and 
await reinforcements who are converging 
on your position.  Once you have suffi-
cient force available, counterattack and 
defeat Redôs force. 

Blue Set Up:  Blueôs Main Body can 
deploy inside the blue bordered box in 
any formation.  Blueôs reinforcements 
will arrive piecemeal during the game.  
Each turn roll 1D6 for each unit still off 
board (on turn 1 Blue would roll 13 
times).  If a 6 is rolled for a unit, it ap-
pears that turn as a reinforcement.  Add 
the turn number to the die roll (ex., on 
Turn 3 add +3 to the die roll).  When a 
unit appears, roll 1D6 for the location: 

1,2 A 

3, 4, 5 B 

6 C 

Game Length:  12 turns 

Special Rules:  None 

Victory Conditions:  Blueôs main body 
must be either destroyed or forced off the 
board, using whatever rout or army with-
drawal mechanisms are in the rules that 
you will be using for the game.  If the 
main body survives until Turn 12, Red 

has lost the battle.  Again, this could be 
subjective based upon the rules that your 
group uses. 

Variants:  There are a large number of 
optional rules and variants that could be 
used with this set up.  With this type of 
battle there is a problem with Red possi-
bly using their entire force to attack Blue 
and not worry about their flank.  Itôs a 
high risk/high reward type of strategy that 
could be undone by too many units on too 
small a frontage.  Probably the biggest 
changes that could be made would be to 
limit Redôs use of their units in the first 
few turns.  If Red is forced to send part of 
their army to block the bridges, then 
Blueôs main body has a pretty good 
chance of holding on until they have 
enough force for a counterattack.  The 
other option is to let Blue have some of 
their reinforcements assembling on the 
west side of the river in preparation to 
attack into the flank of Red.  This would 
force Red to divert forces to stop them. 

Other variants would be pitting a mainly 
cavalry force against an infantry one.  
You could also give Red more infantry 
while Blue is allowed to entrench on the 
hill and use artillery to strengthen their 
defense.  Yet another variant is to have 
Blue select the order in which their rein-
forcements arrive instead of the random 
determination that is in the current sce-
nario. If needing to balance out the battle 
with inexperienced players, the experi-
enced side could take Blue, but they are 
assumed to be in camp and have to move 
towards the front and set up a defense. 
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Giant Robots, 
Mechs,  & War Ma-
chines 

     As long as I can 
remember, wargamers 
love their sci-fi com-
bat.  Whether itôs 
books such as Star-
ship Troopers, Bolo, 
Hammerôs Slammers, 
etc., to animated se-
ries like Robotech, huge robots, mechs, 
and war machines can almost always get 
any wargamer excited.  Where the topic 
falls short, however, is how to game this 
kind of combat!  There have been all 
kinds of games, rules, and miniatures 
over the years, but it seems to be a topic 
that is hard to quantify what is successful 
and what is not. 

     My first exposure to this kind of genre 
was of course Metagamingôs first micro-
game called Ogre, which still continues 
on to this day.  Several years later, FASA 
launched Battletech, which has now been 
going strong for close to 40 years!  Bat-
tletech was one of those games that was 
hard to categorize.  It was a wargame, 
using military organizations and tactics, 
but it also crossed those science-fiction 
boundaries, much like todayôs Star Wars 
Armada and other similar games.  You 
started to see people playing the game 
that you never saw playing other kinds of 
wargames. 

     Battletech was a hard game to love 
and still is today, at least for me.  Even in 
an era (80s-90s) where complexity was 
shrugged off, this game was in effect, 
ñcrunchyò.  Heat management, battle 
damage, all kinds of weapons, etc., fused 
together with a set of rules that had a lot 
of gray area made this an interesting en-
try into the gaming hobby.  Gamers, how-
ever, could not get enough and slowly, 
but surely, Battletech began to expand. 

     From miniatures to technical readout 
manuals to a line of science fiction nov-
els, the Battletech universe followed its 
brother, Star Fleet Battles, down that path 
of getting just too 
big to actually 
play!  Long after I 
had tried it I re-
member friends 
sitting around for 
hours deciding 
which mechs to 
use, which op-

tional rules, filling out paperwork, and 
more just to get to the first turn of the 
game!  While the game kind of had a 
falling out during the 90s and 2000s, itôs 
still played today and versions keep ap-
pearing. 

     The one game that I did get behind in 
a big way was Adeptus Titanicus, back in 
the day when every new Games Work-
shop or WH40K release was a celebra-
tion.  Not only that, but you could afford 
their miniatures back then as well!  The 
boxed set was packed with six titans, 
rules, markers, buildings, and everything 
you needed for a battle.  Soon, there 
were titan battles each week and when 
the epic Space Marines came out there 
were huge battles fought at all the local 
stores using titans, tanks, infantry, scratch 
built scenery and more. 

      Then, in a sign of things to come, GW 
changed the force structure, raised prices, 
etc., and most of us sold off what we had 
and started looking for other games.  
Today, GW has again re-released this 

theme, but the boxed 
set, individual packs, 
and scenery are not 
only a completely 
different scale, theyôre 
insanely expensive!  If 
they ever go back to 
the old scale, afforda-
ble titan sets, and so 
on, I would be seri-
ously tempted to try it 
again! 

     The other giant robot, mechs, and war 
machine game that we tried to get into 
was Heavy Gear.  I started to see some 
ads in gaming magazines and packs in 
local stores, then realized that there were 
a lot of books, rules, figures, etc., out for 
this game.  The backstory sounded great, 
the miniatures looked really good, and it 
fit that Battletech mold that was science-
fiction, but more military in nature.  We 
painted up enough for a two player game, 
tried it, then sold it almost the same day!  
It was hard to believe how bad the rules 
were for something that looked on the 

surface as a sure thing. 

     We did also get into Warma-
chine for a year or to.  Again, the 
initial offerings looked so promis-
ing.  Combining magic, alchemy, 
and big mechs was something that 
we could not pass on!  Within a 
few months we had some sizeable 

battles and everyone kept enlarging their 
forces to where some of the games started 
to take a bit longer than the 2-3 hours 
they were designed for.  Then they went 
down the GW path with more units and 
characters for each faction, more books, 
redesigns, then a version for an early era 
and so forth.  I realize that companies 
need to expand to sell product, but this 

happened so fast 
that it got confus-
ing and looked to 
take huge chunks 
of cash from our 
wallets! 

     When the Ogre 
6th edition came 
out, which is a 25 

pound box with enough stuff in there to 
keep you gaming for the next 20 years,  I 
realized that my quest for the ultimate 
giant robot, mechs, and war machine 
game had come full circle.  What I started 
with, which was a $2.95 board game with 
paper thin counters, had turned into a 
$125 box with hundreds and hundreds of 
pieces!  However, the game was still the 
simple, fast playing, exciting system that 
has been grinding forward for 45 years 
now.  Additional forces, maps, scenarios, 
miniatures, and more for this version will 
keep everyone playing for quite a few 
years yet. 

     Yes, this is one of the stranger genres 
in the gaming hobby.  Something that 
should be a slam dunk, but in reality is 
really hard to pull off.  Even Robotech 
with all of its fans and possibilities for 
battles, put out a so-so game several years 
ago.  Thereôs something about trying to 
come up 
with a sys-
tem that 
uses cool 
figures, 
things arenôt 
destroyed 
with one hit, 
but still has 
military 
tactics and organizational structures that 
makes it very hard to succeed. 

