


     At one of the 
more recent SaltCon 
game conventions, 
there was a gamer 
who was walking 
out with four of the 
larger boxed games, 
two of which were 
Twilight Imperium 
and Frosthaven.  
The other two were 
pretty sizeable as 
well, which caused 
me to think about 
the thousands of compo-
nents in those games!  
Were those games going to 
get played?  How would 
you organize all of the stuff 
in them?  Do we really 
need boxes and bags full of 
components to play our 
games? 

     This was recently 
brought home again when 
someone was teaching a 
few of us how to play 
Oathsworn.  He had pur-
chased the full Kickstarter 
package, which came in 
three huge boxes plus a lot 
more so there were boxes 
and boxes of miniatures of 
every size and shape.  
There were so many that he 
carried it around in three 
large plastic tubs! This 
gamer had plans to paint all 
of them, but I looked at the 
task in front of him and 
determined that it might 
take a while!  In the mean 
time, another dozen or so 
similar games might cross 
his path, causing his atten-
tion to drift off in a new 

direction. 

     The hobby is currently 
awash in a sea of plastic (I 
include with the term plas-
tic all manners of tokens, 
trays, cards, etc., that come 
with these games) and it 
appears that there is no end 
in sight.  Scroll through the 
Kickstarter game list to see 
what I mean as 
there is project 
after project that 
features all kinds 
of plastic minia-
tures for heroes, 
monsters, cities, 
fleets, and more.  
On top of that 
there are hundreds 
of cards (usually 
in non-standard 
sizes which makes buying 
sleeves for them a chal-
lenge), tokens, rule books, 
and more. 

     Not to be outdone, the 
miniatures companies have 
their own plastic tsunamis 
aimed at gamers.  Starter 
sets of Conquest, WH40K, 

Epic Pike & Shotte, and 
more have hundreds and 
hundreds of plastic minia-
tures included.  Not that 
most of them will ever be 
painted or the games 
played more than once, but 
there is at this time an inde-
scribable urge for gamers 
to gravitate towards these 
plastic heavy type games. 

     Game companies have 
clearly seen this and over 
the last few years there 
have been more and more 
of these large, plastic min-
iatures heavily laden boxed 
games coming out.  If 
youôre sci-fi or fantasy 
gaming project doesnôt 
have all kinds of miniatures 
and components, itôs prob-
ably doomed to fail.  Gam-
ers are buying more and 

more of these types of 
games, but really canôt 
describe to you why!  The 
miniatures rules based 
games have an easy expla-
nation in that the gamer 
needs an army to compete 
against friends, play at a 
local shop, or (cont. on p3)
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is just interested in a new 
set of rules.  Many of the 
board games, however, 
seem to be in the category 
of (cont. from p2) ñone 
and doneò, meaning they 
might open it and play it 
once, but thatôs probably 
it. 

     The vast number of 
components themselves 
can create some issues.  
First off, there is the ques-
tion of how to store them!  
When you open some of 
the boxes there are hun-
dreds of cards, stacks of 
tokens, large cardboard 
overlays, player displays, 
rules, then the plastic min-
iatures themselves.  Fortunately, there are 
companies like Broken Token, Folded 
Space, and others who sell kits that are 
designed to store all of the components 
for specific games.  However, after drop-
ping $125-150 on some of these games, 
do you want  to drop another $50-90 on a 
storage solution?  If you donôt use a stor-
age system, however, setting up the game 
a second time can become an insurmount-
able challenge. 

     Then there is the question of play test-
ing for all of the components.  This has 
been noted by many, many gamers con-
cerning these large boxed games and 
Kickstarter projects.  The base game sys-
tems seem to work as designed, but the 
never ending add-ons such as special 
characters, additional tokens, event cards, 
5th and 6th player options, etc., seem at 
times to have just been thrown in to keep 
everyone happy. 

