


A Sword and the Flame 
Battle Report     

      Todayôs gaming groups 
have widely diverging in-
terests.  True, there are still 
many groups or clubs who 
focus on Napoleonics, An-
cients, WW2, etc., but the 
majority play several peri-
ods and often many differ-
ent rules inside of those 
periods.  As stated numer-
ous times before, our group 
probably plays at least 20 
different periods with prob-
ably 30+ sets of rules!  
Obviously, we like some 
sets of rules and/or periods 
better than others, so the 
question becomes why 
donôt we play them more 
often? 

      As you will see 
throughout this battle re-
port, we really, really like 
The Sword and the Flame 
(TSATF).  Then why is 
there a TSATF battle report 
in this magazine only every 
4 or 5 issues?  Thatôs a 

good question with really 
no good answer!  Anyway, 
on to the battleé 

     Yet another engagement 
on the Northwest Frontier 
set in the mid 1880s.  A 
British outpost near an 
Afghan village is under 
siege.  They have retreated 
from the walls and have 
barricaded the door, hoping 
to hold out until a relief 

force can arrive.  Sure 
enough, there is a relief 
force that arrives on Turn 
1!.  To win, the British 
must rescue the outpost and  
also arrest ñOne Eyeò, the 
Pathan leader who started 
this insurrection.  If they 
only achieve one of these 
objectives the game would 
be called a draw. 

     Since we had five play-
ers we decided to go with 
three British/Indian players 
and two Pathan.  The Pa-
thans had three clans that 
started on the board along 
with one cavalry unit.  
These were spread around 
the village and the com-
pound where the Pathan 
leader was holed up.  The 
Pathans also had a tribe of 
three clans that would ar-
rive on the first turn.  This 
was a good sized force 
(about 120 infantry and 12 
cavalry) (cont. on page 3).  
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(cont. from p2) The British along with 
their Indian allies had the following forc-
es: 

¶ 2 units of British infantry. 

¶ 2 units of Bengal Lancers. 

¶ 1 unit of Indian infantry 

¶ 1 battery of 2 screw guns. 

    The British could enter along two of 
the roads and chose to split their forces; 
one force with two infantry would enter 
the middle of the board and guard the 
flank.  The second force, composed of all 
the Indian units, would rush down the 
road and try to take the compound by 
direct assault, with the artillery providing 
support. 

     In our TSATF games we do use the 
NWF Action Deck, which provides suffi-
cient chaos and is an improvement over 

the standard card deck that the original 
rules use.  We also decided to pull an 
event from the Event Deck each turn (!!!) 
and just how that affected the game, 
which it most definitely did!  By the end 
of the game the British players were won-
dering if there were any cards in the deck 
that helped the British side! 

     Pathan reinforcements showed up on 
the first event card, with the Pathans 
moving units to attack the two British 
units that entered the road in the middle 
of the board.  This set off an eight turn 
battle between the two British units who 
barely moved the entire game and multi-
ple Pathan units that tried to overrun 
them.  These units also had two great 
event cards with one for the Pathans be-
ing, ñWe will not follow that dogò, so 
they had to roll each time they wanted to 
advance!  On the British side they got 
ñThe lieutenantôs gone blarmyò card, so 
they had to roll every turn to see what 

they would do, including on one turn 
having to form square! 

     There were charges, counter-charges, 
desperate fighting around the walls of the 
field, a Pathan cavalry charge that was 
repulsed, and a lot more.  By the end of 
the game, there were about 6 British sol-
diers still on their feet with a host of 
wounded surrounding them.  Three Pa-
than infantry and one cavalry unit had 
been beaten off, but that part of the relief 
operation was finished. 

     On the other flank the event cards also 
had some far ranging effects as well.  A 
dust storm clouded vision for a turn, one 
Bengal Lancer unit ran out of water and 
had to reverse course to spend a turn by 
the stream, and then the screw guns had 
defective ammunition!  Not to mention 
the traffic jams, poor movement rolls, 
Pathans sniping at the advancing units, 
and more!  (cont. on p12) 
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Why Arenôt We Playing Our Favorite Periods More? (cont.) 

WARNING ORDER 



     If youôve been read-
ing this magazine for 
any length of time, you 
probably know that Age 
of Eagles (AOE) is one 
of our favorite sets of 
miniatures rules.  
Weôve found the bri-
gade sized units, simi-
larities to Fire & Fury, 
and style of play really 
suits our group well.  
The main issue is that 
when doing any type of 
Central European battles (including Rus-
sia), the games can sometimes take at 
least two nights.  With our current set up, 
we need everything to be set up, played, 
and taken down in 4-5 hours.  For Age of 
Eagles this usually means a battle in the 
Spanish Peninsula. 

