


     Once I had finally com-
pleted my 8th Seleucid 
pike unit for Hail Caesar, I 
figured it was time to move 
on.  I had painted some-
thing like 700+ miniatures 
for my Republican Roman 
and Seleucid armies 
over the last 2 1/2 
years, which meant I 
could easily do games 
with anywhere from 2-
10 players.  While there 
were more units that I 
could do, particularly 
with cavalry, thereôs 
only so many units you 
can pack onto a 4x8 or 
4x10 table! 

     The project had demon-
strated a couple of things to  
me, however.  First, I liked 
painting the larger figures.  
I have no plans to redo my 
15mm armies, abandon my 
1/300th WW2 forces, etc., 
but this was a good break.  
Second, the 28mm units 
look great for convention 
and larger games, plus the 
Hail Caesar battles that 
weôve had have been very 
popular with the group.  
This caused me to start 
thinking about what else 
could I do using the Hail 
Caesar rules?  Rather than 
force everyone to learn 
new rules, basing, etc., I 
determined that it would be 
best to continue to use the 
same set of rules to provide 
some consistency. 

     So, I started thinking 
about what would be a 
good new period or maybe 

some new armies to go 
against the Seleucids and/
or Republican Romans.  
Carthaginians were proba-
bly the most obvious an-
swer, but that would be 
long, sizable project to 

match the number of figs 
for the other two armies.  
Going to another era such 
as Imperial Romans vs. 
Gauls was considered, but 
due to my nature of liking 
lesser known/gamed peri-
ods, this wouldnôt do! I 
have this aversion to doing 
the same thing that most 
gamers on the planet have 
already done. 

     Then, there was an in-
tervention by the gaming 
universe.  An Ebay add 
popped up with 28mm 
plastic boxed sets, which 
included Foot Knights 
1450-1500 from Perry min-
iatures for something like 
25.00 and free shipping.  I 
already had Renaissance 
armies in 15mm and the 
Hundred Years War didnôt 
sound too appealing, so 
what else could they be 
used for.  A quick search 
revealed that they could be 

used for The War of the 
Roses (WOTR). 

     A casual glance across 
the Internet showed that 
while WOTR is a period 
that is gamed around the 
world, there wasnôt much 
about using Hail Caesar for 
it.  This was my first clue 
that this was going to me 
more of a challenge than I 
thought!  There currently is 
not a WOTR supplement 
for Hail Caesar, but Rick 
Priestley, the designer of 
the game, did post a set of 
supplemental rules on the 
Hail Caesar Facebook 
group.  After downloading 
them I had even more ques-
tions about units, which 
stats to use, etc., as itôs a 
generic list covering 
WOTR and many of the 
European conflicts of that 
era. 

     Fortunately, I came 
across some YouTube vid-
eos by 7th Son, who had 
some informative infor-
mation on WOTR games, 
painting, basing, etc., using 
the Hail Caesar rules.  
Now, he has his own addi-
tions to the rules and we 
donôt agree on the men at 
arms/foot knights basing, 
but at the time it was pretty 
insightful.  Armed with this 
knowledge, some reading, 
etc., I came up with what I 
felt would be the core unit 
types of the army.  Now it 
was time to start painting.  
(cont. on p3) 
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(cont. from p2) Basically, I was going to 
go with 18 figure units on three stands for 
the household troops and the heavy infan-
try units.  Dismounted knights/men at 
arms would be in units of 12.  After read-
ing a lot about the war I felt that while 
there were plenty of units that were a mix 
of bow and bill, there were also plenty of 
units that consisted of men with bills, 
some in partial armor, and a few fully 
armored men.  Skirmishers, arquebusiers, 
and cavalry would be in units of 12 as 
well. 

     Looking at the lists that were in the 
files section of the Facebook Hail Caesar 
page and written by Rick Priestley, they 
appeared to be a more generic set of lists 
that could be used for the 1450-1500 
period in England as well as the Europe-
an continent.  Finding unit types that 
would fit what I was trying 
to do was a challenge, but 
I figured it out.  Since 
there is no official Hail 
Caesar book for the War 
of the Roses, things could 
be subject to a lot of inter-
pretation! 

     Most of the project 
would feature figures from 
the Perry Miniatures boxed sets for the 
period.  There are actually five in all; foot 
knights, infantry, mercenaries, mounted 
knights/men at arms, and light cavalry.  
The boxes of foot all have between 36 
and 40 figures, which is a pretty good 
deal.  They each come with a booklet that 
talks about assembly, options, and there 
is a sheet of flags along with livery/
maintenance colors (more on this later).  
The great thing about these boxed sets 
outside of the fact that they produce 
beautiful figures, is that most of the piec-
es are interchangeable.  This allows for a 
wide variety of armaments and heads, 
giving the units a lot of variety. 

     For the first unit I assembled a unit of 
dismounted knights/men at arms.  Most 
of the knights and heavily armored troops 
fought on foot, so I just needed 12 figures 
on two stands.  There was some trial and 
error fitting the arms, poleaxes, heads, 
etc., but going slowly here at the start 
would pay dividends down the road when 
I needed to create more units.  I primed 
them black, then went to find out some 
more information on colors, flags, etc. 

     Here is where things got frustrating in 
a hurry!  Despite this war being in the 
mid 15th century, there is very little 

known about it in comparison to other 
periods.  Having just completed a project 
with the Republican Romans and Seleu-
cids, which has very little to go on as 
well , this was a bit of a shock.  There is 
one Osprey book on it as well as three 
book in their battles series.  
Even then, most of the flags, 
colors, livery badges, etc., is 
conjecture.  Itôs great to look 
at what art there is in the 
books, but there were a host 
of unanswered questions. 

