


     For one of our 
Friday night battles 
recently we decid-
ed to go with the 
Renaissance peri-
od.  For this we use 
Warfare in the Age 
of Discovery 
(AOD) by Tod 
Kershner and Dale 
Wood, who also wrote our 
favorite Seven Years War 
rules, Warfare in the Age 
of Reason.  It was getting a 
bit late in the week leading 
up to the game, so when 
Renaissance was chosen 
pretty much the day before, 
there was a scramble to re-
read the rules. 

     We ended up using ar-
my lists that were from the 
previous scenario, but the 
terrain definitely was not 
the same, which led us to 
our first problem of the 
night.  Without consulting 
the terrain rules, the terrain 
was just placed on the ta-
ble.  Then, during play, 
questions came up concern-
ing how fences/walls are 
treated, what are fortifica-
tions, what should some of 
the terrain be treated as, 
etc.  Not only that, I had set 
up a town as an obstacle to 
an objective bridge behind 
it, only to remember that 
skirmish troops are the 
only ones that can go into 
towns in the rules and there 
werenôt any of those on the 
board! 

     Definitely not off to a 

great start and 
while weôve played 
AOD numerous 
times, the firing and 
combat systems 
always take some 
time to get used to 
again.  We proba-
bly should have set 
up a sample combat 

or two so everyone picked 
up on it again, but no, we 
pressed ahead thinking we 
knew the rules backwards 
and forwards!  No real 

harm done here other than 
we had to slow things 
down a time or two just to 
go through the combat one 
step at a time. 

     Much later, we kept 
finding modifiers to firing, 
melee, and morale that we 
had missed during some of 
the early action.  Oops!  No 
way of going back of 
course, so we would just 

work to do better the next 
few turns. This was fol-
lowed by more questions 
about secure flanks, caval-
ry charges and angles, can 
infantry charge cavalry, 
and so on and so on.  Now 
weôve played quite a few 
battles with these sets of 
rules and some of these 
questions were familiar, 
but there were a few new 
ones as well. If a new gam-
er had been with us this 
night, they would have 

been concerned that this 
was one of our favorite sets 
of rules, but it looked like 
we didnôt know what we 
were doing! 

   We spent so much time 
questioning things, reset-
ting a combat or two, 
checking through the rules, 
etc., that we barely got in 
about six turns.  Just when 
things were (cont. on p3) 
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(cont. from p2) getting interesting and the 
pike were coming to grips with each oth-
er, we had to call it a night.  Both sides 
had lost several units, but the game was 
really just getting going.  Where in the 
past we would have been making with-
drawal checks to end the game, we were-
nôt even anywhere near that stage.  Grant-
ed, it was an unusual game with some 
unorthodox events that played out, but we 
should have been playing this much fast-
er. 

     While it sounds bad, everyone still had 
fun this night.  There were some great 
cavalry charges, breakthroughs, conta-
gious morale events, artillery blowing up, 
etc., but the fact that we couldnôt get the 
game completed in around 4 hours was 
disappointing.  There were a number of 
lessons that could be learned from this, 
but if past experience is any guide, it 

might be doubtful that they will be ap-
plied any time soon! 

     First, as the designer of the scenario I 
should have reviewed the terrain rules 
first before laying out the terrain, which 
had some ill effects.  Second, reviewing 
the rules for a few minutes the night be-
fore a game is no substitute for thorough-
ly going over them the entire week.  
Third, the rules, while fun, are a bit scat-
tered in places and finding things is diffi-
cult as well as taking up valuable gaming 
time.  After all of these years you would 
think that we would have created an in-
dex on our own as well as a cheat sheet 
with some of the more important rules. 

      Now none of these is a deal breaker in 
terms of what rules we play and most 
games using AOD work out well.  How-
ever, it does show and the comments 
during and after the game bear this out, is 

that we simply play too many rules.  
Game systems get confused,, we do the 
wrong things for routs/rallies, look for  
modifiers on the charts that are in other 
games, and so on.  Each time we come 
back to a set of rules weôve played be-
fore, there is a learning curve, Granted, it 
is a shorter curve than learning a new set 
of rules, but it takes a few turns to get 
back into the swing of things. 