      Of course, we have enough French 
troops to do several armies, but we have 
just enough British and Portuguese for 
some small battles.  The disparity in fire-
power, size of units, the terrain, etc., all 
make the Peninsula an attractive alterna-
tive to those packed battlefields in Eu-
rope!  However, that is offset by trying to 
balance the big French brigades (often 9-
12 stands) against the smaller British 
ones (usually 4-6 stands), which can be 
quite a challenge.  Every so often, how-
ever, things come together to make a 
great game, which is fortunately what 
happened on this night. 

     The British had three divisions that 
would enter along one road at the edge of 
the board.  The first British division had 
several brigades of British and Portu-
guese infantry, plus one battery of artil-
lery.  The second British division (also 

infantry) had 
four brigades 
as well.  Then 
there was the 
British cavalry 
division, con-
sisting of three 
cavalry bri-
gades.  Itôs 
rare to see that 
much cavalry 
in our Penin-
sula battles, so 
this was a 

major change.  Finally, there was Lord 
Wellington himself with three artillery 
batteries that had to be under his com-
mand. 

     Entering at the opposite side of the 
board were their French counterparts.  
There was a cavalry division made up 
of four brigades, with one being fairly 
large and the rest of medium size.  
There were also two French infantry 
divisions, each with two large brigades 
and finally there were three French 
artillery batteries.   Not as many units 
as the British, but the four large infan-
try brigades would be hard to deal 
with. 

     There were four objectives spread 
across the center of the board.  The place-
ment did favor the British just a bit as 
they might be able to get quickly to them 
if they rolled well the first several turns 
on the movement charts.  However, they 
were all in positions where you were 
going to see fighting at some point, so 
both sides would have a chance to seize 
the objectives.  After a brief review of the 
command ratings for Massena and Wel-
lington, we were ready to start. 

     Both sides entered in columns, trying 
to get their cavalry out in front and head 
towards the crossroads to block easy ac-
cess to the other side of the board and 
two of the objectives!  This was to have 
immediate consequences for the French 
and helped out the British tremendously, 
almost by accident.  The leading cavalry 
units changed into line, then charged into 
each other.  The British won the first 
clash and pushed the French back.  The 
results of this small clash on Turn 3 was 
huge.  The French found themselves in 
the Tactical Zone (a feature of AOE 
where you are within 18ò of the enemy), 
which created a traffic jam and their units 

lost the positive modifiers for having 
moved previously in the Reserve Zone. 

     By turn 6 (shown by the map below) 
the British had formed a good defensive 
position around the objectives and waited 
for the French attack.  The French, de-
spite a few successes in the cavalry bat-
tles, were forced onto the offensive and 
would need to attack into the British de-
fensive lines.  The British, with their fire-
power advantage, stood waiting the at-
tacks. (cont. on p5) 
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(cont. from p4)  After a series of cavalry 
battles on the British left flank, a British 
brigade was now firmly in position and 
there was no way the French forces were 
going to be able to break through in that 
area with the cavalry units that they had 
available.  Instead, they started to move 
towards the center to join the battle there.  
The British cavalry also took up positions 
behind the infantry and started to move 
towards the center.  By this time the cav-
alry of both sides was down to around 50-
60% of their original strength. 

      The action then moved to the center 
and the British right flank.  The four big 
French brigades got formed up and began 
to probe the British lines, getting locked 
into a series of firefights that saw both 
sides disordered several times and lose a 
small number of stands.  The French then 
charged the center near the crossroads 
which initially pushed back the British 

brigades holding it, but then they counter-
attacked and restored their control over 
that objective. 

     On the far British right a French bri-
gade went onto the attack and pushed 
back the British brigades, but they were 
threatened by a British cavalry brigade 
and had to reform their lines to meet that 
threat.  The main attack occurred near 
some woods where a French brigade 
slammed into two British brigades and 
pushed them back beyond the weeds.  
Just for a moment, it looked like the Brit-
ish forces would be split in two and the 
French might be able to seize one, if not 
both objectives on that side.  They might 
not win the day, but they could at least 
force a draw. 

     The British had one chance to counter-
attack and if it failed then they were in 
bad shape.  The British then won the ini-

tiative for the next turn (bad omen for the 
French) and counterattacked.  The two 
brigades hit the French brigade and after 
modifiers rolled a 14 to the 1 of the 
French.  Disaster!  The French lost a 
number of stands and streamed back in 
defeat.  There was one more turn as the 
French tried to maneuver some units, but 
bad rolls and British fire doomed any 
attempt to salvage the situation.  The 
game was declared a British victory as 
they controlled all four of the objectives. 