     Another issue that comes up is that 
with many of these large games that you 
either pre-order or get on Kickstarter or 
Gamefound is that many will come with 
special sets of figures, along with rules to 
use those figures.  In most cases, there 
arenôt any of these extra figures produced 
for the retail version.  This leads to the 
common problem of gamers getting the 
base game, liking it, then trying to find 
the special figs, which by this time are 
going for a pretty high price on Ebay.  
So, do you get in on the Kickstarter to get 
all of the extras, only to find out the game 
isnôt very good, or do you wait until you 
see some reviews, but then you arenôt 
able to get the special figures? 

    For miniatures games, 
you donôt usually get the 
play testing issues or prob-
lems with components.  
Here it is simply a matter 
of how much plastic is in 
the box!  Some of the larg-
er Warlord epic sets literal-
ly have well over 1,000 
figures in them.  Whether it 
is 6mm, 10mm, Warlordôs 
13mm, 15mm, or 28mm, 
that is a daunting task that 
will defeat most gamers.  
Just opening one of the 
boxes tells you two things; 
first, there is a lot of plastic 
here, and second, this is 
going to take a while to 
paint!  Thereôs always de-

bates about whether these large boxed 
sets are a good deal or not, but thereôs no 
doubt that there is a lot of plastic in the 
box. 

     The same goes for the Mantic Kings 
of War boxes, Conquest Last Argument 
of Kings, and any of the Games Work-
shop 40K, Age of Sigmar, or Warhammer 
Old World sets.  You get just enough figs 
for the core of your army, which in some 
cases can be quite a few!  Again, you 
look at whatôs in the boxes and there is 
certainly a pile of plastic, which is proba-
bly intimidating to some gamers and to 
some there probably isnôt enough.  For 
the fantasy and sci-fi crowd the main 
obstacle is just assembling everything as 
you donôt often see fully painted armies 
on the tabletops at most stores.  In fact, it 
would be interesting to see a survey about 
the percentage of these boxed sets that 
actually get painted. 

     So at the end of the day, can the hobby 
survive without never ending piles of 
plastic figs?  The 70s, 80s, and 90s are 
definitely long gone, where lead figs 

were most, if not all of the hobby.  Out-
side of Heroquest or Axis & Allies, you 
would be hard pressed to think of board 
wargames that had plastic figures in 
them.  Large amounts of plastic figures in 
both board games and miniatures boxed 
sets are now expected.  This expectation 
is certainly fueling a majority of the new 
releases for the larger boxed games and 
miniatures lines.  Could WH40K and 
other games get by with just offering 
smaller sets or blisters with one or two 
figs in it?  Maybe, maybe not. 

     The game companies are certainly 
poised to continue this for the long haul.  
Whether or not there are gamers sitting in 
rooms surrounded by multiple large box-

es with thousands of plastic miniatures 
that will never get assembled or painted 
is not much of a concern.  Selling new 
boxed sets, new periods to game, and 
most of all, the add on boxed sets to ex-
pand your armies is the most important 
thing.  There is a killing to be made in 
giving gamers just enough in the starter 
boxes, using them as a loss leader, then 
making the real money on the terrain sets, 
army books, and additional units. 

     Is this the future of the hobby?  If the 
past two or three years is any indication, 
then yes.  If you like these big boxed 
games and miniatures sets, then your 
future looks bright and there will be more 
than enough plastic to last you a hobby 
lifetime.  What really needs to happen 
within the hobby is getting the plastic 
painted!  Until then it will just pile up... 
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     We had just played a big Wars of 
the Roses game using the Hail Caesar 
rules, so it was a bit surprising when 
everyone chose to play it again for our 
big post-Christmas game.  So, on a 
cold and wet Friday after Christmas 
we gathered to try yet another scenar-
io.  Although I had the new Wars of 
the Roses supplement from Warlord 
Games, we went with the old army 
lists in the 2nd edition rules.  I listed 
my reasons for doing this in the review 
(elsewhere in this issue), but I had 
already decided not to paint another 
200+ archer figures to do the historical 
scenarios that were included. 