     For example, did lords/
knights wear their colors and/
or heraldry on tabards over 
their armor in battle, or just showed up in 
their armor?  Did the long, swallow tailed 
flags accompany the cavalry units of a 
lord, king, knight, etc., or were they used 

as rallying points for foot 
troops?  What about all of 
the lesser personalities who 
were present at the battles.  
What units were they at-
tached to?  Did all men 
serving a household wear 
similar colors or have the 
same livery badges?  The 
answers are all something 
along the lines of maybe, 

possibly, we donôt know for sure, etc. 

     Many leaders had troops that could be 
assembled, ranging from a handful de-
pending upon the personôs holdings and 
station (king, lord, knight, etc.) to a few 
thousand.  There was a system called 
ñlivery and maintenanceò where each 
retainer had a coat of certain colors and a 
badge which identified them.  Again, 
some of the colors and badges are well 
known, such as for Henry Beaufort, 3rd 
Duke of Somerset, or King Edward IV, 
but many others are conjecture. 

     By careful study using vari-
ous web sites, re-enactment 
groups, what other clubs had 
done for games, Ospreys, and 
the Citadel Six web site (they 
sell flags and livery badges for 
most of the major leaders), I 
was able to figure out where I 
was going.  I ordered a retinue 
set for Somerset and within two 
weeks had a set of flags and 
livery badges.  Armored figures paint 
pretty quickly, so within a few days I had 
my first unit.  After seeing how it came 
out I was convinced that this was a period 
worth doing, so now the real work began. 

     For whatever reason, I decided to do 
the Lancastrians first.  My reasons were 
all over the place, ranging from that if I 
finished one side that would compel me 
to do the other, to it would be easier to 
just focus on a few leaders, colors, flags, 
etc., at one time.  I also needed to do 
enough figures for a 6-8 player game, 
which I didnôt quite seem to factor into 
my planning!  I resolved to paint two 
units a month for a year, which should 
be enough for a 6 player game, even 
though everyone would have small com-
mands.  About a month into it, I started 
wondering what I had got myself into! 

     While the Perry boxed sets were 
great, assembling the figures with a varie-
ty of weapons and heads can take up sig-
nificant time.  I started working out a 
system where I painted one base of six 
figures at a time.  While that was going 
on, I would be assembling and priming 
the next six figures, which sort of set up 
an assembly line.  I tried some variations 
on this; doing 12-18 figs at a time, start-
ing a second unit, etc., but that always 
seemed to make the situation worse! 

     In the midst of all this, I started look-
ing around for other figures that could be 
used and more importantly, match the 
several boxes of Perry figs that I had 
already accumulated.  Perry Miniatures 
did have metal artillery, leaders, and 
some odds and ends, so that would be 
helpful somewhere down the line.  Old 
Glory and Foundry had lines, but every-
thing I had read led me to believe that 
they might be smaller than Perry figs, so I 
held off on that.  Finally, Front Rank has 
a good range (sold now through Gripping 
Beast), but the cost of the figs plus ship-
ping made me think twice.  It looked as if 
Perry figs would form the bulk of the 

armies. 

     It was at this time that I put 
out a call for unwanted WOTR 
figs on the TMP Marketplace.  
Fortunately, one gamer did re-
spond, saying that he started a 
project, but didnôt need the figs 
any longer.  I was able to get 
about five boxes of Perry figs, 
two command packs, two artil-
lery packs, plus various leftover 
sprues for probably 40% of the 

retail value!  I canôt repeat this enough, 
but always look around when doing large 
projects as you never know who can help 
you out!  Armed with boxes of figs, flags 
from Peteôs Flags, Citadel Six flags and 
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decals, it was now where the project 
should really take off. 

    Itôs been my experience that when a 
project first gets going, there is an adren-
aline surge that really helps you to get 
some much needed work done.  However, 
that needs to be tempered by not trying to 
do too much, which is what occasionally 
happened to me on this journey.  Fortu-
nately, each time I was able to go back to 
the standard one base of six figures at a 
time benchmark, which continually saved 
the project.  In my first two months I 
did six units and two leader stands!  
After that the production would tend to 
ebb and flow, not to mention that real 
life such as your job, summer holidays, 
new grandchildren, etc., can really de-
rail your painting schedule! 

     The household troops in the end 
proved to be the most troublesome and 
time consuming.  Needing 12 archers 
per unit and one command stand of 6 
armored and partially armored men 
definitely took the longest.  The arch-
ers, since they were for the most part 
unarmored, needed the lordôs colors 
and would need their badges.  Also, the 
bows, arrows, extra arrows stuck in the 
ground, etc., took up more time than 
the armored figures.  I would usually 
do one base of archers, then one of 
command to break it up, then the final 
base of archers.  Since 50% of the ar-
mies had to be these units you spend a lot 
of time assembling and painting archers! 

     Now this is where the argument of 
plastic vs. metal for figures comes in.  If 
you only need 20-30 figures for a project, 
then plastic is the way to go and assembly 
time is just a small obstacle.  When you 
need to do 144 plastic archers, considera-
tion for metal figs starts to creep into 
your thinking!  I think the only reason 

why I stayed with plastic during the pro-
ject (weôll see when I add on additional 
units in the future) is that I was able to 
get a lot of boxes at a good price.  How-
ever, building 400+ plastic figures is not 
something I would equate with fun. 