     Surprisingly, we got in 12 turns, 
which is pretty good for having six play-
ers!  The scenario was pretty well bal-
anced and both sides had numerous 
chances for victory.  We were talking 
afterwards that we needed a few things 
for doing more Peninsula battles, namely 
a more ñaridò looking game mat and 
some Spanish, so weôll start working on 
that through the rest of this year. 
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Situation:  Blue is aware of a native 
uprising and that Redôs units have already 
cut the road to the fort.  Within a day or 
two there will be sufficient Red units to 
begin a siege.  The uprising has caught 
Blue unprepared to hold out until a relief 
column can arrive.  However, a quick 
raid into the surrounding countryside 
might give the fort enough supplies to 
hold out. 

Period:  Designed  primarily for the 
Colonial period, but it could work with 
Ancients by adjusting the unit mix. 

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

Terrain Notes:  Hills are gently sloped 
and while they should give defensive 
benefits, they are not major obstacles.  
Woods are light and will provide some 
cover.  The village buildings are clay/
stone and will offer protection against 
small arms fire. The river can be crossed 
at any point, but it should be considered 
rough terrain.  The fort is impregnable for 
purposes of the scenario.  

Scale:  The scenario is designed for any 
set of skirmish rules or where 1 figure is 
1 man. 

Red Forces:  Redôs forces and where 
they enter is completely random. Each 
turn roll 1D6 for what unit appears and 
then another D6 for where it appears. 

Die Roll  Result 

1  Cavalry unit 

2  Infantry (Sword/Spear) 

3  Infantry (Sword/Spear) 

4  Infantry (Rifle/Musket) 

5  Infantry (Rifle/Musket) 

6  Roll twice on this table 

Set Up:  Redôs units can enter in any 
formation within 6ò of the number 
marked on the map. 

Red Orders:  Prevent Blue from ob-
taining supplies from the various areas 
and/or prevent them from being taken to 
the fort.  Casualties are immaterial, but 
Blue needs to be limited in what they are 
able to accomplish. 

Blue Forces:  Blue has assembled a 
raiding force that will emerge from the 
fort and raid the surrounding countryside.  
The following units are available: 

6 units of infantry 

2 units of cavalry 

2 sections of either artillery or machine 
guns. 

Blue Orders:  Secure as many supplies 
as possible and retreat back to the fort. 

Blue Set Up:  Blue may have one unit 
set up outside the fort on the first turn 
(along the road-within 12ò of the fort), 
but then all other units must enter from 
the fort gate (where the road meets the 
fort). 

Game Length:  12 turns 

Special Rules:  There are four ways to 
get supply points on the board: 

¶ There are 10 cattle at the farm (#1 on 
the map).  They are worth 2 points 
each if they get back to the fort. 

¶ Food can be pillaged from the vil-
lage (#2 on the map).  Each man can 
carry back 1 point of food 
(maximum of 20 points) 

¶ Water from the river can be taken 
back, one point per man (no limit). 

¶ An informant has said that there are 
rifles and ammunition at the watch-
tower (#3 on the map).  There are 10 
boxes worth two points each. 

Victory Conditions:  At the end of 12 
turns or when it appears that Blue will not 
be able to get any more supplies to the 

fort, add up the supply points that Blue 
was able to successfully get back to the 
fort.  Once you have the total, Blue needs 
to roll D100 and if the number is less 
than or equal to the supply point total, 
Blue has enough points to survive a siege 
until the relief force arrives. 

Ex., Blue gets 5 cattle, 6 food, 8 water, 
and 4 boxes of rifles/ammo back to the 
fort.  At the end of the game Blue would 
need to roll a 32 or less on D100 to sur-
vive the forthcoming siege and win the 
game. 

Variants:  The Sword and The Flame 
sized units are ideal for this type of sce-
nario (20 man units for infantry and 12 
for cavalry), giving Blue a good chance 
to get back at least some supplies.  If 
using a different set of rules with smaller 
units, simply increase the values of the 
various supplies to give Blue a chance. 

     The river could be a much more diffi-
cult obstacle where infantry could only 
cross at the bridge.  This would make the 
bridge a focal point of fighting during the 
scenario.  A night raid could be fun as it 
would decrease firing ranges and units 
might roll to see if they can find their 
objectives, but it might require an umpire. 

     Finally, this scenario could be adapted 
to the Ancients and/or Medieval periods, 
mainly by replacing Blueôs artillery or 
machine guns with some open order 
troops.  The two types of Red units that 
could appear could be changed to light 
infantry or skirmishers. 

Page 6 

Engagements 47:  Preparing For a Siege 



ISSUE 60 

Situation:  Red has deployed for battle, 
guarding an important crossroads leading 
to a village held by Red.  Red has de-
ployed various units to its flanks to guard 
against attacks down the road and to 
match any of Blueôs maneuvers in case 
they try to get around Redôs position.  
Unbeknownst to Red, however, Blue has 
coopted the flank guards on one side of 
Redôs positions, convincing them to 
change sides and/or lay down their arms 
and allowing a force to move towards 
Redôs flanks.  Blue is now maneuvering 
units freely to launch a flank attack.  Can 
Red react in time to set up a new defen-
sive line? 