      My guess is that this is a problem for 
many gamers and gaming groups.  The 
answer is to cut back on the number of 
periods and rules that you use, which is 
harder to do in practice.  No one wants to 
give up on rules, sell off figures, etc., but 
this kind of thing seems to be happening 
more often than not.  So, whatôs the an-
swer?  Clearly something has to give and 
either better preparation is in order or its 
time to focus on just a few sets of rules. 
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     Weôve been playing Warmaster 
Ancients for so many years and with 
the same people for so long, that 
when a new gamer needs to learn 
the system it can be a challenge!  
Thatôs what happened here when 
over the Holidays I had an oppor-
tunity to teach the system to a new 
gamer who had recently joined our 
group.  With the thinking that he 
would be playing Warmaster with 
us a few times a year, it might be 
good for him to figure out how it 
works! 

     Seleucids vs. Indians is a good 
matchup for learning the game, 
mainly due to the Indians being a 
pretty average force with little to no spe-
cial rules.  As the teacher for this game, I 
took the Indians so that I could spend 
more time helping the new player navi-
gate the Seleucid army list.  The first 
thing to do in this situation is put all of 
the units out onto the board, broken into 
their various categories such as infantry, 
skirmishers, cavalry, etc. 

      This would be a 2,000 points per side 
battle, which might have been a bit much 
for a first game, but we had a lot of time 
on our hands that day, so that was a small 
problem.  The Indians had a lot, and I 
mean a lot of infantry.  There were 12 
infantry units, 8 units of archers, skir-
mishers, cavalry, and elephants.  While 
there were certainly a lot of units, only 
the heavy chariots really had armor and 
the elephants did have some striking 
power.  This is a large, fairly average 
army! 

     The Seleucids would have their usual 
mish-mash of troop types, ranging from 
Guard cavalry (Companions) to Tho-

rakites.  There were 6 pike units, heavy 
cavalry, imitation Romans, skirmishers, 
archers from several continents, and even 
a unit of elephants.  While not as numer-
ous as the Indians, most units were ar-
mored and the cavalry was something to 
be feared. 

     The next step was teaching about how 
each unit has three stands, how 
movement works, what the 
command rolls mean, and 
when to use initiative.  Once 
that gets explained, itôs on to 
combat, going over shooting, 
then hand to hand.  I ran a sam-
ple combat between two infan-
try units to demonstrate how 
the system works, especially 
how the hits vanish at the end 
of the turn and what happens to 
units who lose a stand or two.  
Finally, I went over the game 
ends in terms of break points or 
we could do a number of turns 
and go by points lost.  The 
good thing about Warmaster 

Ancients is that it is a very 
easy game to teach. 

     We decided to go with 
a brigade set up, with each 
player setting out a bri-
gade at a time until all 
units were placed.  We 
started 30cm from the 
table edge and 20cm from 
each side.  This would 
give a new player a turn or 
two to see how the com-
mand and movement sys-
tem works, rather than 
piling directly into combat 
on the first turn!  With a 
few tips and tricks thrown 

in at the last moment, the game was 
finally ready to begin. 

     Both sides had command issues 
right from the start, which is a hall-
mark of Warmaster Ancients games!  
The Indians went first and while they 
were able to get a few brigades moving 
here and there, the left wing refused to 
budge the first few turns.  The Seleu-
cids were able to get their center mov-
ing and their right wing, but their left 
wing had problems.  When the Indian 
cavalry emerged in the first few turns, 
the Successor player already had seen 
a flaw in his deployment, so he was 
desperately trying to shift a few caval-
ry units over there to counter it. 

     By turn 3 pretty much everything on 
the board had moved at least once.  The 
Indian right was way out in front of the 
rest of the army, while the Indian center 
was a jumbled mess that would take a 
few turns to get straightened out.  The 
Seleucids were still pretty much in their 

original lines, but were making good 
progress on their right flank while the 
Indians, who had some unit advantages 
there, could not bring their power to bear. 