     This brings me to a small, but critical 
part of the project and that is the flags 
and the livery badges.  For the WOTR, 
even in 28mm, many gamers simply paint 
the livery colors and leave it at that.  This 
was tempting, but my OCD with trying to 

be realistic simply would not let me do it.  
For flags there were two choices; Peteôs 
Flags and Citadel Six.  Peteôs Flags has 
some beautiful offerings, which usually 
include a personal standard, a few unit 
standards, and then the long banner 
which were either used by cavalry or as a 
rallying point when carried by foot 
troops.  The flags are well done, highly 
colorful, and go on fairly easy since they 

are paper.  The main issue is 
that some sets only had a few 
flags, so if you wanted to do 
more of that lord/leaderôs 
units, you would need to order 
another set, but then the per-
sonal standard doesnôt get 
used.  The longer flags are 
drawn with the tattered edging 
look, which is difficult to cut 
out and you need matching 
paint to finish the edges.  
Overall, however, they look 
good once finished. 

     The Citadel Six flags and 
livery badges are very difficult 

to rate as there is a lot of good and a lot 
of bad with them.  There is far more se-
lection than Peteôs Flags and they are 
sold in several formats.  You can order 
just the flag sheet for the leader, just the 
livery badges, or in some case you can 
get the retinue set which has flags, badg-
es, and alternate badges.  The flags in-
clude a package of brass wire for the 
standard and brass sections cut to the size 
of the flags.  The flags are beautifully 
done and you usually get a personal 
standard, the long swallow tail standard, 
then 3-5 unit standards. So far, so good. 

     Putting the brass sheet on the standard 
pole isnôt too difficult, but then you need 
to bend the brass into the shape you want 
the flag to be in.  The reason is that the 
transfers are done on white (!!!) decal 
sheet and are very fragile.  You need to 
paint the pole and brass flag backing, 
then gloss it, then put down some Micro-
Set before you put the decal into the wa-
ter and slide it off.  During the cutting 
process or handling it, sections of color 
on the flag may rub off or fall apart, so 
matching the colors and painting those 
spots can be challenging.  When itôs fin-
ished they look pretty good, but itôs a lot 
of work. 

     The livery badges are a curse and a 
blessing.  Itôs great that you donôt have to 
draw/paint lions and other complicated 
icons, but as you can see from the images 
at left, itôs going to take some work.  The 
badges that go on the front are hard to do 
and Iôm not sure itôs worth the trouble.  
Anything that goes on a white coat works 
pretty well, but sometimes I just painted 
some shapes similar to the front badges 
as they were a lot of work to get right. 

     Throughout this process I found that it 
was critical to alternate which units to 
paint to keep from getting in a rut.  I 
would paint a household unit, then a unit 
of heavy infantry, then maybe a few com-
mand stands, followed by a unit of dis-
mounted knights/men at arms.  If you just 
do household unit after household unit I 
think that you can burn out quickly, as 
before I had mentioned that those units 
take much longer to assemble and paint. 

     By the time I had finished the Lancas-
trian side (about 13 units plus leaders) 
and was halfway through the Yorkist 
forces, it was time to take a critical look 
at the Hail Caesar rules for this period.  
Actually, however, there isnôt a separate 
book for some reason (cont. on p5)      
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Here is a good illustration of the livery badges that 
go on the back of the coat, which are larger than 
the front badges.  You first must gloss the figure 
(helps the decal to adhere), then cut the decal out.  
You can see the white decal backing and sometimes 
(like in this case) the color starts to flake off.  Once 
the Micro-Set decal solution dries and you paint 
the edges with matching paint colors, the effect 
isnôt too bad. 
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(cont. from p4) (one is 
coming out in 2023), but 
Rick Priestley had created 
a sample list for the 1450-
1500 period that covers 
the War of the Roses.   

     First off, there were 
probably too many units 
on the list, which is un-
derstandable given that it 
covers the wars in Europe 
and England for a 50 year 
period.  I simply started 
eliminating things like 
crossbow units, the cata-
phract notation for heavy 
cavalry, etc.  I then added 
some suggested basing 
for household troops, 
changed some of the unit notes, and pres-
to, I had a War of the Roses list.  Grant-
ed, itôs going to take a few games to see 
if this all works or not and I suspect that 
there will need to be some changes.  
However, Iôm hopeful that it will work 
out as everyone in our group knows Hail 
Caesar and Iôm not really wanting to go 
to another set of rules! 

     Speaking of rules, there certainly is 
not shortage of them for the period, even 
though you donôt see too many WOTR 
games.  In fact, looking back through the 
150+ magazines I have from the 70s on-
ward, there werenôt too many WOTR 
battle reports!  Hail Caesar was the first 
priority, due mainly to the group knowing 
how to play it and you can base things 
pretty much however you want.  If it fails 
and no one is having fun, there are cer-
tainly other options, including To The 
Strongest and Never Mind The Bill 
Hooks, not to mention a ton of older 

rules. 

     The one thing that I still need to work 
on is terrain for the period.  I have some 
generic European terrain that 
you see in the pictures, which 
I had mainly been using for 
WW2 skirmish games, but 
can do double duty for the 
15th century.  I would like to 
add some more farms, hedges, 
walls, etc., if for nothing else 
than to create some variety.  
If I could get a good sized 
castle (affording it and storing 
it would be the issues here!) 
then you could have a siege 
scenario or two, even though 
there were very few sieges 
during the 28 years of the 
war. 

     Is there more to do?  Defi-
nitely.  Just in case I 
could ever convince 
the group to do a 
campaign, I would 
need more cavalry 
units, extra house-
hold units, artillery, 
leaders, and skir-
mishers.  The good 
thing is that once you 
have the two basic 
armies, itôs easier to 
just add some units 
here and there!  As 
mentioned above, I 
need to work on ter-
rain and weôll contin-
ue to review/change 
the rules to make the 

game better. 