Period:  Designed  primarily for the 
Ancients as well as Medieval/
Renaissance periods. 

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

Terrain Notes:  Hills are gently sloped 
and while they should give defensive 
benefits, they are not major obstacles.  
Woods are light and will provide some 
cover.  The village/town is mainly wood 
buildings with some stone mixed in.  

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

Red Forces:  Redôs forces consist of the 
main body that is set up near the cross-
roads, awaiting Blueôs advance. 

Main Body 

8 units of infantry 

4 units of archers 

2 units of skirmishers 

2 units of cavalry (1 heavy and 1 light) 

Garrison 

1 infantry unit 

Set Up:  Red sets up first and needs to 
cover as much terrain as possible between 
the woods near A and B.  Excess units 
can be deployed in depth, but no further 
back than the road between A and B.  The 
garrison unit is assumed to be deployed 
in the town in column. 

Red Orders:  Once Blueôs attack begins, 
there are two choices; a) hold the position 
and attempt to defeat Blueôs main and 
flank attacks, or b) fall back and establish 
a new defensive line between the two 
hills as marked on the map.  Control of 
the town is important for victory. 

Blue Forces:  Bluesô forces are broken 
into the main body facing opposite of 
Red and the flanking force. 

Main Body 

6 units of infantry 

3 units of archers 

2 units of skirmishers 

1 heavy cavalry unit 

Flanking Force 

2 units of infantry 

1 unit of archers 

1 unit of skirmishers 

2 units of light cavalry 

Blue Orders:  Press the attack, trying 
to drive in Redôs flank and preventing 
them from forming a new defensive line.  
The ultimate objective is possession of 
the village and exiting forces off the road 
near the village. 

Blue Set Up:  Blue sets up second.  
Blue has just recently heard that one 
flank has betrayed Red, so they have not 
had time to shift all of their forces to that 
side for an attack.  Blueôs main body 
consists of 12 units, so up to 7 units can 
be deployed on the side nearest the flank 
attack and 5 on the other side. 

Game Length:  12 turns 

Special Rules:  Before the game begins, 
Blue rolls 1D6; on a 1-3 the flanking 

force enters at A and on a 4-6 the flank-
ing force enters at B.  All units of the 
flanking force must begin from the road 
entrance.  

Victory Conditions:  Red secures a 
victory if they are able to establish a new 
defensive line in front of the village (as 
shown on the map) and still controls the 
village.  Blue wins if they are able to 
seize the village and exit at least two 
units off the board using the road near the 
village.  Any other result is a draw. 

Variants:  The obvious variant is to 
adjust the forces by adding chariots, ele-
phants, artillery, and if playing the Re-
naissance, then some arquebus armed 
units.  The game could be a large, multi-
player affair by increasing the width of 
the board and doubling the forces. 

     Another variant could be to deploy all 
forces on the board (flanking and main 
body), then roll for the units on the ex-
treme ends of Redôs battle formation to 
see which units change sides or step aside 
when Blue advances.  This would make 
for a more straightforward battle and 
there would be no rules or surprise flank 
attacks. 

     Horse & Musket could definitely be 
used for the scenario, although both sides 
would need artillery either added to their 
forces or replace maybe the skirmish 
units with a battery on a one for one ba-
sis.  Troop quality could also be used to 
offset a difference in the number of units. 
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Engagements 48:  Betrayal! 



World War II Naval Actions 

      For many gamers, WW2 
naval is the period that got 
them into the hobby.  Ask 
almost any gamer and at some 
point they have either a) 
thought about painting up 
WW2 naval forces, b) partici-
pated in a WW2 naval game, 
or c) owned a set of rules and 
have run a game or two.  
However, in the grand scheme of the 
overall wargaming hobby, WW2 naval 
gaming is still a relatively small piece of 
the pie. 

     Whatôs not to like?  Carrier battles, 
night surface actions, the possibilities of 
doing campaigns, etc., are all there.  Not 
only that, there are several theaters and a 
wide variety of combatants, ranging from 
British forces off of Norway in 1940 to 
carrier battles in the Pacific.  Not only 
that, but it is one of the most well chroni-
cled periods of military history.  Thou-
sands of books, Squadron Signal publica-
tions, Osprey titles, etc., can give you 
almost anything you need in terms of 
orders of battle, ship colors,, etc. 

     Not to mention that ships are 
available in a wide range of scales.  
GHQ has an outstanding range 
that covers pretty much every ship 
in WW2, all with eye popping 
detail.  There are 1/3000th, 
1/6000th, the new range by War-
lord Games, and some gamers 
even do the period in 1/700 scale!  
You really donôt need any terrain 
other than a blue gaming mat, so it 
would appear that this period is 
custom made for wargaming.  So 
why arenôt more gamers into the period? 