     With the advent of 3D printing and 
rapid prototyping I have a feeling that 
someone will get it right here in the near 
future.  There are after all, a lot of gamers 
like my friends and I who are looking for 
this sort of thing.  Why?  We really have 
no idea other than we read a lot of mili-
tary sci-fi books! 

Page 8 

Memoirs of a Miniatures and Board Wargamer Pt. 45 

WARNING ORDER 



ISSUE 58 

     When discussing the 
history of the miniature 
wargaming hobby, one of 
the more interesting com-
panies would have to be 
Heritage.  Begun way back 
in 1974 to get Hinchcliffe 
miniatures (at that time one 
of the leading companies 
in the gaming miniatures 
hobby) produced in the 
United States, it grew and evolved into 
one of the hobby leaders for its time. 

     Itôs hard to believe now, especially 
after all of the movies out on the topic, 
but Heritage produced a large Lord of the 
Rings line at that time in 25mm.  Dun-
geons & Dragons was just getting started 
and for those looking for miniatures, 
these were the perfect choice!  By todayôs 
standards they werenôt great, but at that 
time if you were looking for a wizard and 
some rangers, these packs of miniatures 
were more than suitable. 

     In fact, fantasy was the driving 
force for Heritage for a number of 
years.  There was a Conan The Bar-
barian range, a John Carter Warlord 
of Mars range, classic monsters, and 
much, much more.  Sold in the 
standard blister sized package, Her-
itage fantasy miniatures were a sta-
ple in almost every hobby store that 
you went to back in the 70s.  With 
no Internet and sometimes with a 
catalog for aid, you would need to drive 
to the various stores on a weekend and 
look for specific packs of miniatures for 
your current projects. 

     Somewhere around 1977 or ó78 they 
became Heritage Models and with Dun-
geons & Dragons starting to really grow, 
they came out with even more fantasy 
figures.  Dungeon Dwellers boxed sets, 
Medieval ranges, Dragons, and more 
made Heritage one of the leaders in the 
miniatures gaming business.  It was al-
most impossible to go to any hobby or 
game store without seeing 
their miniatures.  For my 
gaming group almost every-
one had something made by 
Heritage.  While Ral Partha, 
Grenadier, and Superior 
were starting to put out com-
petitive ranges, Heritage was 
still well thought of . 

     Heritage also picked up 
the Battleline Publishing line 

of games.  Battleline at that time was a 
smaller wargame publisher, who put out 
games on a limited schedule.  However, 
they did have several successful titles 
such as Air Force, Flat Top, and Subma-
rine.  Later, Heritage would sell all of 
the Battleline Games to Avalon Hill.  
Once given the AH treatment with new 
boxes and component upgrades in some 
cases, along with the AH distribution 
network, several of these games were 
huge hits and are still played today! 

     Also at this time 15mm was just com-
ing into its own.  There werenôt a lot of 
ranges, or for that matter, players in that 
scale, especially since everything up to 
that time was in true 25mm.  Heritage set 
about changing that, however, and re-
leased Confederettes and Napoleonettes, 
which were blister packs with 15mm 
figures. For a long, long time, even after 
Heritageôs demise, these figures were 
thought to be state of the art.  As if by 

magic, ACW and Napole-
onic gamers embraced this 
scale and the rest is history.  
The small size, high quality, 
and the ability to pack a lot 
of units onto even small 
gaming tables made 15mm 
a popular scale that contin-
ues to this day. 

     Heritage also produced a 
number of specialty ranges 
such as Der Kriegspielerôs 

Fantastiques, which was another range of 
25mm fantasy figures.  Several of the 
ranges were produced by Duke Seifried 
through a company called Custom Cast, 
which were added when that company 
joined with Heritage.  There were Pirates 
of the Caribbean, 54mm fantasy, ACW, 
and more that were released under the 
Heritage label. By 1980 Heritage was 
producing a wide variety of 15mm and 
25mm scale figures for fantasy and his-
torical wargaming.  With role-playing 
now dominating the hobby, Heritage was 
in prime position to capitalize with all of 

its ranges. 

    Unfortunately, many other companies 
were now getting into the miniatures 
business and there were a lot of choices 

for gamers where for 
years there had been 
few.  Ral Partha and 
Grenadier were really 
coming into their own 
with Ral Parthaôs in-
credible figures starting 
to take a dominating 
role.  Heritage kept 
going, however, releas-
ing new sets and even 
rules such as Knights & 

Magick.  This was a boxed set that de-
served better than it got.  Those who tried 
it liked what they saw, but it was another 
entry into an already crowded field.  To-
day it is still fondly remembered, but it 
certainly could have changed the hobby if 
it had come out a few years earlier. 

     Heritage tried the board game route 
one more time with its Dwarfstar range.  
These werenôt quite micro-games, but 
they werenôt full 
sized games in the 
vein of SPI or Ava-
lon Hill.  There were 
eight games re-
leased, all with a 
fantasy or sci-fi 
theme.  A few of 
them, such as Bar-
barian Prince and 
Dragon Rage, still 
live on today 
through new editions or as free re-designs 
on Boardgame Geek.  They did, however, 
have some of the flimsiest boxes in hob-
by history, which didnôt help sales!  They 
were certainly novel and we played sev-
eral of the games when they came out.  
Why they never took off is anyoneôs 
guess, but it was a noble effort. 

     Finally in 1983, after undergoing 
bankruptcy, Heritage USA as they were 

now called, closed down.  In basi-
cally nine years they had put out a 
surprising number of miniatures, 
board games, and rules.  As with 
most wargaming companies, mak-
ing things profitable is definitely a 
challenge, especially operating on 
small margins.  For myself, I will 
always remember these figures, 
rules, and games as I had many of 
them back in the day and itôs a 
shame Heritage didnôt survive. 
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     New versions of 
rules and board 
games have been the 
bane of wargamers 
for quite some time.  
Recently, however, 
there have been a 
large number of these 
coming out with no 
end in sight.  In fact, 
whatôs old is new 
again, judging by the 
many Kickstarters, P500 listings, and 
forthcoming notices on web sites along 
with Facebook groups.  Itôs almost at a 
point where new versions of old games 
and miniatures rules could be a hobby by 
itself!  The big question is, do we need 
these? 

    Redesigns and new versions need to 
tick off boxes on a checklist about why 
they are being produced.  Are the previ-
ous versions sold out?  Is there demand 
for them?  Was there a new way of doing 
something in the game or changes to im-
prove the game?  Was the game popular, 
but there were so many questions and so 
much errata that an updated version was 
needed.  Even if the answers to all those 
questions was yes, that doesnôt necessari-
ly mean that the new version will be any 
good. 

     Letôs take the recently released Suc-
cessors game by Phalanx, which was 
reviewed in the last issue.  Successors 
originally came out from Avalon Hill, 
then two more versions were produced by 
GMT.  The 3rd edition was supposed to 
be the final, end all, last version of the 
game.  Itôs a great game, has good rat-
ings, and the final version cleaned up 
almost all the problems in the first two 
versions.  Attempts to get enough pre-
orders for one more printing failed after 
years of trying and GMT dropped it.  At 
this point, the game became almost a 
collectorôs item and was going for 2-3 
times its original price on Ebay.  No one 
thought another version would ever come 
out and they were wrong. 