    To sum things up, this was a one year 
project to create two sides for a new 
period by attempting to paint 500 28mm 
figures by myself!  Probably not the 
smartest thing Iôve ever done, but I 
somehow got through it.  Thereôs defi-
nitely some good and bad here, which 
Iôll explain.  Yes, I now have two 28mm 
armies for a period that weôve never 
played before, which is good.  The bad 
is that I literally kept my nose to the 
grindstone for an entire year, getting 
very little else done in the hobby.  I 
usually have a couple of side projects 
going, but those fell by the way side and 
I also usually have a board game going, 
but those were far and few between this 
past year.  It can obviously be done, but 
I wouldnôt say that I had a fun adventure 
with it! 

     I think that in this day and age where 
there are just so many periods, products, 

and scales, you really have to go the extra 
mile to take on a new period as the 
chances of finding some others who are 
interested in the same thing you are is not 
very high right now in the hobby.  Grant-
ed, this project is kind of at the top end, 
but I think everyone out there knows 
what Iôm talking about.  Most gamers 
have dozens of projects of their own, so it 
can be hard to get others interested in 
yours. 

     So, one year later and a lot of money 
spent (figs, flags, books, etc., all really 
add up quickly), we have a new 28mm 
period to play with rules that we already 
know.  Hopefully, everyone likes it  or 
Iôm not sure what Iôm going to do if they 
donôt! 
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     After a yearôs worth of work 
(described in the preceding pages!) it was 
time to put together our first War of the 
Roses game using the Hail Caesar rules.  
While everyone present had played some 
medieval skirmishes at some point in 
their gaming lives, no one had really done 
a large Medieval or Late Medieval battle, 
so this would certainly be something 
new.  Not to mention it would be a mas-
sive change from our usual Seleucids vs, 
Republican Roman slugfests! 

     Each side would roughly have 14 
units, of which two were cavalry and also 
each would have two medium artillery 
pieces.  Some of this was just how I had 
painted and/or organized the forces into 
two equal armies.  The only difference 
was that one had a unit of arquebus skir-
mishers and the other had a unit of bow-
men.  Outside of that, it would be 50% 
household troops (bow and bill), heavy 
infantry, and small units of dismounted 
knights/men at arms. 

     To save time for the set up, basically 
each side had four divisions.  Three of the 
divisions would be infantry consisting of 
the above units, plus one brigade of cav-
alry that had one unit of heavily armored 
knights and a unit of medium cavalry.  
Each side was allowed to set up within 12 
inches of the baseline.  The objectives 
were simple for both sides; take the 
bridge over the river and cut off the town 
by holding both sides.  In the end, the 
bridge became the focus as well as trying 
to destroy the opposing army! 

     Since this was not only a new period 
for us as well as having no idea what 
tactics would work, there were some in-
teresting formations at the initial set up.  
The Yorkists were a bit more spread out, 

while their Lancastrian counterparts were 
in mutually supporting lines.  Which 
would work the best was yet to be deter-
mined.  After going over the army lists 
and special unit attributes, we rolled for 
who would go first and the game was on. 

     Both sides moved out fairly quickly, 
trying to get into bow range (long range 
for bows is 18ò).  Once a few of the 
household units were in range, the arrows 
started to fly.  All of our previous Hail 
Caesar had some units with bows, sling-
ers, javelins, etc., but they were mostly 
skirmishers who ended up taking each 
other out!  Here, however, was a bit of a 
different situation.  At long range, how-
ever, the ï1 modifier as well as firing at 
heavily armored troops (another ï1) 
made it tough to hit (needed a 6 on a D6 
vs. some units).  Not only that, most 
troops save on a 4-6, so getting hits was 
going to be a challenge. 

     This was the incentive for the heavy 
infantry and dismounted knights/men at 

arms to close the range.  First 
off, they couldnôt really answer 
the bow fire, but there was no 
sense in waiting around for the 
arrow hits to start piling up!  
The artillery, which was really 
supposed to be a nuisance, start-
ing scoring some good hits on 
units, which made it all the 
more imperative to get into me-
lee. 

     On the far flank, there were a 
series of cavalry charges that 
left the Yorkists in charge of 
one side of the bridge.  Howev-
er, they had some bad command 
rolls and could not get across 

the bridge!  By the time they were ready 
to move, the Lancastrians had put a unit 
by the bridge, daring an attack in column.  
This meant that the action shifted to the 
infantry attacks that were developing in 
the center of the board.  Sure enough, by 
turn 5 everyone was ready for the dirty 
work of melee to begin. 

     From the village to the approach to the 
bridge, units of both sides started to get 
into melee, which was only briefly bro-
ken up by volleys of arrows when both 
sides separated for any reason.  We 
quickly found out that the small units of 
dismounted knights/men at arms packed a 
serious punch, with their ability to re-roll 
a hit and a save, plus theyôre able to ig-
nore their first failed break test.  At the 
same time, however, if they had some 
bad die rolls they only take 4 hits, which 
proved to be a serious problem for both 
sides.  The workhorses of the day, the 
household troops, were in the midst of 
every fight during the middle turns of the 
game.  (cont. on p7) 

Page 6 

Hail Caesar:  War of the Roses-First Try              Battle Report 

WARNING ORDER 



ISSUE 61 

(cont. from p6) Both sides gained and lost 
ground while leaders desperately attempt-
ed to rally units that were shaken.  With 
fairly high Clash ratings, several units 
came close to being shattered, but most 
fights went multiple turns, with one side 
or the other being slowly forced back.  
There was a one turn break from action in 
which everything that had bows un-
leashed a volley at short range, then it 
was right back to the melees.  This is 
where some units went shaken and started 
to disappear from the board. 

     By turn 8 the Lancastrians decided to 
roll the dice one more time and attacked 
the length of the board, including a heavy 
cavalry charge against a unit of Yorkist 
household troops.  In what turned out to 
be a three turn fight, the heavy cavalry 
were defeated, despite all of their ad-
vantages.  This was sort of the high water 
mark for the Lancastrians as across the 

board they were losing units faster than 
the Yorkists.  Both sides continued to 
attack and counterattack, with at least 
half the forces on the board reaching 
shaken status. 