      The answer to that question is the 
rules that we use for our WW2 naval 
games.  As someone who has dozens and 
dozens of WW2 naval books, board 
games, and has played a number of rules 
for the period, this is usually why the 
period has a short shelf life.  Coming up 
with a set of rules that not only meets 
everyoneôs needs, play style, and a suita-
ble level of complexity is a tall order.  
Some gamers are really, really into the 
period while others just want to point the 
big guns in one direction and roll dice! 
Finding something that meets both half-
way is tough to do. 

     To go back to the beginning, General 
Quarters has been around since the dawn 

of the hobby, or at least it seems that 
way!  There are a couple of small, 
digest sized books that for a long, 
long time were the go to standard in 
the hobby for the period.  Easy to get 
into, fairly easy to teach, and the fast 
play nature of the combat system 
lent itself well to campaigns. 

     However, after a few battles there 
is this nagging sense that there has to 
be something better.   Yes, WW2 

naval shares similarities with a lot of 
other periods in that thereôs this an-
noying sixth sense for gamers telling 
them that you need to keep looking.  
Itôs hard to explain, but nevertheless 
it is there.  Our gaming group had 
been playing Harpoon since itôs in-
ception and with the arrival of Har-
poon 2 that really took off.  We had 
dabbled with a few other WW2 naval 
rules in the meantime, but nothing 
really stood out to us. 

      Thatôs when Command at Sea came 
out from Clash of Arms games, who also 
did Harpoon.  Not cheap by any means at 
the time, the boxed set had rules, a data 
book, scenarios, and sheets of counters 
for the ships of that particular theater (the 

first box covered the Pacific).  
Hereôs what we were looking 
for!  It used a similar system 
to Harpoon, the data book 
covered every variation of 
every ship class from the 30s 
up to 1945, and the beautiful 
sheets of counters meant that 
for the larger scenarios you 
really didnôt have to buy and 
paint ship models.  We quick-
ly set up a game, convinced 

that this was the way to go. 

     The first few games (an action off of 
Guadalcanal and then one near the Dutch 
East Indies) were pretty well received.  
Complex, but not so much so that every-
one couldnôt figure it out.  However, 
there were two problems that we encoun-
tered that were to doom this set of 
rules.  The first was having to create 
the ship data sheet by hand for each 
ship.  When thereôs 30 ships in a 
battle, that took some time!  Also, 
the torpedo rules were funky and 
figuring out the geometry and hit 
percentages created some weird 
results.  We soldiered on with this 
set of rules for several years, trying 
it out now and then, but it never 
really caught on. 

     From there, WW2 naval gaming kind 
of took a back seat.  Many in the group 
talked about doing a game, but nothing 
really materialized.  We were fortunate in 
being able to try Seekrieg a few times, 
once as a playtest group for Seekrieg 4 
and then a few games at a local conven-
tion.  Seekrieg is the Harpoon 4 version 
of WW2 gaming.  To say that it is com-
prehensive would be a mild understate-

ment.  Not only are there 
numerous gunnery tables, 
there are rules for giving 
orders, damage control, 
extensive sighting/fire con-
trol, and so on.  These bat-
tles were usually small 
because running large ac-
tions might take all day! 

     While we played when 
offered, this set of rules 
was a bit beyond the group.  

I was interested in picking the rules up 
and running some games, but there was-
nôt too much interest from anyone else! 
We basically got in about three Seekrieg 
games in about 15 years!  Yes, WW2 
gaming had hit a new low in our group, 
although we did play a few scenarios of 
Avalanche Pressô excellent Second World 
War at Sea (SWAS) board game series. 

     Over the last five years we have had a 
few games using 1/6000th models and the 
Mongoose (now Warlord Games) set of 
WW2 naval rules called Victory at Sea. 
While it seems to get the job done, the 
rules can be a bit generic at times.  In 
fact, usually during play you really arenôt 
even paying attention to the ship class, 
name, or if itôs British, French, German, 
etc.  Really all that matters are the num-
ber of dice that you roll and if you score 
hits or not!  Again, itôs not bad and might 
be OK for a campaign some time, but 
with the number of periods that we cur-
rently play, a WW2 naval campaign 
seems way off down the road. 

     In the end, this is a period that we 
really want to like, but we 
donôt invest a lot into it.  
At this time only one 
member actually has a set 
of WW2 naval rules!  
Maybe some day some-
thing will come along that 
really gets us into the peri-
od.  However, itôs been 
about 45 years for some of 
us and weôre still wander-
ing through the period! 
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     When you look back 
through old gaming 
magazines such as Bat-
tle, Military Modeling, 
early issues of Minia-
ture Wargames, etc., 
the first thing you usu-
ally notice were all of 
the adds for miniatures!  
Minifigs, Essex, Heroisc 
& Ros, Skytrex, and 
many, many other compa-
nies would list all of the 
lines they carried in al-
most every issue.  Gamers 
such as myself would go 
over and over these pages, 
planning out new projects 
or finding just the right 
figures to go with an army that you were 
currently painting.  This also meant at 
times trying out some figs with compa-
nies that you werenôt too familiar with. 