     Phalanx obtained the rights and set 
about upgrading Successors to the same 
standard that they upgraded Hannibal 
a few years earlier.  Plastic generals, 
larger cards, better rules, and so on 
were the selling points to the Kick-
starter campaign.  After a few years, 
shipping delays, etc., it finally came 
out and its pretty good.  However, 
there have been changes, from vari-

ous rules to extra cards to addi-
tional scenarios.  The basics are 
the same, but there are differ-
ences from the 3rd edition and 
itôs questionable if you should 
upgrade to this one if you already 
own and play the previous one. 

     In fact, thatôs the question that 
gets asked all the time.  Do I need 
this?  For many gamers there is 
the constant drumbeat of the fear 
of missing out.  Many gamers 

will order new versions or redesigns sight 
unseen, then jettison their old version.  It 
is surprising, however, how many gamers 
will keep all of the previous versions!  
Thereôs also many, many gamers who 
think that because they donôt have the 
latest and greatest that they wonôt be able 
to play the game or that they might get 
taken advantage of by gamers with the 
new version. When considering a new 
version or redesign, the other 
question that needs to be asked 
is, ñWhat exactly am I get-
ting?ò 

     The answers to this can take 
many, many forms!  Letôs look 
at another example, which 
would be Johnny Reb.  When 
the first version came out it 
definitely caused a sensation as not only 
was it by the designer who created Ava-
lon Hillôs Squad Leader, it had an entirely 
new type of game system.  It was so suc-
cessful that a second version came out 
from GDW and increased its popularity 
even more.  This is a great example of 
putting out a second version that helped 
the game expand its audience.  However, 
after quite a few years, Johnny Reb III 
came out and things went downhill.  
Why? 

     Johnny Reb III was not a complete 
redesign, but it wasnôt just an upgrade 
either.  There was a new figure scale, 
several new formations, new charts, 
etc., and it took some reading of the 
rules to really learn how to play it well.  
After a few games we went back to the 
second version, but some didnôt want to 
and in the end all versions of the rules 

fell out of favor. 

     Then thereôs redesigns that 
are entirely new games!  A 
great example of that would be 
the Bar Lev designerôs edition 
from Compass Games.  Bar 
Lev already had two versions, 
both designed by John Hill of 

Johnny Reb and Squad Leader fame.  
Both games were simple, basic wargames 
on the 1973 Arab-Israeli War that were 
fun to play, but some things had definite-
ly been fudged in terms of order of battle, 
air combat, and so on.  When Compass 
Games announced a redesign with new 
maps, components, etc., there were cries 
of joy from gamers who remembered the 
old version. 

     However, upon opening the box it was 
clear that this was not simply a new ver-
sion but a whole new game!  Where the 
old versions had around 580 counters the 
new one had close to 2000!  The unit 
scale had changed, there was far more 
chrome than the old one in terms of spe-
cial rules, and the complexity had gone 
up a notch or two.  Itôs a very good sys-
tem and probably the best game on the 
subject currently out there, but this was a 
big surprise to many gamers, especially 
those who thought they would sit 
down, set it up, and play it the same as 
in the old days!  It clearly showed that 
you have to really pay attention to 
what youôre getting with a new ver-
sion. 

     Another example of taking a good 
thing too far would be the designerôs 
edition of Fortress Europa, which also 

first came out under the Avalon Hill ban-
ner.  Reworking any classic game such as 
this is always a challenge as you need to 
appease many, many fans of the game, 
including some who have been playing it 
for three decades or more!  In this case 
they expanded it from one map to two, 
added more charts and aids, reworked the 
counters, fixed the rules issues, and basi-
cally put out a quality product that plays 
the same as the old version.  The only 
problem is that the footprint of the game 
is now so huge that it takes up almost an 
entire 6 x 4 table with the map and all the 
displays! 

    After that you have 
games and rules that have 
new versions where after 
seeing them you ask your-
self, ñWhy?ò.  A great ex-
ample of that would be 
MMPôs The Mighty En-
deavor 2nd edition.  TME as 
it is called, is one of the 
better entries in the SCS 

series of games, which are classic hex 
and counter wargames.  TME covered the 
Allied invasion of Europe in 1944 up to 
the end of the war at (cont. on p11) 
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(cont. from p10) divisional scale.  For 
some reason, they thought it would be 
good to add the Eastern Front to the game 
when they reprinted it. 

     What resulted is a bizarre combination 
of two fronts that donôt work well as a 
whole.  The Eastern Front map is a weird 
size and covers only part of the front, but 
changes the footprint of the game.  There 
are special rules so that the Russians 
donôt reach Berlin while the Allies are 
still on the beaches!  While in the end the 
game still works, youôre left wondering 
why they even added it on as it doesnôt 
improve the game at all!  Sometimes in 
the hobby things should just be left alone. 

     However, there are 
times where a redesign or 
new version works well.  
Three great examples of 
that are Fire & Fury 2nd 
edition, Age of Eagles 2nd 
edition, and Battles For 
Empire 2nd edition.  Both 
sets of rules were just fine 
as they were, being played 
by enthusiastic miniatures 
gamers across the globe.  
There were no real failings 
in any of the rules and 
while there were ques-
tions, some sections need-
ing a bit more explanation, 
etc., you could still play 
the rules and not have any 
major issue. 

     Both new versions are 
well done, have cleaned 
up any issues, and are 
quality products.  The Fire 
& Fury book in particular 
has great color images, 
new examples of play, unit 
labels for the scenarios, 
and much more.  New versions of these 
rules will now allow greater access to 
those who are interested and perhaps 
attract even more gamers to the hobby.  
The authors were wise to keep things 
simple; donôt add a ton of new rules, 
donôt change the base systems, and donôt 
promise more than you deliver.  If more 
companies followed these guidelines the 
hobby would be much better for it. 

     While Games Workshop takes a lot of 
grief for all of their various versions and 
redesigns, one thing that they have done 
well with is Space Hulk.  The latest ver-
sion, which is the 4th edition, is exactly 

what a redesign 
or new version 
should be.  A ton 
of components, 
great looking 
miniatures, plen-
ty of scenarios, 
and most im-
portant of all, the base system didnôt 
change.  Why they canôt do this with all 
of their stuff is the big question here. 

     Another category are the really big 
games that can have expansions that 
make the game even larger.  Two of those 
have recently had new editions, which 
would be Twilight Imperium and De-
scent:  Journeys in the Dark.  TI4 as itôs 
called, is a huge game (reviewed here 
several issues ago) and now in its 4th 
edition.  Another add-on, Prophecy of 
Kings, makes the game even bigger and 
longer!  What was wrong with the 3rd 
version?  Not much really and same with 
Descent, but game companies can sniff 
opportunity and gamers threw truckloads 
of money at them when 
both revisions came 
out.  Yes, the compo-
nents did get better, 
some rules got cleaned 
up, but you start to 
sense that this is too 
much of a good thing 
and you wonder what 
happens if a TI5 comes out?  Thatôs a 
great question.  If TI4 was the ultimate 
version, how much more ñultimateò could 
TI5 get? 