      The scenario premise was that merce-
naries hired by King Edward were be-
sieging a Lancastrian castle.  The Duke of 
Somerset along with Oxford and Percy 
stage a relief attempt to either a) defeat 
the Kingôs forces surrounding the castle, 
or b) destroy the siege cannons and posi-
tions.  Both sides were about equal num-
bers, but the Lancastrians did get the 
advantage of choosing where to enter and 
what to focus on first, while the Yorkists 
would enter from the opposite side on the 
second turn. 

     For some reason, the Lancastrians 
decided to enter Percyôs forces on one 
side of the river when they could have 
entered on both sides, putting immediate 
pressure on the defenders of the bridge.  
Once the game got going the Lancastrian 
side started to reconsider this, but it was 
too late to do anything about it, so the 
attack went forward!  On the positive 
side, it would at least pin that Yorkist 
division and keep it from interfering with 
the rest of the attack and maybe give the 
Lancastrians a good chance to win. 

     While Oxford on the Lancastrian left 
moved out quickly (in fact, their opening 
attack had us considering a restart of the 
game as they might have won it on turn 
2!), they were beaten back by a series of 
melees where they 
should have won.  
The Yorkists on 
that side got their 
mercenaries in or-
der, turned the can-
non around, and 
tried to hold on for 
dear life.  On turn 2 
Warwickôs com-
mand came up to 
reinforce them.  It 
probably wasnôt the 
most ideal plan for 
the Yorkist side, but 
at the time it looked like Oxford might 
sweep through the artillery positions 
quickly. 

     Then there was the saga of the Duke 
of Somerset in the Lancastrian middle.  
No matter what dice were used and on 
which turn, most units simply refused to 
move!  In a game where this division 

badly needed to get its units to the road 
and possibly split the defenders in half, 
they could not do anything but move a 
unit here and there.  The Kingôs division 
moved on board and started heading for 
the hedges in the center of the board. 

     Meanwhile, on the Lancastrian left, 
the lone light cavalry unit made a suicidal 
attack across the bridge in column!  Yes, 
it was destroyed by archery fire from two 
household units, then mopped up by the 
heavy infantry, but it did concentrate the 
defenders in a single area.  This let Per-
cyôs infantry move up and get into posi-
tion to attack across the river, which was 
treated as rough terrain and a +1 for the 
defenders on the other side.  When the 
attack came, two units were actually able 
to get across and push the defenders 

back!  By turn 4 it 
looked like despite 
Oxfordôs momen-
tum being slowed 
and Somerset una-
ble to move that 
the Lancastrians 
might still pull out 
a victory. 

     On the Lancas-
trian left, Oxfordôs 
division and War-
wickôs division 
were going at it 
tooth and nail.  

Each side would attack, fall back, coun-
terattack, then repeat the process over and 
over again.  The mercenaries moved to 
consolidate around the artillery as they 
had problems with command all day 
long.  At this time the game still hung in 
the balance and the next few turns would 
prove critical.  (cont. on p5) 
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(cont. from p4)  Somerset finally got a 
series of good command rolls and the 
various units surged towards the road to 
meet the Kingôs division.  A series of 
long range archery duels opened up and 
both sides started taking hits.  There was 
some confused fighting around the farm-
house and walls where Somersetôs men 
were able to overcome the defenders.  
Right then, it looked like one more push 
in the center might do it.  The Kingôs 
division would be forced to retire, the 
Yorkist army would be split into two, 
then the victory would be assured. 

     That, however, was not to be!  Som-
ersetôs units attacked across the road, 
where the Kingôs troops made a heroic 
stand.  Despite all that Somerset could 
throw at them, the Kingôs forces stood 
their ground and in some places counter-
attacked.  Even when they lost a unit or 
two, the remainder were able to stop 

Somersetôs attack until most units were 
either shaken or about to go shaken. 