     One of those was Asgard Miniatures, 
who you would probably think had just a 
small line of figs, but in reality they had a 
lot of stuff!  Everything from Ancients to 
Fantasy was available, although often you 
had to guess what the figures would look 
like and hope for the best!  If you needed 
an owl bear, Knight of Chaos, or some 

figures for a Conan 
type game, Asgard 
probably had it.  
The quality wasnôt 
too bad, especially 
for the time, alt-
hough getting the 
figs did take some 
work as orders 
usually had to go 
through the mail. 

     Asgard, and 
many other companies like them, existed 
to fill holes in many ranges.  ñBack in the 
dayò, when you did an army of Successor 
pike, all of the figs looked the same if 
you got them from say, Ral Partha.  You 
could, however, order a few figs in from 
Asgard and others to give the army some 
variety.  These ranges were a labor of 
love for the owners/sculptors who provid-
ed them.  Many of them had backstories 
to their fantasy ranges or were made for a 
forthcoming set of rules, which didnôt 
always pan out.  Asgard is long gone 
today, but the molds went through a num-
ber of hands over the years, including 
Viking Forge and Tabletop Games.  
Some are supposedly still around through 
Alternative Armies. 

     Another company who provided 
some unusual things was Lyzardôs 
Grin, which was created by Richard 
Houston of Houstonôs Ships.  While 
Lyzardôs Grin had a very small fan-
tasy range, a sci-fi range, Tracks 
(WW2 accessories and figures), and 
Earthworks, they were primarily 
known for their colonial weapons and 
accessories.  In the early 80s, Ral Par-
thaôs Colonial range took the gaming 
world by storm, which only got larger 
when The Courier ran a theme year on 
the Sudan colonial period.  Like many 
gamers, I bought packs and packs of 
the Ral Partha figures, but there were 
obviously holes in the ranges. 

      What company could fill those 
ranges?  Minifigs had some stuff, but 
many companies in the U.S. didnôt carry 
all of their colonial range and the quality 

was all over the 
place.  Then in 
one issue of The 
Courier there 
was an ad for 
Lyzardôs Grin 
and I decided to 
order a few 
items.  While 
they werenôt the 

best miniatures in the hobby, they were 
the only ones who had all kinds of gatling 
guns, artillery, ammo boxes, wounded, 
camels, and much, much more.  They 
were a lifesaver in a time of limited op-
tions and Iôll wager 
that many 25mm co-
lonial forces went 
forward on the tab-
letop with artillery 
from Lyzardôs Grin. 

     As the years went 
by and 25mm gaming 
turned into 28mm, my 
25mm armies got sold 
off and the new rang-
es, particularly those 
from Old Glory, had 
quite a few options in 
the newer scale, so there wasnôt much 
need to go to Lyzardôs Grin any longer.  
While Houstonôs Ships would go on for a 
number of years, not much is known 
about what happened to the colonial and 
other ranges. 

     Asgard Miniatures and Lyzardôs Grin 
were just two examples of companies that  
gamers really needed, but maybe were 
not appreciative enough.  The companies 

were clearly trying to be popular, but 
ended up plugging holes in the ranges of 
other companies.  To that end they served 
admirably, but they never really got the 
recognition that they probably deserved, 
which is definitely a shame. 

     Who here remembers Cry Havoc?  
Yes, this game kind of came out of no-
where by a company called Standard 
Games.  It was man to man combat on a 
hex grid with buildings drawn on in a sort 
of D&D style.  When it first came out, it 

was heavily publicized and generated 
quite the following.  In later years there 
were two more supplements/boxed games 
as well as a short lived miniatures line. 

     I remember playing Cry Havoc back 
in the day and it certainly was fun, but at 
that time you had a lot of companies put-
ting out medieval miniatures as well as 
most of us still playing TSRôs Chainmail. 
At the time many of us used the scenarios 

and those who 
couldnôt paint 
played the game 
with the cardboard 
figures.  After a 
good several year 
run, I and proba-
bly many others 
thought that was 
the end of Cry 
Havoc.  We were 
wrong! 