     The Lancastrian side then had a turn 
where they couldnôt roll saves, had few 
hits, and things went from barely tolera-
ble to not good at all.  The Yorkists began 
to advance and it was at this stage that we 
called the game as a Yorkist victory. 

     Definitely an interesting experience!  
The late medieval type troops are pretty 
nasty and things die once the melees get 
going.  We struggled all game trying to 
find the right combination for who should 
attack, should support units be used, how 
long should they be kept in the front 
lines, etc.  Iôm sure that tactics will 
change in future battles, especially if we 
add even more units.  Handling cavalry is 

a bit tougher in this period as every unit 
that has bows is aiming for them! 

     That brings up just about the only 
issue that we found and that is how much 
bow fire is too much?  I was thinking 
about introducing some tokens that would 
allow for  full volleys, then once those 
are gone you only get closing shots.  That 
would definitely force everyone to close 
the range quickly, one way or the other.  
The other issue was how to rate the com-
manders.  We gave Edward a 9 rating and 
3 in melee, but how to balance the sides 
is certainly a question worth exploring. 

     Anyway, it was a successful first bat-
tle and everyone had a good time with it.  
For future battles weôll probably change 
around some of the forces, add some 
interesting terrain, and hopefully if there 
is enough interest we might even get 
started on a campaign! 
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Space Combat in Miniature 

     Iôm not sure when it happened, but I 
think in every gamerôs hobby life there is 
an urge to try some science fiction war-
fare using miniatures.  In the late 
70s the only science fiction games 
I had were GDWôs Imperium 
(still a favorite that gets played 
every so often) and SPIôs Starsol-
dier.  When I moved to Salt Lake 
City in 1978 I had a chance to go 
to McEwan Miniatures and try 
Star Wars 2250.  While it was 
fun, the local gamers took things 
personally with the game and 
werenôt particularly helpful to a 
high school kid, which left a bad 
taste about sci-fi miniatures combat. 

      A few years later, the most popular 
thing played at many game and hobby 
stores was Starfleet Wars by Superior 
Models.  The rules were basically free 
(there might have been a small cost) and 
the miniatures not only looked cool, but 

they were readily avail-
able.  For $20 you 
could get several star-
ships and then join 
other gamers in huge 
weekend battles.  The 
problem?  Well, the 
rules werenôt very 
good!  At the time I 
was 18-20 and used to 
playing a lot of SPI and 
Avalon Hill games, 

plus some miniatures rules like WRG 5th 
and Johnny Reb.  It was obvious that the 
rules were just a mechanism to get gam-
ers to buy more ships! 

      Next up was the Star Fleet Battle 
Manual by Lou Zocchi/Gamescience.  
Now this was more like it!  Star Trek ship  
to ship combat, which played more like a 
dogfight and with rules that tried to take 
the subject seriously (even though weôre 
talking about science fiction!).  This got 
played several times, but ran out of steam 

as there were only a few ship types and it 
just started to be the same battles over 
and over. 

     There was sort of a limbo period for a 
few years after that.  Gaming 
switched to RPGs, fantasy minia-
tures, and Modern micro-armor 
battles with the occasional Har-
poon scenario thrown in.  Sci-fi 
space combat was way, way 
down the priority list.  Starfleet 
Wars was still popular, but it was 
mainly kids 10-16 now, playing 
massive games with every ship in 
their collections, which while 
probably fun for them, 
began to look pretty 

silly to everyone else. 

     As Iôve reminisced about 
elsewhere in this magazine, 
there was a strange confluence 
of events that caused sci-fi com-
bat to come to the forefront 
once again.  That was The re-
cent Star Trek movies (II & III) 
along with StarFleet Battles from Task 
Force Games.  My gaming group instant-
ly decided to convert to miniatures, so we 
bought all of the old Gamescience ships 
that we could find!  By the time supple-
ment #2 and #3 came out, we must have 
had 100+ miniatures for the game, run-
ning huge campaigns, all night battles 
with 30+ ships and more.   This was 
probably the pinnacle for me in terms of 
using miniatures for sci-fi combat. 

      Then, as with most 
things in the gaming 
hobby, they wind down 
and its on to new ad-
ventures and projects.  
Probably a decade or 
more passed with me 
not playing one game 
that used starship min-
iatures.  With the rise 
of the Internet all of a 
sudden on Ebay, TMP, 
and other sites there 
were pictures of miniature starships, 
which got me into re-thinking that I need-
ed to get back into that period.  Fortu-
nately, the gaming group loves science-
fiction as well, so when someone said 
that they had some ships and a set of 
rules called Full Thrust, it was an easy 
sell! 

    Weôve played Full Thrust since then 
several times, but it seems to be one of 

those periods where playing one game 
takes care of the sci-fi itch for 3-5 years!  
Thereôs nothing really wrong with the 
rules, although at times things seem a bit 
generic.  Thereôs all kinds of different 
ships, beautiful miniatures, etc., but itôs 
something that most gamers seem to not 
want to get into too deeply.  Granted, the 
system is still popular and no doubt they 
sell a lot of product, but I never had the 
urge to really put down a lot of money on 
it. 

     About the only time that Iôve come 
close to buying some more starship min-
iatures was when I got into Attack Vec-

tor:  Tactical and was 
looking at the miniatures 
that were sold as an option 
to the paper 3D ship 
blocks that came with the 
game.  The main issue is 
that you would need to 
create some special stands 
as you really need to show 
angles, pitch, etc., and it 
looked like a lot of work.  