     The action started on the Indian right 
with a series of cavalry and infantry 
charges that just about broke through the 
Seleucid lines.  However, some timely 
countercharges rectified the situation and 
by turn 4 both sides had lost several 
stands.  Both center formations began to 
exchange archery fire as the heavier units 
started to move up for a decisive confron-
tation.  While that was still a few turns 
off, attention turned to the Indian left as 
the Seleucids formed up and attacked 
with great success.  Then the Indian com-
mand issues begané (cont. on p5) 
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(cont. from p4)  Instead of launching an 
immediate counterattack, the Indians 
rolled a command blunder instead.  This 
allowed the Seleucids to press the issue 
and when the Indians failed their com-
mand rolls over on that side two more 
times in a row, that flank was pretty 
much gone.  While the Seleucids had 
suffered casualties in the melees, the In-
dians were in deep trouble on that side of 
the board.  The action then shifted to the 
right side, where the Indians had pressed 
on, regardless of casualties, and had pret-
ty much ruined the forces of both sides.  
There were multiple units with at least 
one stand loss and many with two, mean-
ing that flank was winding down. 

     This left the center, where the pikes, 
elephants, Thorakites, and Indian massed 
infantry formed up for the showdown.  At 
this point the Indians really needed things 

to go their way for a few turns as they 
were trailing the Seleucids by quite a few 
units.  While the Indians had a huge 
break point number, the cheap troops 
were dying in droves!  The Indian ele-
phants did get in the first charge, ripping 
a gaping hole in the Seleucid front, tram-
pling one unit and plowing into the re-
serve.  The idea was clearly to get in a 
huge blow and then clean up the rem-
nants to knock out as many units as pos-
sible before the pikes could do their dam-
age.  This was a great strategy until the 
main Indian general started to fail his 
command rolls, leaving several fresh 
units waiting in the back when they were 
needed at the front to widen the breach. 

     This was the point where the pike 
phalanxes attacked and they simply dev-
astated the Indian infantry,  The Seleu-
cids started to have pretty good combat 

rolls and soon the phalanxes were into 
their secondary targets.  The Indians tried 
to respond, but continued to be unable to 
move units to plug the gap.  This allowed 
the Seleucids to pick and choose who and 
where to attack.  They knocked out the 
elephants, destroyed the archers, and 
fairly quickly the Indians reached their 
break point and the game was called as a 
Seleucid victory. 

      It was a good first game and ended up 
showing a new player a lot of situations 
that commonly occur in your first game 
of Warmaster Ancients.  The Indians are 
a good army to either fight or play your-
self when learning the game as they have 
very few special rules.  With the set up, 
explanation, and going through the first 
few turns slowly, the entire affair only 
took about four hours, which is great for 
a first game. 
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     Itôs been quite some time since we 
tried a Battlegroup Panzergrenadier 
game, but with our annual after 
Christmas game pushed to New 
Yearôs Eve and with a snowstorm as 
well as only a few us available, it 
seemed like a good time to try it 
again.  While the scenario would not 
exactly turn out to the siege of Buda-
pest in 1944-45, it was set in the fall 
of 1944 and in Hungary, so it would 
be close!  Fortunately, we had a long 
table available and we scraped to-
gether every 15mm building we could 
for the urban zones. 

     From the pictures it would appear 
that some discussion of the terrain would 
be in order.  There was an urban zone that 
took up pretty much the entire center of 
the board.  While we didnôt have suffi-
cient 15mm buildings, we had a separate 
colored cloth mat with squares marked 
off to represent the building blocks.  Any-
thing in one of those blocks would be 
considered in hard cover and movement 
would be an issue in the urban zone as 
well.  There were two fairly open areas to 
both sides that would be used for the 
Russian approach.  The Germans held 
most of the bridges, except for one that 
was contested by a Romanian unit. 

     The Russians had a pretty powerful 
force.  The left flanking force had several 
ISU-152s along with a company of infan-
try.  The right flanking force had a com-
pany of 9 T-34/76s along with a company 
of SMG troops.  There were also the Ro-
manians, who were holed up in a large 
farm/estate just outside of the third 
bridge.  As long as they were there it 
would be difficult for German forces to 
cross it and it made a great place to begin 

an attack to take that bridge.  The Rus-
sians needed to secure two of the three 
bridges for victory. 