     Not only are 
there a lot of com-

munity created scenarios, maps, etc., but 
now there are new games in the series as 
well!  One of the newest games is Guis-
card 2, which features maps, counters, 
rules, etc., all done in the Cry Havoc 
style.  While definitely not cheap, if 
youôre a fan of the series you may want 
to look into this. Once again, this shows 
that many games and ideas from the 70s 
and 80s can still gain a bit of traction 
today if done right. 
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     Itôs been quite some 
time since a new game 
has come out for GMTôs 
popular East Front Series 
and the last one was Cri-
mea back in 2010!  Just 
when you thought the 
series was dead and gone, 
Barbarossa:  Army Group 
Center appears.  Now this 
game was part of the orig-
inal series of games, but 
in an effort to move the series forward, 
the design team has had to go back and 
rework Army Group North, Center, and 
South so that they can not only fit the 
recent games, but those that will be com-
ing out in the near future (hopefully!). 

    So, itôs been a 12 year journey to get 
the new basic rules, the maps revised, 
new counters with additional units to 
reflect losses, and basically a redesign of 
how the series will 
work.  For the unini-
tiated, The East 
Front Series (EFS) 
features operational 
battles across the 
entire front for Op-
eration Barbarossa.  
Each game only 
covers the 1941 
phase of the cam-
paign, with Kiev to 
Rostov and Crimea going a bit into 1942.  
It is a comprehensive look at the various 
battles during this campaign and the 
games feature both small as well as mas-
sive campaigns. 

      Each EFS box comes packed with 
components and Army Group Center is 
no exception.  Four 22 x 34 maps, one 
smaller map, and one double-sided card 
with maps on both sides for the introduc-
tory scenarios.  Several counter sheets of 
units, rules, playbook, and then multiple  
reference cards and display charts.  All 
of the items are very well done and it 
would be hard to complain about any of 
it.  Then you realize that this package 
will align with Army Group North, Ar-
my Group South, and the forthcoming 
Typhoon, and it takes your breath away 
to realize the scope of this project! 

     The maps cover the entire border 
area for the opening of Operation Bar-
barossa to Smolensk and beyond, lead-
ing to Operation Typhoon, which is a 
forthcoming game in the series.  Every 
town, bridge, rail line, river, etc., is 

clearly marked and terrain plays a 
massive role in the game along with 
the weather.  Units are usually divi-
sions for infantry, regiments for mo-
torized, etc., but there are a wide 
range of battalion and brigade sized 
units that represent flak batteries, 
artillery, militia, and so on.  In fact, 
one of the great features of this 
series is all of the bizarre units that 
make an appearance during play. 

     The new, combined rules look 
daunting at first, coming in at 40+ pag-
es, plus all the charts and tables.  How-
ever, that doesnôt account for that you 
really just need to follow the sequence 
of play, then the tables and charts do 
the rest.  Everything has been clearly 
laid out for you and while you will need 
to refer to the rules, especially for the 
large scenarios and campaigns, thereôs 
nothing here that daunting.   

     The key to the game is the 
sequence of play coupled with the 
various charts.  Germans move, 
some Russian units can react, 
Germans attack, then the Rus-
sians move and fight through 
their various phases.  Yes, the 
sequence of play is long, coming 
in at well over three pages, but 
many of those items arenôt per-
formed.  Where it gets tricky is 

determining which units can move and 
how far during the various phases.  Add 
onto that the weather and terrain, so this 
can get pretty detailed at times. 

    EFS also has a complete air system 
included, so for each combat both sides 
can assign air units.  This can trigger air 
to air combat, followed by flak rolls, then 
modifiers are assigned to the final die roll 
for ground combat.  There are bonuses 
for combined arms attacks, panzer/

motorized division integrity, fortifica-
tions, etc.  A D10 is rolled, the losses are 
applied to one or both sides.  Despite the 
length of the rules, all the charts, etc., 
combat is pretty easy to do. 

     Where things can get a bit complex is 
just understanding the wide range of units 
and what they can or cannot do.  Thereôs 

Russian HQs which can issue orders for 
combat, thereôs artillery that can be as-
signed to each battle, air unit readiness, 
untried Russian units, replacements, etc., 
and we havenôt even begun discussing 
supply units and depots! Putting all of 
this together for some of the larger battles 
and the campaign is going to be an under-
taking.  You will need to commit some 
time to playing a 20-30 turn battle with a 
lot of units spread over multiple maps. 

     The good news is that there are some 
great introductory/small battle type sce-
narios played on a separate, smaller map 
that is a great way to get into the system.  
From there you have larger scenarios, 
ranging from 1-3 maps and then there is 
the full campaign, using all the maps and 
recreating the first few months of Opera-
tion Barbarossa.  Basically, there is some-
thing for everyone here, from small solo 
playable scenarios to group games that 
could go on for weeks. 