     This gets to the heart of the matter. Do 
you need the new version?  The answer in 
most cases is no.  Do you desire the new 
version?  In most cases the answer is yes!  
Game companies have clearly seen that 
gamers will plunk down their hard earned 
cash for the latest and greatest, so why 
not put out as many versions of the game 
or new editions as often as possible?  Too 
often the company is just trying to capi-
talize on the existing fan base and know-
ing that they will get a certain amount of 
sales is just too tempting to pass up.  If 
Warlord Games comes out with a new 
version of Hail Ceasar, theyôll sell a few 
thousand just because itôs new, even 
though maybe only a few images along 
with a sentence or two might change. 

     This kind of thinking also gives us 
redesigns or new versions that have some 
problems.  Poor playtesting on added 
items, extra scenarios that are imbal-

anced, missing or misprinted compo-
nents, and other things that show the 
company was just rushing the product 
out to get sales.  Itôs hard to blame them 
as gamers are a very forgiving bunch.  
The game companies know that you 
might be upset for a bit, but when that 
next version is announced gamers will 
form a line to get one!  Now some com-
panies are trying hard to get a new ver-
sion out because the old one sold out, 
they feel they need to update it, etc., but 
certainly not in every case. 

     The worst offender is of course Games 
Workshop.  Whether you love or hate 
them, you do have to admit that they have 
mastered the art of the new version!  Eve-
ry few years sees new rules, new army 
books, new figures, and more that chang-
es how the existing game used to play.  
They donôt care if you have to buy a new 
set of rules, sell off your existing figs to 
buy new ones, and so on as they are fo-
cused on new customers, not the old 
ones.  It must be working as no matter 

how hard gamers cry and com-
plain, there they are, selling yet 
another new version of a 30 year 
old game!  The demise of the this 
company has been predicted for 
quite some time, but yet they 
know that gamers love new ver-
sions as well as redesigns.  Iôm 
sure right now theyôre planning on 

another version of Necromunda, Blood 
Bowl, WH40K, and more, even though 
most of these games have had a new ver-
sion in the last few years!  Itôs just what 
Games Workshop does. 

     So, what does the future hold? De-
pending upon your viewpoint, fortunately 
or unfortunately, more redesigns and new 
versions!  Avalon Hillôs Russian Cam-
paign is getting a facelift by GMT, Com-
pass Games is all aboard the redesign 
express, probably another version of 
Flames of War is coming, and many, 
many others.  Will gamers just stick to 
their current versions?  They might if the 
prices get too high or there may be a 
point where rebasing, buying more figs, 
or needing to learn a changed system 
might be a deal breaker.  Game compa-
nies, however, know that gamers want the 
new version and until a big game fails, 
this pattern will continue.  At what point 
do gamers say, ñIôm not interested in a 
new versionò?  I myself am limiting the 
new versions I buy for the foreseeable 
future, just because you canôt keep pur-
chasing the same thing over and over. 
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remember right (I have not read those 
articles in 20+ years!) they were a bit 
short on details, so you needed to fill in 
quite a few things for your own cam-
paigns.  The results, however, seemed 
impressive and it would definitely be one 
of the highlights of the year if youôre able 
to pull off one of these campaign days. 

     The main idea is of course to have 
multiple battles during the course of the 
day.  Due to the nature of the movement 
between tables, WW2 or Modern would 
be the best periods for this type of cam-
paign as the rapid movement will make 
transitioning to the various tables easier.  
Once you have selected a period and/or 
theater, the next step is to create the cam-
paign map.  These can be as detailed or as 
basic as you would like, as long as all of 
the participants can tell what terrain is on 
each board.  The map will be composed 
of multiple boards that are linked to one 
another.  When a force is victorious on 
one board or the opposing force with-
draws, movement then continues on to 
the next board. 

      The campaign rules will cover some 
sample maps and boards, the turn struc-
ture, and how to deploy assets such as 
artillery and air support.  There is a lot of 

     Back in the day, when Miniature War-
games first came out, there were a series 
of articles about what were called ñone 
day campaignsò.  These were usually 
club events that they had planned out way 
in advance, but the same principle could 
be used for a longer game night or special 
game day for some groups.  The idea was 
to set up a number of tables, then move 
from table to table as forces advanced or 
fell back.  Naturally, this would involve 
quite the number of vehicles and scenery, 
so the campaign needs to be planned out. 

     The concept is an attractive one for 
many gamers.  A long day of gaming 
where you actually get to see the progress 
of your advance or how bad youôre los-
ing!  The challenge is to find a set of 
rules that will a) govern the movement 
from table to table, reserves, air support, 
etc., and b) tactical rules that keep the 
action moving.  A is certainly easier than 
B, which is what will be presented here. 
The tactical rules will be in part two, 
which will be in the next issue of Warn-
ing Order. 

     The articles that appeared in Miniature 
Wargames were interesting and it defi-
nitely generates excitement in trying to 
do something similar.  Unfortunately, if I 

room to add your own house rules, add 
layers of complexity, and there will be 
optional rules to offer more detail.  The 
rules are designed to regulate movement 
during the campaign and keep the action 
flowing with limited paperwork. 

     Force structures will also be important 
for the campaign.  Obviously, the more 
mechanized the forces are the more op-
portunity there will be for advances and 
the use of reserves, which is critical as 
the action shifts from table to table.  
Some thought will need to be given to 
force ratios as a side that has to attack 
entrenched forces or in difficult terrain 
may need a much larger force than the 
defender. Also, depending upon how 
many players and tables there are, both 
sides may need a lot of miniatures as well 
as terrain. 

     Finally, the actual rules will be in part 
two coming up in the next issue.  The 
rules will be fairly simple as when you 
are using large forces on multiple tables, 
there isnôt much time for detail!  Again, 
the idea will be to keep the action going 
and of course gamers are free to use their 
own rules if they feel that these are too 
simplistic.  Now on to the campaigns! 
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     The first step in preparing for your one 
day campaign is to determine how big it 
will be!  If you have access to a lot of 
space, several tables, and plenty of ter-
rain, you could conceivably set up 10-12 
tables at once.  If you have limited space, 
few tables, etc., you may have to settle 
for 6-8 boards and only keep 1-2 up at the 
same time.  If you can set up all the 
boards for your one day campaign, then 
the map is only useful as a planning tool. 

     If youôre going to only set up maybe 
one row of tables at a time, however, the 
map will be more than just for planning.  
Reserves, movement of forces from other 
tables, engineering tasks, artillery deploy-

     It is also recommended that you draw 
detailed maps of each board that is on the 
campaign map.  This will help both sides 
know what kind of terrain is to be expected 
and will help with the set up.  All of the 
maps can be as simple or as detailed as you 
prefer and a terrain key can also be includ-
ed.  Again, most of this is optional and you 
can create the maps however you wish. 

itôs a meeting engagement with both sides 
entering from opposite ends of the cam-
paign map, then a 1:1 ratio would be 
good.  If the attacking force must over-
come fortified positions, then a 3:1 ratio 
might be called for. 