     On the Lancastrian right, Percy was 
meeting more opposition than was in-
tended.  While the had forced their way 
across the river and destroyed two York-
ist units, they could not get their reserves 
into action due to bad command rolls.  
The front line units were almost shaken, 
but continued the attack, hoping for help 
from Somerset, who was heavily engaged 
in the center. 

     On the Lancastrian left, Oxford and 
Warwick had fought themselves to ex-
haustion.  Heavy casualties, many shaken 
units, and artillery lobbing cannonballs at 
each other made up the action here.  
While there was some archery fire here 
and there, Oxfordôs division was done 
and on the verge of retiring.  There was 
simply no way it was going to cut 

through to relieve the castle.  Percyôs 
attack had come to a halt and Somerset, 
who had been on the verge of breaking 
the center, was unable to continue on. 

     A close run victory for the Yorkist 
side.  The desperate defense in the center 
had saved the army and some timely (bad 
rolls) command failures for the Lancastri-
ans combined for the victory.  Both sides 
used everything that they had and there 
were plenty of great as well as bleak mo-
ments for all the players.  It would have 
been interesting if there had been more 
cavalry on both sides, but from what 
weôve seen so far, cavalry doesnôt survive 
long with all the archery around! 

     After a half dozen battles it may be 
time to try a campaign now.  With over 
1,000 figures available and more than 20 
units per side, we should have enough for 
even the largest campaign battles. 
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  OSG, or Operational 
Studies Group, has long 
been an enigma in the 
wargaming hobby, as 
well as the main or ñgo 
toò company for Napole-
onic warfare.  Kevin 
Zucker, who has a huge 
list of wargaming cred-
its, has produced Napo-
leonic games for SPI, 
Avalon Hill, Clash of Arms, and of 
course OSG.   For the last decade or so, 
OSG has been expanding their Napoleon-
ic series of games and reworking older 
titles.  Of course, the enigma part comes 
from trying to determine what series is 
what, where do the games fit in, which 
rules set is the current one, etc.! 

     For our purposes, this review is about 
the first of three games on the 1814 cam-
paign in France, using the Library of 
Napoleonic Battles system.  La Patrie en 
Danger covers the first several battles of 
the campaign, namely Brienne, La 
Rothiere, Champaubert, Montmirail, and 
Vauchamps.  The system is the same tried 
and true one first used in SPIôsNapole-
onôs Battles quads, but now with a bit 

more chrome.  This is mainly standard 
hex and counter wargaming and if youôve 
played the popular Battle of Leipzig 
game, then you can get right into this 
quickly. 

     OSGôs graphical style has undergone 
many changes over the years, but the 
current series seems to have settled on a 
particular style, which is a good thing.  
You get three maps, 500+ counters, 100 
cards, a set of rules, study folder with the 
scenarios, then a ton of play aids.  The 
maps are fairly basic, but work very well 
during play and the counters are clear as 
well as colorful.  In terms of components, 
there really isnôt anything to complain 
about as clearly OSG is giving you every-
thing possible to succeed with the game. 

     The rules are fairly straightforward 
and again, the base system is something 
that most gamers are familiar with.  The 
command, movement, combat, etc., sys-
tems are well explained and itôs not until 
you get to the study folder that things 
start to get a bit busy.  The study folder 
contains all of the information to play the 
scenarios as well as the various mini-
campaigns that are included.  You will 
find yourself going back and forth be-
tween the study folder, the rules, and the 
separate rules for the cards (these need to 
be folded into the series rules). 

     The cards arenôt relatively new, but 
for those who have played the old system 
and now just trying the newer games, it 
will be.  Basically, there are two card 
decks, one for each side that consists of 
various cards that allow for alternate de-
ployments, faster marching, etc.  Each 
side gets so many per scenario and can 
draw one per turn.  Using some of them 
can cost victory points and there is a sep-
arate set of rules that covers some of the 
more complex cards.  The cards came in 
this particular game, but Iôve had to pur-
chase them separately for some of the 
other games, so Iôm not sure what the 
thinking is here from OSG.  The cards 
donôt have to be used and from my expe-
rience they add a bit of flavor and ran-
domness, but theyôre not something that 
will make or break the game. 