Also, after playing a few engagements 
solo I determined that it was far too com-
plex for my gaming group.  Space combat 
gaming is more of a casual thing and 
these rules, while very good, were going 
to be a lot of work.  After figuring that 
we would need one session to explain the 
rules, then at the next session have a re-
fresher on the rules then try to play, I put 
it aside. 

     I have played Star Wars Armada and 
X-Wing, both of which are fun, but 
clearly you need to invest a lot of mon-
ey for group games, plus there is a ten-
dency to be over saturated by Star 
Wars.  Iôve looked at some of the other 
systems that are out there, noted a few 
Kickstarters here and there, etc., but 
nothing to really make me want to get 
back into things the way that we were 
with Starfleet Battles. 

     For now, GMTôs Space Empires and 
Twilight Imperium 4 seem to fulfill my 
sci-fi combat needs.  Maybe if something 
comes along thatôs really out of the box 
with cool miniatures I might take a 
chance.  Sci-fi gaming really seems to be 
one of those periods where you either 
really get into it or you let others pur-
chase everything and you just show up 
and play every few years! Back in the 
day, youôre options were pretty limited, 
so sci-fi was always on the table. Today, 
there are far too many other options... 
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Remembering John Hill 

     There have been many 
remembrances of John Hill 
over the last few years 
since his untimely death.  
To note that he was one of 
the hobbyôs greatest game 
designers would be an un-
derstatement.  Rather than 
just add onto what has 
already been written, I thought I would 
look at this in a different way, focusing 
on what it meant to my gaming hobby as 
well as how I approach the never ending 
battle of realism vs. complexity. 

     When Squad Leader by Avalon Hill 
came out in 1977, no gamer had ever 
seen anything like it before.  I had seen 
the ad in the previous issue of The Gen-
eral and being a fan of Avalon Hill games 
at that time (even though I only had a 
handful), I was determined to get it!  I 
mowed a few extra yards, then went 
down to the local game store each Satur-
day for what seemed like an eternity.  
When the game finally arrived I was not 
to be disappointed. 

   For a 15-16 year old at the time, this 
was quite a step up from some of the 
games I already owned and it took a few 
readings of the rules to figure out what 
was going on.  However, after a few sce-
narios it was obvious (at least to me) this 

system was genius!  
At that time, games 
were coming out 
slowly, so it was not 
uncommon to play 
the same game for 
months on end until 
something else new 
caught your atten-
tion.  It was of 
course, much, much 
later and later in life 

when you could look back and see just 
how groundbreaking the system was. 

     Naturally, everyone wanted tanks, 
which is what showed up in Cross of 
Iron, the first Squad Leader supplement.  
Although adding a bit of complexity, I 
could not get enough of the system and 
when the other two supplements came out 
they got played to death as well.  While I 
have to this date resisted the ASL craze/
lifestyle, the first Squad Leader games 
still stand the test of time.  As I read more 
and more magazines, I started searching 
for other John Hill designs. 

     During my infatuation period with 
Squad Leader I started to get more 
heavily involved with miniatures, par-
ticularly the American Civil War as 
noted in a past article in this series.  I 
started out with 20mm Airfix, then 
6mm Ros Heroics, but was dissatisfied 
with the rules, which seemed more like 
an offshoot of WRG Ancients!  Out of 
the blue, I saw a few ads from Adven-
ture Games about a new set of ACW 
rules called Johnny Reb, designed by 
John Hill.  I instantly ordered them and 
this started a two 
decades long love of 
playing ACW regi-
mental sized battles. 

     All of a sudden we 
had huge armies of 
15mm figures and 
when GDW took 
over production and 
released Johnny Reb 
2, how could your 
gaming life get any better! My guess is 
that I must have played in at least 50 
Johnny Reb battles in just under 20 years 
along with three campaigns.  When John-
ny Reb III came out, we quickly switched 
to that system.  Big mistake.  The rebas-
ing, rules changes, and the need to know 
the rules front and back for formation 
changes as well as charges proved to be a 
high hurdle.  At that time the gaming 
group I was with broke apart, so faced 
with shorter game nights and a smaller 
gaming space, we switched to Fire & 
Fury. 

     John Hill, however, did far more than 
just design Squad Leader and Johnny 
Reb, although thatôs how most gamers 
remember him today.  He had at least 20+ 
designs that covered board games as well 
as miniatures rules.  His central theme 
seemed to be ñdesign for effectò, which is 
something that has stuck with me for 
most of my life and has influenced many 
of the scenarios and campaigns that you 
find here in this magazine. 

     Two good examples of this were his 
board games Jerusa-
lem and Battle for 
Stalingrad.  Now 
thereôs not too many 
games on the subject 
of the Israeli drive to 
relieve Jerusalem in 
1948, but this one 
makes things interest-
ing.  Rather than rely 

on a lot of tactical combat or set in stone 
systems, this one presented players with a 
lot of options and random things, which 
made the game unpredictable.  While 
there are a ton of Stalingrad games, his 
design allowed the Germans to attack, 
attack, attack, but you never knew when 
the Russians would get their turn, which 
often came at the worst time for the Ger-
man player!  In both designs he used 
unusual systems that achieved historical 
results. 

     Two more examples would be Bar 
Lev (the old Conflict and GDW design) 
as well as Yalu, both now reissued by 
Compass Games (although Bar Lev is 
pretty much a whole new design).  In 
both games you had brigades and divi-
sions ñfiringò at each other, often elimi-
nating huge formations.  What?  Yes, an 
unorthodox, but easy to play system that 
produced the effect he was looking for.  
In the end, the results are within historical 
tolerances.  Thereôs no 20 step combat 
process, multiple tables and three charts 
of modifiers.  Find the combat table, roll 
the dice, and see what happens!  Some 
gamers gravitated towards this, while 
some ran the other way. 