     Both sides should have a roster of 
their forces, broken down into formations 
such as battalions or regiments.  This will 
make it easier to track on the map.  In a 
campaign where one side is defending, 
the defender should clearly mark on the 
campaign map where all of their forces 
are initially deployed.  Artillery units 
should also always be marked on the 
map.  Identify where the attacker will 

     Take an inventory of the forces that 
you have available for a campaign.  If 
youôre able to set up all of the tables at 
once, then whatever you have will be in 
use, so there wonôt be any miniatures that 
can pull double duty.  If all of your Tigers 
are on board B, then thereôs no point in 
having several forces that have Tigers in 
them!  If youôre only setting up a few 
tables at a time, then some miniatures can 
pull double duty and are just used when 
needed by a particular force, then used 
somewhere else after theyôre through 
with that battle.   

     The type of campaign that you envi-
sion will greatly affect the forces used.  If 

enter the campaign map.  This may be 
from off board, moving onto the boards 
the first turn.  Another option is to start 
the attackers already on the first board(s), 
prepared for the attack. 

      Since the idea for the one day cam-
paign is fast paced action and maneuver, 
it is important that the attacker have a 
large percentage of mechanized forces so 
as to be able to continue the attack quick-
ly.  Large infantry forces are fine for the 
defense, but they would not work for the 
attacker in this type of campaign as it 
could turn into a two or three day cam-
paign! 
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ments, etc., will need to be marked on 
the map.  Itôs probably a good rule of 
thumb to assign one player on each side 
to act as a chief of staff just to handle 
all the things happening on the cam-
paign map. 

     The campaign map will need to 
have the number of tables, each marked 
with a designating letter or number.  
You really only need to draw the main 
roads, rivers, and maybe mark objec-
tives on the board maps.  The distance 
between each board and how many 
avenues there are to get there is up to 
you as in the map example below. 

Board Designation 
Board to Board Connection & Movement Cost 

Each board on the campaign 
map should have a separate map 
with more detail.  This map will 
be used when opposing forces 
meet to set up the tabletop battle.  
If possible, roads and villages 
should be labeled for two rea-
sons; first, it allows for detailed 
orders in planning for the game, 
and second, it will help both 
sides know where objectives are 
located.  Hills, bridges, woods, 
etc., should be clearly marked on 
the map and then replicated on 
the tabletop.  Players are free to 
add as much or as little detail to 
these maps as they desire.   



for board #3, 2F for board #2, 2F for 
board #4, and 3F/1B for board #5.  The 
remaining 4 close support/bomber air 
points will be saved for another turn. F is 
used to designate fighter air points and B 
is used for close support/bomber air 
points. 

     When the turn shifts to the Tactical 
Phase any air battles are fought on boards 
where both sides have aircraft points.  
The following sequence is used for air 
combat: 

1. Match up fighter points vs. fighter 
points.  If there are any unmatched 
fighter points by one side, they may 
be used against any enemy close 
support/bomber points or they may 
fire at the enemy fighter points.  If 
there are no fighter points assigned 
to a certain board, then this step is 
skipped. 

2. Roll 1D6 for each fighter point.  On 
a 6 the opposing fighter point is de-
stroyed.  Against a bomber point, a 5 
or 6 is needed to destroy it.  Combat 
is simultaneous. 

3. Surviving air points are matched up 
for another round of air combat.  In 
most cases there will be two rounds 

of air combat on each board where 
air points have been allocated. 

4. Any surviving close support/bomber 
points may now be used during the 
10 tactical turns on that board, sub-
ject to any anti-aircraft fire when 
they make their attack.  Both sides 
should note their losses on the cam-
paign log as they will affect their 
allocations on future turns. 

     Ex.; Side A allocates 3 fighter (F) 
points and two close support/bomber (B) 
points to board #2.  Side B allocated 2 F 
points and 1 B point to that board as 
well.  The fighters are matched up, which 
is 3 against 2.  Side A could match up one 
F point against Side 2ôs B point as it is 
unmatched by Side B who only had two F 
points.  Side A, however, decides to focus 
on the enemy F points this round.   

     Side A rolls a 6, 5, and 4, destroying 
one F point, while Side B rolls a 6 and a 
4, destroying one of Side Aôs F points.  In 
the second round Side A must match Side 
Bôs remaining F point with one of its 
own, but allocates the second F point 
against Side Bôs B point.  Side Aôs B 
points were not attacked and can now be 
used for air support on the board and if 
Side Bôs B point survives it can as well. 

     At the start of each Operational Phase, 
both sides will allocate air points to indi-
vidual game boards on the campaign 
map.  This can be done by drawing on the 
map or filling out a campaign log 
(provided at the end of the campaign 
rules) each turn.  If there are opposing air 
points assigned to the same board, there 
will be rounds of air combat, then any 
ground support air points will undergo 
anti-aircraft fire as they attack enemy 
ground units. 

     Before the campaign begins, both 
sides need to determine how they will 
handle air support.  The simplest method 
is to assign a number of air points to both 
sides that will be used for the campaign, 
such as each side starting with 10 fighter 
air points and 10 ground attack/bomber 
air points.  During the Operational Phase 
each side allocates a number of air points 
to any board(s) on the campaign map.  
This could be noted on the campaign map 
or the Campaign Log by using any agreed 
to convention. 

Ex.; the defender in a campaign wants to 
protect his front line units while launch-
ing a counterattack on another board and 
they start with 10 fighter air points and 
10 close support/bomber air points.  They 
enter this on the Campaign Log:  3F/5B 

Campaign Turn Sequence of Play 

Each campaign turn consists of the following phases and sub-phases, carried 
out in strict order. 

Operational Phase 

1. Allocate Air Support and Conduct Air Battles 

2. Conduct Engineering Actions 

3. Move Artillery (Optional) 

4. Re-Supply Fuel & Ammunition (Optional) 

 

Tactical Phase 

1. Conduct 10 Tactical Turns  

 

End Phase 

1. Deploy Artillery (Optional) 

2. Check Victory Conditions 

Turn Structure 

     Each campaign turn is divided into an Opera-
tional Phase, Tactical Phase, and an End Phase.  
During the Operational Phase each side can per-
form numerous actions, including assigning air 
support, creating fortifications, destroying/building 
bridges, and setting things up for the coming Tacti-
cal Phase. 

     During the Tactical Phase, the action switches 
to the tabletop where ten turns are played, using 
the miniatures rules selected by the gamers for the 
campaign.  There may be several battles occurring 
on multiple tables, so it may help to have a white-
board, poster, etc., that helps track the number of 
tactical turns so that everyone is aware of the turn 
number and where you are in the turn structure.  
Once ten tactical turns are completed, play on the 
tabletops stops and you go to the End Phase. 

     During the End Phase artillery that moved is 
deployed and the victory conditions are checked to 
see if either side won.  Play then proceed to the 
next turn, starting with a new Operational Phase. 

Page 14 

Operational Phase-Air Support 

Sequence of Play 

WARNING ORDER 
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vide support.  For all others: 

120mm+ mortars  1 board 

Division artillery  2 boards 

Corps artillery  3 boards 

For example, using the sample campaign 
map at the start of the rules, corps level 
artillery deployed on Board B could sup-
port formations fighting on Board H. 

     Artillery batteries can start off board 
and are assumed to be adjacent to the first 

boards nearest their starting side for the 
campaign. 