     EFS is definitely a great tool to un-
derstand combat on the Eastern Front.  
Seeing the wide open spaces, unusual 
Russian units that they never seem to 
run out of, the disparity in airpower, and 
more, is a breath of fresh air in gaming.  
Army Group Center will set the stand-
ard for all games in the series going 
forward and it is tremendous package.  
While it may not be for everyone, it 
does a great job of simulating what real-
ly happened during that summer of 1941 
and I for one am looking forward to 
more games in this series. 
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ISSUE 60 

     GMTôs East Front 
Series has been some-
thing of a novelty in the 
hobby for quite some 
time.  As you can see 
from the graphic below, 
it was originally con-
ceived as a series of 
linked games covering 
the first year of Opera-
tion Barbarossa.  When 
all was said and done 
there would be 6-7 
boxed games, 20+ maps, and several 
thousand counters!  You would be able to 
combine all the games into one massive 
campaign. 

     Over the years, however, the design 
team began to realize that the series rules 
needed major changes and consolidation, 
the maps needed to be updated, and the 
orders of battle corrected so that the se-
ries could continue on.  This is why Ar-
my Group Center, South, North, and Ty-
phoon are being re-
released with all 
new components to 
fit the more recent 
Crimea and Kiev 
to Rostov.  The 
review of the 2nd 
edition of Army 
Group Center in 
this issue shows 
the tremendous 
progress that they 
are making on this 
project. 

     The question, 
remains, however, 
what is the East 
Front series and why should a gamer try 
it? 

     First off, each game can be played 
separately or combined with one or more 
of the others, especially those gamers 
who have a lot of space!  The individual 
games have introductory scenarios, mid-
sized battles, and include a complete 
campaign.  Each 
game is an operation-
al level view of the 
combat operations in 
that area for a certain 
length of time. For 
example, Kiev to 
Rostov highlights the 
German drive to-
wards Rostov late in 
1941, so all of the 

scenarios and the 
campaign revolves 
around that, plus it 
can be combined 
with Army Group 
South and Crimea 
for a massive cam-
paign in Southern 
Russia. 

     Units are usually 
divisions, with pan-
zer and motorized 

divisions being broken into regiments.  
There are also a bewildering array of 
smaller units, such as engineers, rocket 
artillery, NKVD troops, militia, Zap 
units, all kinds of artillery, and more.  
While the counters have a lot of infor-
mation on them, during play every-
thing makes sense and you get used 
to the numbers without referring to 
a chart.  The games also feature a 
complete air system, with air units 
being used for interdiction, air su-

premacy, and 
close air sup-
port.  Keeping 
the air units 
ready, where to 
assign them, 
etc., is quite 
the challenge 
during play. 

     There is also a 
complete supply 
system for the Ger-
mans.  Moving sup-
plies forward, creat-
ing dumps, then 
making sure that 
you have enough 

supplies for offensives is a lot harder than 
it looks and some tough decisions need to 
be made as well.  The German side defi-
nitely needs to be thinking and planning 
the logistical angles several turns ahead 
or the campaign is going to bog down 
quickly. 

     While the series rules are now pretty 
lengthy, thereôs 
nothing here that is 
frighteningly com-
plex.  The sequence 
of play guides you 
along, phase by 
phase in what 
needs to be done 
and where it can be 
found in the rules.  
The multiple move-

ment phases, combat, engineering, etc., 
all blend together seamlessly and after a 
few turns most gamers will understand 
what is happening.  Now that is not say-
ing it will be a fast playing game or that 
there wonôt be questions!  This is a pretty 
comprehensive system and with the num-
ber of units on the board, the space in-
volved, etc., the larger scenarios and 
campaigns are going to take some time. 

     What differentiates the games in this 
series with the other 500+ WW2 East 
Front games is that you are taking an 
operational look at what happened during 
the hundreds of battles along the front 
during the summer of 1941 and into 
1942.  Both sides need to look at their 
objectives, study the terrain, look at the 

movement 
charts for the 
weather, then 
try to formu-
late some kind 
of plan.  On 
the German 
side there will 
be struggles 
with supply, 
where to com-
mit the pan-
zers, and what 
to do about the 
flanks. On the 

Russian side you have to look at where to 
defend, how to form defensive lines with 
a hodge-podge of unusual units, plus deal 
with Stalinôs mandated attacks! 

     The size of the operation really hits 
you when for example, youôre playing 
Kiev to Rostov and thereôs only 15-20 
German motorized units to take objec-
tives spanning hundreds of miles on a 
few maps!  Where do you go?  How will 
supplies get there?  How long will it take 
the infantry to come up?  The Russians 
have their issues too, but thereôs always 
more troops coming to plug holes.  When 
the weather hits, you really start under-
standing what happened on the Eastern 
Front and how hard it was to conduct 
operations. 

     If youôre interested in the Eastern 
Front and operational level warfare, then 
I strongly suggest trying one of the games 
in the series.  There are introductory sce-
narios and a playbook that will help you 
along.  It really is worth your time and 
money for better understanding of this 
campaign. 
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