     Each turn you check your command-
ers to see who is in command and who 
isnôt.  Units that arenôt can roll for initia-
tive (pretty low odds), then units move.  
Zones of control are locking, then you 
have to attack with a standard odds based 
combat results table (CRT).  The CRT is 
fairly bloodless, so battles become more 
about position and taking ground than in 
some other game systems, which is kind 
of expected with most units being bri-
gades.  The main theme is getting your 
commands in order, getting units to 
move, then reinforcing 
success.  It sounds easy, 
but once commanders 
start separating them-
selves from the overall 
commanders, things get 
much harder to do! 

     There is a bit of 
chrome with the combat 
system in that you can use 
artillery units to bombard 
a few hexes away and 
there are cavalry charges, 

which are risky, but can overrun defend-
ers during combat so that if they retreat 
they take losses.  The game is really all 
about causing losses to the other side.  
Each battle has a display card which 
shows tracks for the various corps and 
once they reach certain levels, that corps 
becomes demoralized and pretty much 
combat ineffective. 

     There are quite a few scenarios and 
mini-campaigns that link up several sce-
narios.  Also, many of these scenarios all 
have alternate deployments or earlier start 
times so that you can game out the ap-
proach to battle.  The biggest problem 
that you run into with games in this series 

is that every so 
often the battles are 
one-sided, meaning 
that only with some 
incredible luck 
could one side win.   
Again, and this 
cannot be reiterated 
enough, the games 
in this series are 
more ñstudiesò than 
trying to make a 
fair and balanced 
gaming experience. 

     If youôve been playing iterations of 
this series since the SPI/Avalon Hill days 
back in the 70s, most of this will be fa-
miliar to you.  You really just need to 
note what has changed since the last time 
you played this system, which shouldnôt 
take too long.  Sorting through all of the 
set up cards, finding the right counters for  
a scenario, reading the scenario specific 
rules, then getting it all set up is pretty 
much part of the experience.  You quick-
ly learn that the games in this series are 
not designed for the casual gamer, but 
rather those Napoleonic gamers who 
want the final word on these battles. 

     If you are a Napoleonic gamer, or 
have more than a passing interest in 
the era, then this game (and others in 
the series) are a must have.  The map, 
beautiful counters, study guide, and 
even the scenarios offer great insight 
into the 1814 campaign.  While not 
complex, they will take some com-
mitment and multiple plays to truly 
grasp what happened during that 
time.  The cards for this one donôt 
add much, so no need to spend the 
extra money.  For the casual gamer 
this could be a step too far, but this is 
a pretty solid series of games. 
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     As with many of the 
Warlord Games minia-
tures rules, there will be 
a number of supple-
ments and/or army list 
type books for Hail 
Caesar, Black Powder, 
Bolt Action, etc.  In the 
2nd edition of Hail Cae-
sar there was a chapter 
for the Medieval and 
Wars of the Roses 
(WOTR) period, com-
plete with a WOTR army list.  Plenty of 
gamers started to build units for the 
WOTR based off of that army list and 
several of the battle reports youôve seen 
in this magazine over the last few years 
have been based off of the WOTR list.  
So, it was with trepidation that I ap-
proached the WOTR book that is specifi-
cally for Hail Caesar. 

     First off, this is a sizable publication 
where you definitely get your moneyôs 
worth (retail is around $40).  There is a 
large amount of information inside, in-
cluding an army list, leaders, scenarios, a 
campaign system, and more.  If you pre-
ordered the book you also received a 
King Richard III 28mm figure, which 
will sculpted nicely is in a strange knees 
bent, getting ready for combat pose.  The 
book is full of color illustrations and pic-
tures of battles in progress on the tab-
letop, so Warlord has done a great job on 
the presentation.  Now its on to the con-
tenté 

     First off, you get a history of the Wars 
of the Roses along with timelines.  To say 
that the war was a complicated affair 
would be an understatement!  The war 
was full of treason, unusual battles, hard 
to discern strategies at times, plus there 
were many things that could have hap-
pened, but are included here (in the sce-
narios) for completeness.  You then pro-
ceed to the section on leaders, where 
most of the famous ones are given their 
own page (or section of 
a page) along with spe-
cial rules.  The special 
rules and leader ratings 
will no doubt be the 
subject of much discus-
sion!  Of course, you 
donôt have to use these 
leaders and can go with 
generic ones instead, 
but the option is there 
for you to use. 