     To move a battery, mark them as mov-
ing during the Operational Phase.  Artil-
lery batteries can move one board during 
the Tactical Phase and during that time 
they are unable to provide artillery sup-
port.  During the End Phase the batteries 
that moved are deployed on their new 
board and can then provide fire support 
during the following campaign turn. 

     Depending upon the size of your one 
day campaign and the distance between 
boards, you may want to include this 
optional rule.  While it will add another 
layer to the campaign overhead, it may 
make it a bit more realistic and force 
players to do some additional planning. 

     Each artillery or mortar battery has a 
range given as the number of boards from 
where it can fire in support of that sideôs 
formations during battle.  For campaign 
purposes, 81mm mortars and smaller 
must be on the same game board to pro-

     During the Operational Phase, each 
side may conduct a number of engineer-
ing actions to support their forces in the 
campaign.  Before the campaign begins, 
each side should be allocated a number of 
engineering points, which are then used 
to purchase actions, such as repairing a 
bridge, creating minefields, digging en-
trenchments, and so on.   

     The Time number is how many Oper-
ational Phases it takes to complete the 
action.  Players will need to make a note 
of when the actions that take longer than 
one phase will be completed.  Engineer-
ing units do not need to be represented on 
the boards during the campaign for these 
actions, but players may still want to use 
figures to show engineering actions in 
progress.  Here are the list of engineering 
actions, their cost and the time it will take 
to complete the action. 

Action      Cost       Time   Notes 

Destroy Bridge      2         1  Roll 1D6: 1-bridge not destroyed 

     2, 3-Damaged  4, 5, 6 Destroyed 

Repair Bridge      3         1  Used to repair Damaged bridge 

Build Bridge      5         2 

Create Minefield      2         1                     

Clear Minefield      1                1 

Crater/Block Road     1                1 

Clear Road      1                1 

Entrenchments      2         1 

Fortifications      4                2 

*For minefields, entrenchments, and fortifications, use the miniatures rules chosen for 
the campaign to determine the size and extent of these actions.  Some rules may have 
minefields in 4ò sections, while other may have them in 6ò or 8ò sections.   

     Each time a formation fights a battle 
that goes at least 10 tactical turns or if a 
formation has moved at least two cam-
paign boards, then it needs to be resup-
plied with fuel & ammo.  The status of 
each formation can be noted on the For-
mation logs used by both sides and this 
will certainly add a layer of paperwork to 
the campaign. 

     Each sideôs supply dumps can gener-
ate a number of supply convoys each turn 
(decided before the campaign).  Each 
convoy carries one fuel & ammo point 
that can be used to resupply one for-
mation.  Each supply convoy can move 
one map board per operational turn, 
which during Step 4 of the Operational 

     To add a bit more realism to the cam-
paign, players can use this optional rule, 
which forces both sides to use Fuel & 
Ammo points to resupply their forces.  
This will increase the planning needed by 
both sides to maintain attacks and the 
further you get from your supply base the 
harder it is to supply your forces. 

     Both sides should be assigned a num-
ber of Fuel & Ammo points that they 
begin the game with and there should be 
allowances for additional points to arrive 
during the campaign.  The supply dumps 
for both sides are assumed to be off the 
campaign map and they will need to 
move onto the campaign map to begin 
their journey to resupply formations. 

Phase.  When a formation and a supply 
convoy start together on the same board, 
the formation can be resupplied during 
Step 4 of the Operational Phase.  The 
formation cannot move during the first 5 
tactical turns during the Tactical Phase. 

     Supply penalties will need to be decid-
ed during the campaign set up.  If a for-
mation has not been resupplied then itôs 
movement could be cut in half and if not 
supplied for two consecutive Operational 
Phases then it couldnôt move at all.  Like-
wise for ammo resupply; maybe limit 
artillery support, negative modifiers for 
firing, etc., until the formation is able to 
conduct resupply. 

Page 15 

Operational Phase-Moving Artillery (Optional) 

Operational Phase-Engineering Actions 

Resupply Fuel & Ammunition (Optional) 



     Blue can see that Board C will be 
threatened soon and now that it is the 
Engineering Phase, Red decides to allo-
cate a few of their engineering points to 
help out Formation #4.  The campaign 
still has a long ways to go, so Blue 
only allocates 6 engineering points to 
add a minefield and a fort to Board C.  
During the final step of the Opera-
tional Phase, Formation #6 gets re-
supplied with fuel & ammo, but will 
now have to sit on Board A until the 
6th tactical turn.  Red generates an-
other Fuel & Ammo counter from off 
map and moves it onto Board A in 
preparation to resupply Formation 2 
after itôs battle this turn on Board D. 

     Once the Tactical Phase begins, Red 
Formation #2 and Blue Formation #3 
will resume their battle from the previous 
campaign turn.  
Red Formation 
#5 will arrive at 
the end of Board 
D on tactical 
turn 3 as it still 
has to spend two 
tactical turns 
moving between 
boards.  Red 
Formation #6 
will have sever-
al options for 
movement once 

the 6th tactical turn starts (there is a 5 
turn penalty to take on fuel & ammo).  In 
the end, Red Formation #6 decides to 
attack Blue Formation #4 before the fort 
construction can be completed, so it takes 

the 3 movement cost to move between 
Boards A and C, arriving at the end of 

Board C on Turn 10.  
Blue Formation #3 is 
falling back under 
pressure from the two 
Red formations and 
may need to with-
draw.  With the end 
of 10 tactical turns, 
Campaign Turn #3 
comes to an end and 
another campaign 
turn will start with 
the Operational 
Phase. 

     Itôs the start of Campaign Turn 3 and 
Red is on the offensive.  Red Formation 
#6 fought a two turn battle on Board A 
and is now low on fuel and ammo.  Blue 
Formation #3 and Red Formation #2 were 
deployed for battle at the end of the pre-
vious turn and some units had already 
exchanged fire on the final tactical turn.    
Red Formation #5 had already spent one 
tactical turn moving towards Board D.  
The first step of the Operational Phase is 
to assign air support.  Blue looks at 
whatôs left and determines that Board D 
will be critical this turn, so allocates two 
fighter and two bomber points to that 
board.  Red allocates three fighter and 
two bomber points to that board.  In the 
ensuing air battle, each side loses one air 
point.   Both sides will now have two 
bomber points to use during the Tactical 
Phase on Board D. 

     Once all steps in the Operational 
Phase have been completed, play then 
moves to the Tactical Phase.  The Tacti-
cal Phase is 10 turns long and players will 
use their chosen set of miniatures rules to 
conduct movement and battle on the vari-
ous campaign boards. Once 10 turns are 
completed, play then proceeds to the End 
Phase, which will then complete one 
complete Campaign Turn. 

      Using the selected miniatures rules, 
players can move and fight their for-
mations during the Tactical Phase.  This 
will appear like any other miniatures 
battle, but instead it will be simultaneous-
ly occurring across several game boards.  
If your group can set up multiple boards, 
then play is occurring simultaneously 
across all of them.  If your group is only 
able to set up a few boards, then you may 
need to pro-rate movement, interrupt 

action on one board to catch up on anoth-
er, etc., to get everyone on the same tacti-
cal turn.   