     John Hillôs game systems and his 
many interviews over the years really 
influenced how I thought about games 
and game design.  Yes, I have played my 
share of complex 
games and still 
own quite a few, 
but my views on 
this have changed 
dramatically over 
the years.  My 
guess is that John 
Hill could have 
fixed SPIôs Air 
War (one of the 
most complex 
games ever) by using a single table and 
one die roll!  OK, maybe not, but he 
might have succeeded with something 
that would have produced the same re-
sults. 

     Today, when I create campaigns or 
scenarios for the magazine, I still go back 
to his design philosophy.  Rather than 10 
pages of tables and charts, itôs often easi-
er to settle it with a D6 and a few results!  
Every time Iôm tempted to buy a complex 
game or look over a set of complicated 
miniatures rules, I always ask myself how 
John Hill would have done it.  At least to 
me, his legacy lives on in this hobby. 
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Situation:  Both sides are looking to 
envelop a town that sits astride a critical 
road junction and near two bridges.  Each 
side thinks that the other has already 
seized the town and has more than likely 
set up a defense.  Each side has devel-
oped a plan to split their force and con-
verge on the town.  Unbeknownst to both 
sides, however, neither one has reached 
the town yet and their forces are about to 
collide in a two pronged meeting engage-
ment. 

Period:  Designed  primarily for the 
Horse & Musket period or Ancients.  The 
scenario could work with WW2 or Mod-
ern forces, but the weapon ranges might 
necessitate additional terrain features. 

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 wood/
stone and will offer protection against 
small arms fire. The river can only be 
crossed at the bridges, which are assumed 
to be where the roads cross the river on 
the map. 

Red Forces:  Redôs forces are divided 
into two groups that will enter the board 
at their corresponding letter on the map. 

Force A 

¶ (4) units of infantry 

¶ (1) unit of heavy cavalry 

¶ (1) unit of light cavalry 

¶ (1) battery of artillery 

Force B 

¶ (3) units of infantry 

¶ (1) unit of heavy cavalry 

¶ (2) units of light infantry/skirmishers 

¶ (1) battery of artillery 

Red Set Up:  Redôs units can enter in 
any formation within 6ò of the red A and/
or B as listed above. 

Red Orders:  Seize the town and occu-
py the crossroads.  Prevent Blue from 
counterattacking and retaking the town. 

Blue Forces:  Blue has split their forces 
into two components that will enter the 

board at the letter matching their force.  

Force C 

¶ (3) units of infantry 

¶ (1) unit of light infantry/skirmishers 

¶ (1) unit of heavy cavalry 

¶ (1) artillery battery 

Force D 

¶ (4) units of infantry 

¶ (1) unit of heavy cavalry 

¶ (1) unit of light cavalry 

¶ (1) battery of artillery 

¶ (1) unit of light infantry/skirmishers 

Blue Orders:  Seize the town as quickly 
as possible and occupy the crossroads.  
Prevent Red from counterattacking and 
retaking the town. 

Blue Set Up:  Blueôs units can enter in 
any formation within 6ò of the blue C and 
D as listed above. 

Game Length:  12 turns 

Special Rules:  

¶ The bridges over the road should be 
of fairly sturdy construction that can 
support artillery and they cannot be 
destroyed during the scenario.  

Victory Conditions:  At the end of 12 
turns the side that controls the crossroads 

is declared the winner.  

Variants:  There are a large number of 
variations,  terrain, forces, etc., that could 
be added to this scenario. 

¶ There may be one or more fords 
along the river.  Each turn that a unit 
moves along the river bank to search 
for a ford, roll 1D6 and on a 6 they 
locate one.  Treat the ford as rough 
terrain. 

¶ If playing Horse & Musket eras, 
exchange some of the infantry units 
for dragoons, mounted infantry, or 
cavalry that could dismount (ACW), 
which would make the scenario a 
much more mobile affair. 

¶ Give one side 2-3 additional units, 
then the smaller side gets one unit of 
militia that is holding the town, pos-
sibly with limited fortifications/
defenses. 

¶ Have both sides write down their 
order of appearance for their units, 
allowing only 2 units per force per 
turn to enter the board.  This would 
set up a meeting engagement with 
both sides trying to reinforce the 
battle the best that they can. 

¶ Have both sides plot their units 
movement for the first few turns to 
simulate a night movement followed 
by a dawn battle.  Reveal all forces 
on the board at the start of turn 3 or 
4. 
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Situation:  Blue is trying to siege a cas-
tle/fortress held by Blue.  Unfortunately 
for Red, they have been unable to cut the 
supply lines to the fortress. Blue is deter-
mined to cut the fortress off from sup-
plies and then begin a formal siege. 

Period:  Designed  primarily for An-
cients and/or Medieval, but it could be 
adapted to the Colonial or Horse & Mus-
ket periods as well with some work on 
the forces used. 

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

Terrain Notes:   

Woods are light and will provide some 
cover.  The castle/fortress is stone and 
will offer hard protection to any units 
inside of it.  Outside of a siege it is im-
pregnable for scenario purposes.  Both 
creeks can be crossed at any point, but it 
should be considered rough terrain.  
Where the roads cross both creeks there 
is a wooden or stone bridge.  The marsh 
area between the castle and creek should 
be considered rough terrain as well.  See 
the special rules for the defensive works 
next to the castle.  

Red Forces:  Redôs forces are split into 
three groups, described below. 

Castle/Fortress 

¶ (1) infantry units 

¶ (1) archer unit 

Defensive Works 

¶ (2) infantry units 

¶ (1) archer unit 

Creek Defense/Reserve 

¶ (4) infantry units 

¶ (2) archer units 

¶ (1) skirmisher unit 

¶ (1) heavy cavalry unit 

Set Up:  The units in the Castle/
Fortress group must set up within the 
walls.  The Defensive Works units must 
begin the scenario in the line of defensive 
works.  Finally, the Creek Defense/
Reserve units may start anywhere east of 
the creek in any formation. 