     Then there is the section on special 
rules for the WOTR period, which again, 
you can choose to use for your games or 
not.  Rules such as Treason, Arrow 
Storm, leaders dismounting to show soli-
darity with their units, etc., are all there to 
add some flavor to the period.  The most 
interesting one is of course Arrow Storm, 
which seeks to replicate the heavy ex-
changes of archery at the start of WOTR 
battles and each archer unit only gets 
three ammo tokens.  This 
will of course force hand to 
hand combat, which is 
what happened historically.  
However, to compensate 
for the limited ammo, the 
pendulum may have swung 
too far in the opposite di-
rection when you get to the 
army list. 

     The army list was the 
biggest shock during my 
review.  Gone are the small 
units of dismounted knights/men at arms 
that were fun to play with on the tabletop.  
They are now added to household troops 
and/or billmen by spending some extra 
points.  Iôm assuming that most gamers 
will put a stand of men at arms behind 
those units to signify that, but no method 
is really prescribed outside of that.  To 
compensate for the limited ammo rule, 
the household troops and pure archer 
units now get 6 (!!!) shots at long range, 
with the pure archer units still retaining 
the Marksmen special rule.  In many of 
our WOTR games its not uncommon to 
get two units to shoot at one enemy unit, 
but now that could be devastating as it 
would be on the receiving end of 12 
shots!  I really wonder how extensively 
this was play tested. 

     There are many other changes to the 
army list that involve all cavalry being 
small units, the ratings for the Irish are 
questionable, and essentially, the army 
list that was in the 2nd edition has been 

radically altered.  
Why some pro-
posals or ideas 
werenôt floated 
on various web 
sites, Facebook 
Groups, etc., is 
beyond me.  Itôs 
almost like there 
was a decision to 
just go a new 
direction and 
worry about 

feedback later.  Probably not the best way 
to do things, especially when gamers 
have been used to the old list. 

     In terms of scenarios there are plenty 
and they are well done on top of that.  
Each historical battle (and there are some 
fictional scenarios based on events that 
could have happened) gives a back-
ground, special rules, and orders of battle 
using the new lists.  If you donôt have 
units of archers in your armies, youôre 
going to need to get painting!  Almost 
every force has at least a half dozen pure 
archer units on top of the household 
troops. 

     The campaign system is simple, but it 
seems like it would work.  The cam-
paigns are fairly short, with just a few 
turns as they broke down the various 
periods of the war.  There are few forces 
on the map, so my guess is that things 
will get resolved fairly quickly once con-
tact is made.  There is also a battle gener-
ation system that is great for those nights 
when no one has a scenario ready to go as 
well as a section on creating your own 
livery for fictional armies. 

     Overall, the book is impressive, but 
with a caveat.  The inclusion of numerous 
historical scenarios, a campaign system, 
and extensive notes and rules for the vari-
ous leaders shows that a lot of work went 
into this.  The caveat?  Why the major 
changes with the army list?  Surely they 
must have known that a lot of gamers had 
been building forces based upon the un-
published list by Rick Priestley and then 
the expanded list in 2nd edition?  Now all 
of a sudden you find out that youôll need 
to do a lot more painting (you need a lot 
of archers) to even attempt any of the 
historical scenarios.  Iôll probably use the 
leader info, may try a campaign, possibly 
try some of the special rules, but Iôm 
going to use the old list, which should 
have been included, even if optional. 
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