      The road entrances/exits are crucial to 
governing movement between boards.  
The campaign map should list the number 
of turns it will take during the Tactical 
Phase to transition from one board to 
another.  Players may need to use a die, 
paperwork, markers, etc., to keep track of 
the number of turns that a formation has 
been moving towards a new board.  There 
are also several ways for players to re-
solve how formations enter a new board. 

1) All formations enter the board using 
column. 

2) Formations can enter a new board 
using their same deployment as 
when they left the last board. 

3) Assign a movement cost in tactical 
turns.  Ex.; unless a formation 
spends 3-5 tactical turns deploying it 
must enter the new board in column.; 
m If the formation spends the re-
quired tactical turn movement penal-
ty it can enter in any order and with-
in a specified distance of the road 
entrance/exit. 

     Outside of that there are really no 
special rules for the Tactical Phase that 
would not be covered by the miniatures 
rules used by the group.  Once 10 tactical 
turns are over, play stops on the cam-
paign boards and things move to the End 
Phase.  Players are of course free to add 
their own rules regarding retreating for-
mations, movement penalties, formations 
passing through other formations, etc., for 
their campaign. 
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Campaign Turn Example of Play 

Tactical Phase 

WARNING ORDER 
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Formation 4:  One battalion of mech 
infantry and one mech recon battalion. 

Formation 5:  Two battalions of 
infantry 

Air Points:  6 Fighter & 6 Bomber 

Engineering Points:  10 

Fuel & Ammo Supply:  Can gener-
ate one supply truck each Operational 
Phase-limit of two in play at any one 
time. 

Red 

Set up:  Up to two formations per board 
can enter Boards A & B on the first cam-
paign turn and then one per board per 
campaign turn after that.  Roll 1D10 per 
formation and thatôs the number of tacti-
cal turns it took to move/deploy to that 
board. 

Formation 1:  Two battalions of mech 
infantry 

Formation 2:  One mech infantry bat-
talion and one anti-tank battalion 

Formation 3:  Two battalions of armor 

Formation 4:  One battalion of mech 
infantry and one mech recon battalion. 

Formation 5:  Two battalions of infan-
try 

Formation 6:  One battalion of armor 
and one recon battalion 

Formation 7:  Two battalions of infan-
try 

Air Points:  10 Fighter & 8 Bomber 

Engineering Points:  12 

Fuel & Ammo Supply:  Can generate 
two supply trucks each Operational Phase
-limit of three in play at any one time. 

Victory Conditions:  Each campaign 
board is worth a number of victory 
points. 

Boards A & B:  3 points each 

Boards C, D, & E:  5 points each 

Board F:  10 points 

Board G:  5 points 

Board H:  10 points 

Marginal Victory:  26 victory points 

Operational Victory:  31 victory points 

Major Victory:  36 victory points 

     This is just a sample set up for a small 
one day campaign so that gamers can see 
the type of information that would need to 
be provided.  There are 8 boards in the 
campaign.  In this campaign Blue is de-
fending, so Red will have larger forces 
and more supply available during the 
campaign. 

Blue 

Set up:  On any campaign board, but 
one formation needs to start on Board H.  
There are 10 engineering points that can 
be spent before the campaign begins. 

Formation 1:  One battalion of armor 

Formation 2:  One infantry battalion 
and one anti-tank battalion 

Formation 3:  One battalion of armor 

Here are some additional items that 
could be added to the campaign.  Natu-
rally, the more rules you add to the cam-
paign the longer and/or more complex it 
may become. 

Weather & Night 

This would be fairly easy.  Just create a 
chart and the effect is rolled for each 
campaign turn.  The weather shouldnôt 
have wide variations, but modifiers  from 
turn to turn to see if the same weather 
continues.  Clouds, rain, etc., could have 
an effect on air operations, movement 
between boards, tactical movement and 
line of sight, etc.  The effects of each 
weather type needs to be clearly spelled 
out before the campaign begins.  Night 
operations can add a large number of 
problems, but a campaign could be start-
ed at night with an infiltration attack, then 
the full campaign starting at dawn, which 
would be an interesting way to open the 
campaign. 

Hidden Movement 

This would take a referee, although there 
are some systems available that donôt 
need one.  Keeping forces hidden would 
be difficult at the tactical level, but for-
mations not engaged could use hidden 
movement to redeploy, join attacks, etc. 

Reinforcements/Replacements 

Additional forces could easily be added 
to both sides and if the campaign is being 
umpired, it can be used to balance out 
disasters or player experience levels.  
Replacements can represent stragglers 
rejoining units, vehicles being repaired, 
units in transit arriving at the battlefield, 
etc.  This could be expressed as a number 
of points that could be spent each turn to 
bring units back up to strength. 

Airborne/Airmobile Operations 

These would be fairly easy to add to the 
campaign, but there would need to be anti

-aircraft defenses added to both sides.  
Also, the campaign objectives and victory 
points may need to be adjusted so that 
one force needs to link up with the air-
borne/airmobile troops. 

Special Forces, Raids, & Deep Strikes 

Raids upon supply depots, long range 
artillery and airstrikes against formations 
not engaged in battle, etc., could easily be 
added.  Each side could have a number of 
special forces teams, long range aircraft, 
etc., then have a list of effects that they 
can create with a successful die roll. 

Creative Objectives 

The campaign can be tailored around a 
number of important objectives that can 
be added to the various campaign boards.  
Airports, dams, large river bridges, facto-
ries, train stations, and more could be 
added to the campaign map as objectives. 
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Sample Campaign Set Up 

More Optional Rules & Ideas 
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Campaign Counters and Game Tracks 

WARNING ORDER 

1 2 3 4 5 6 7 8 9 10 

1 2 3 4 5 6 7 8 9 10 

Campaign Turn 

Tactical Turn 

For those who want a more ñtraditionalò campaign experience, these markers can be printed, glued to card-
stock, then used on the campaign map to mark positions, engineering operations, and movement of supplies. 
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Campaign Log 

Operational 
Turn 

Air Points  

Available 

Board # Board # Board # Board # Losses 

       

       

       

       

       

       

       

       

Air Support 

Operational 
Turn 

Formation # Formation # Formation # Formation # Formation # Formation # Engineering 
Ops 

Fuel/Ammo 

         

         

         

         

         

         

         

         

Formations 

The Formations log allows players to note the location of each Formation at the beginning/end of Operational Turns, or any other 
additional information.  The log also allows players to keep a running tally of how many Fuel/Ammo points are available as well as 
engineering operations points. 
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Campaigns for Downloading 

     If youôre looking for a miniatures campaign or are new 
to the magazine, there have been a number of campaigns 
published in these pages over the years.  On top of that 
there are several other campaigns available on the web 
site.  This is just a quick summary of what is available and 
what issue it appeared in. 

Drive to the Coast-Issue #44 

This is a WW2/Modern cam-
paign simulating a large break-
through by one side that is trying 
to reach the coastline of an ene-
my.   The defenders need to pro-
tect their ports as well as deny 
any bridgeheads across the major 
river in the area. 

Troubled Border-Issue #46 

This is a generic Victorian era colonial 
campaign that can be used with any 
forces that your gaming group has avail-
able.  The campaign simulates an attack 
by a native force across a major river, 
trying to destroy the colonial power in 
charge of that area.  Several paths to 
victory and it should generate a large 
number of battles. 