     The Germans had a mix of forces that 
were spread out in defensive positions 
across the board.  Since a feature of the 
scenario would be hidden movement, you 
didnôt need a lot of Germans to make it 
seem like they were everywhere to the 
Russians!  Although the Russian players 
couldnôt see much, there was a feeling 
that the defenses included some German 
armor.  Most of the units, however, were 
infantry backed by LMGs and a few AT 
teams.  Probably easy to deal with in 
open country, but in this urban environ-
ment it would be a challenge. 

     For those who have not played Battle-
group Panzergrenadier the turn begins 
with determining which side has initia-
tive.  There is a sequence of play where 
each side then moves, conducts fire, ral-
lies, etc.  Each unit can perform a number 
of actions, dependent upon their orders 
for that turn, whether it be to move full, 

move and fire, fire twice, etc., which 
are clearly marked out on the charts.  
Speaking of charts, there are six per 
player!  Yes, this is a chart driven 
game and having two pages to deal 
with throughout the game may not be 
to everyoneôs liking.  On the positive 
side, they are color coded, everything 
you could possibly need is on there 
somewhere, and after a few turns you 
get used to them. 

     The game began with completely 
different things happening on opposite 
ends of the board!  On the Russian left 
the SU-152s and infantry began to 
probe the outskirts, meeting fierce op-
position and demonstrating at least to the 
Russian players that this would be slow 
going.  On the Russian right the Germans 
counterattacked, trying to knock out the 
Romanians who were holding onto their 
foothold in the city near the 3rd bridge.  
This would set off an epic fight that 
would last several turns. 

      The next turn or two saw the Russian 
T-34s enter, but not before being bombed 
by Stukas!  Not much damage done and 
they broke into three groups; one to go 
help the Romanians, the second to bring 
fire on the German infantry, and the third 
to cross the railroad tracks and proceed 
down the road.  The Germans got into the 
Romanian held block and pushed them 
back before casualties slowed their ad-
vance.  The Romanians tried to counterat-
tack, but by this time both sides were in 
serious shape, having lost several sections 
each. 

      On the Russian left there was a bit of 
a breakthrough when a group of German 
defenders were wiped out. (cont. on p7) 
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(cont. from p6)  The Russians started to 
advance further into the city, but were 
met by fire from two more defensive 
positions, setting off a multi-turn fire-
fight. 

     The Germans on the Russian right 
flank were now re-thinking their initial 
attack against the Romanians.  Having 
given away their positions, the T-34s now 
poured fire into the buildings while the 
infantry moved up to the railway em-
bankment.  That particular German pla-
toon was now barely hanging on, but the 
Romanians were spent as well, although 
they did still control the approaches to the 
bridge. 

     Just when things looked like they were 
going right for the Russians, two German 
Stugs appeared and opened fire at the T-
34s crossing the open area.  The first T-
34 was knocked out and another damaged 

in the first exchange of fire.  The T-34s 
fired back, damaging one of the Stugs as 
they withdrew to another ambush posi-
tion.  This was a signal for the Russian 
infantry to hop off the armor and start 
making their way towards the urban are-
as.  One Russian group ran headlong into 
a German ambush and took several loss-
es. 

     By now it was becoming apparent that 
this was going to be a major undertaking 
to get to the bridges!  More German forc-
es crossed the bridges to join the defend-
ers, while some more Russian SU-152s 
and additional infantry started to come on 
board to join the attack on the left flank.  
The Russians had not performed poorly 
and were making progress, but it was 
hard to say how many German defenders 
were still left.  By this time we had fin-
ished around 6 turns in about 4 hours. 

     At this point the game had to be 
called, which was a shame as everyone 
was enjoying it.  We were, however, 
faced with a few realities.  First, it was 
New Yearôs Even and our spouses were-
nôt going to let us play all night!  Second, 
once again we had bitten off more than 
we could chew, which happens fairly 
often to our group.  Set up was almost an 
hour, which left us four hours to finish 
the game.  That might be enough for 
some rules,, but Battlegroup Panzergrena-
dier probably isnôt one of them.  The 
rules reward real world tactics, which 
does take time to see it unfold on the 
tabletop. 

      Weôll probably try this sort of battle 
again in the future, but maybe cut down 
on the table size, which would also give 
us a chance to pack more building into 
the urban area! 

Page 7 

Late War Urban Fighting (cont.)         Battle Report 