Red Orders:  Prevent Blueôs forces 
from surrounding the castle/fortress and 

cutting the road leading to the castle/
fortress. 

Blue Forces:  Blue has assembled two 
forces to complete the encirclement of the 
castle/fortress 

Main Attack Force 

¶ (6) units of infantry 

¶ (4) units of archers 

¶ (1) unit of light cavalry 

¶ (1) unit of heavy cavalry 

¶ (1) unit of skirmishers 

Secondary Force 

¶ (4) units of infantry 

¶ (1) unit of archers 

¶ (1) unit of light cavalry 

Blue Orders:  Cut the road leading to 
the back side of the castle/fortress.  Elim-
inate all Red units in the defensive works. 

Blue Set Up:  Units of the Secondary 
Force start on the south side of the creek 
facing Redôs defensive works as marked 
on the map.  The Main attack force may 
set up anywhere no closer than 12 inches 
from the creek 

Game Length:  12 turns 

Special Rules:  There are several spe-
cial rules for the scenario: 

¶ The defensive works consist of 
earthworks with stakes pointing to-
wards the enemy positions.  They 
should offer a level of protective 
cover against archery and a small 
defensive benefit in melee. 

¶ When moving through the marsh 
area, roll 1D6.  If the result is 1, 2, or 
3 then the movement rate is that for 
rough terrain.  On a 4, 5, or 6, the 
unit is unable to move that turn. 

¶ Blueôs units can move into the cas-
tle/fortress. 

¶ Victory Conditions:  At the end of 
12 turns if Blue has cut the road 
leading to the castle/fortress and 
there are no Red units within 12 
inches of the defensive works (not 
counting those in the castle) then 
Red wins the scenario.  If Red ac-
complishes only one of these things 
then the scenario is a draw. 

Variants:  There are several interesting 
options that could be considered for this 
scenario.  First, give each side additional 
forces and allow Blue to storm the castle/
fortress if they think that they have 
enough force.  Also, allow both sides to 
receive reinforcements that could be ar-
riving from some other battlefield.  You 
could also convert the creek into a river 
that could only be crossed at the bridge, 
which would be much more challenging 
for Red!  Finally, add a variety of weath-
er options for the battle. 
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     While weôve played quite a few War-
master Ancients battles on our game 
nights, very few would qualify as blow-
outs, major victories, unmitigated disas-
ters, etc.  Sure, thereôs been a few those 
in the tournaments we run, but those are 
usually due to the small number of units 
and when things go bad thereôs simply no 
reserves or time for a comeback.  For this 
Imperial Romans vs. Seleucids clash, this 
would be one of those times where things 
didnôt quite go exactly as planned, espe-
cially for the Romans! 

     This was going to be a 2,000 points 
per side battle, with three players on the 
Seleucids and two on the Roman.  The 
Romans came out in their usual legions 
with auxiliaries in line, with a few skir-
mishers out front and the few cavalry 
units on the wings.  As has been men-
tioned here several times before, the Ro-
mans want to hold on the flanks, the let 
the legions do their dirty work in the cen-
ter.  More often than not, this is a win-
ning combination as most enemy infantry 
units canôt withstand the prolonged at-
tacks. 

     For the Seleucids, they went with 
the ñone elephant unitò option, 
which makes more points available 
for other units, such as heavy caval-
ry.  For this battle it would be the 
pikes and imitation Romans in the 
center, with a lot of light units and 
heavy cavalry on the wings.  Pike 
blocks are pretty devastating when 
they attack first, so the goal was to 
move into the center and await op-
portunities.  Where possible, the 
Seleucid heavy cavalry would try to 
win on one of the flanks, then put 
pressure on the center.  Some-

times the pike attacks go well and 
sometimes they donôt! 

     We started the game 20cm in 
from the board edges and set up by 
brigades.  Weôre still hoping to 
someday get a curtain or piece of 
cardboard that will allow us to set 
up simultaneously, which would 
save a few minutes here and there.  
There werenôt many surprises as 
weôve used these armies against 
each other several times.  We did, 
however, go over a few rules that 
we had either a) forgotten about, or 
b) wanted some clarification on.  
Itôs always interesting that even though 
youôve been playing a system for 10+ 
years and 40+ battles that you keep find-
ing things in the rules! 

     The battle did not start out well for the 
Seleucids.  Bad command rolls, then the 
Romans moved up almost everything in 
sight!  Their artillery started scoring hits 
on Seleucid units and it looked like it 
might be a long night for the Seleucid 
players.  Then, in a highlight of things to 

come, the Roman cavalry charged a Se-
leucid heavy cavalry unit on the Seleucid 
left flank.  Some bad combat rolls saw a 
Seleucid counterattack, then a second 
heavy cavalry unit joined in and the Ro-
man cavalry evaporated.  The Romans 
then tried to shift some more units over to 
that side, but the Seleucid heavy cavalry, 
although reduced to just two stands each, 
started to destroy solitary Roman units on 
that flank.  All of a sudden, the Romans 
were in trouble. 

     On the Seleucid right flank, despite 

some issues moving up, the Seleucid 
heavy cavalry and cataphracts moved in, 
attacking the Romans as they tried to 
advance to help in the center.  After a 
series of charges, counterattacks, more 
charges, etc., the Romans had taken a 
beating for the loss of just a few Seleucid 
stands.  Clearly, things werenôt going 
well for the Romans on the flanks, so 
now it was time to shift to the center and 
see if things could improve with the le-
gions.  (cont. on p13) 
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