To Naples!-Issue #47 

This is a fictional Renaissance 
campaign featuring a favorite 
objective during that time period, 
which is the capture of Naples.  
The composition of both sides 
forces will ebb and flow during 
the campaign with an ever chang-
ing strategic situation. 

Escape To The Sea-Issue #49 

Another WW2/Modern campaign with 
one side trying to hang onto a vital port 
to evacuate their forces.  The campaign 
features battles for the surrounding 
critical hilltops, fighting in the suburbs 
of the port, naval units, air attacks, and 
should be a challenge for both sides. 

To The Ends Of The Earth-Issue #50 

This is a fictional ancients period cam-
paign that can be used with any army.  
The campaign features a major offensive 
into an enemyôs territory, supported by 
naval units.  There is a complete naval 
system included, optional rules, and 
more to make for an interesting and ever 
changing campaign. 

Invasion-Issue #52 

Yet another WW2/Modern campaign 
where one army is invading the territory of 
another.  They must quickly seize a port to 
bring on follow on forces, then break out 
off of one edge of the map.  The campaign 
features naval bombardment, paratroops, 
bridge seizure, and can be used with any 
size forces or armies that are available. 

The Return of the False Prophet of the 
San Juans-Web Site 

This is a fictional Sudan type colonial cam-
paign suitable for any Colonial era rules.  
The campaign is designed to be played by 
team as the Mahdist forces are controlled 
by the system.  This is a card driven cam-
paign, where each card can be played for 
the event, additional forces, or to activate 
units and gunboats. 

The following campaigns are available on 
the web site:  www.wfhgs.com 

Valley of Fire-Web Site 

Although designed for TSATF, it can be 
used with almost any Colonial era rules.  
The campaign simulates a revolt by sever-
al local tribes and the siege of a British 
held fort, deep within tribal territories.  
The British and their Indian allies must 
send out a relief expedition to reach the 
fort and put down the revolt as it spreads 
throughout the area. 

By The Sword-Web Site 

This is a fictional campaign designed for 
use with Warmaster Ancients with a mod-
ified map from the Avalon Hill game 
Wizardôs Quest.  There are event cards, 
mercenaries, fleets, and more in probably 
the most involved campaign that weôve 
created.  Although designed for WMA, it 
could be used with other Ancients period 
rules with some modification. 

Beyond The Saale-Web Site 

Our first campaign on the web site!  
This is a fictional campaign where 
the Prussians win big at Zorndorf, but 
before they can turn their attention 
westward, the Austrians and French 
attack with a massive force.  This 
campaign was designed for Age of 
Reason, but can be used with other 
Horse & Musket period rules. 
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     Punched is a rela-
tively new online board 
wargaming magazine.  
This is an HTML based 
magazine with very high 
production values and 
featuring some in depth 
articles.  Issue #3 has a 
quite lengthy discussion 
and review of several of 
the new, smaller wargames being put out 
by a number of companies.  There are 
also interviews with people in the hobby 
as well as additional reviews.  If youôre 
into board wargaming, then this magazine 
is worth your time. 

Dark Blue Defection (Red Storm) 

     One of the problems that GMTôs 
Downtown series has is that it takes a lot 
of work to set up the scenarios.  Exten-

sive logs have to 
be filled out with 
aircraft data, you 
need to look up 
ordnance, fill out 
waypoints on a 
map, read up 
about mission 
profiles, and so 
on.  It makes a 
fairly long game 
system even long-
er!  Fortunately, a 

new initiative by a fan of the series is 
hopefully about to change all of that. 

     Dark Blue Defection is a solo scenario 
pack for GMTôs Red Storm game.  All of 
the scenarios allow a player to use the 
NATO side in a solitaire campaign.  Each 
scenario has an order of battle card(s), a 
flight log with all aircraft data 
already filled out, and a waypoint 
map for the Warsaw Pact forces.  
All you need to do is put the 
counters on the map and start 
playing!  This is truly genius 
stuff here and it could really help 
all of the games in the series if it 
ever goes that far.  About the 
only complaint I had was that 
some of the mission briefings seemed 
pretty ludicrous, but at least the scenarios 
attached to them looked like they would 
play fine. 

     Another example of some of the work 
that can now be done with modern pub-
lishing techniques and gamers who have 
ideas.  This is a growing trend in the hob-
by that should help out some games. 

     The 15 Mill 

     Another interesting pub-
lication is The 15 Mill from 
Peter Pig.  As the name 
suggests, the content re-
volves around 15mm minia-
tures and their rules for the 
most part.  There are a lot of 
images, which take up most 

of the issue along with articles and sce-
narios.  This issue had several AK-47 
battles, scenarios and more, ACW, WW2, 
and several other periods.  
There was also a Salute 
report, which when the 
issue had appeared, had 
just finished about 24 
hours earlier!  While there 
is a lot of white space in 
the mag, which makes it 
go to 80 pages and it would kill your 

printer ink, there is a lot to 
look at and read. 

     Another interesting prod-
uct is from Inkwell Ideas, 
who makes a number of 
Sidequest Decks.  While 
designed primarily for role-
playing, they may have 
some uses for wargame 

campaigns or those who do a lot of skir-
mish gaming.  Each of the dozen or so 
decks now available has a map or room 
layout on top of the card and the back 
side has some sort of short quest or infor-
mation about the 
area.  You can shuf-
fle the deck, lay out 
a town for a skir-
mish game or an 

area for a 
campaign 
battle.  If 
youôre into 
role-playing these are great add-
ons for new ideas for any RPG 
campaign. 

     Iôve long been a fan of Dark 
City Gamesô solo adventures and 
they keep expanding the selection.  

For those of you who have never heard of 
these, they are self contained adventures 
with a paragraph style where 
you choose an option, then 
proceed to that numbered 
paragraph.  The package also 
contains a map and a sheet of 
counters, so you just need to 
supply the dice and pen/
paper.  The combat system is 

based on the old 
Metagaming Melee 
and Wizard games, 
so if youôve played 
those before or 
have The Fantasy 
Trip boxed set, you 
can be into this in 
just a few minutes.  
We recently ran The Thing in the Lake 
with two players who each had two char-
acters and it worked great. 

     Dark City Games is also ex-
panding into historical games with 
three recent releases.  These appear 
to be tactical level games and each 
package has rules, map, and coun-
ters.  Look for a review of one of 
these in future issues. 

     Talisman, 
now in its 4th edi-
tion, is a most unu-
sual fantasy game, 
but one whoôs pop-
ularity continues on 
as it has a solid 
base of fans.  The 
newest edi-
tion from 
Fantasy 
Flight has a 
ton of compo-
nents, from a 
large map 
board, stacks 
of cards, 
tokens, and even plastic miniatures for 
the characters.  Game play is a roll for 
movement, fight monsters and other 
characters, collect treasures, and try to 
make it to the center of the board.  
While it sounds easy at first, it is any-
thing but and you can see why the 
game is so popular. 

     They also have a large number of sup-
plements, ranging 
from The Dragon in 
a big box format to 
others in small boxes 
with just a few cards 
and miniatures.  

What this 
does, howev-
er, is allow 
gamers to add 
more and more areas to the map 
along with new characters, quests, 
and challenges.  This allows for 
huge maps, several players, and 
long quests to reach the center! 
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