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The Problematic Issue of

Casualty Removal

Whenever a new set of
rules comes up in a discus-
sion, the first two questions
are usually what are the
basing requirements and
how are casualties re-
moved? The truth is
that one answer ties
in with the other in
that how figures are
based usually (not in
all cases, however)
drives how casualties
are removed in the
rules. This will then
cause a response to
where gamers are
still interested or |
because their figures 2
are based in some \
other fashion or for
example they don’t like
stand removal, the rules are
dismissed outright.

The truth about the hob-
by is that yes, these two
things really do influence
what we play and/or are
willing to try. While bas-
ing issues can generally be
overcome with movement
trays, basing ranks that can
be closed up or broken
apart, or some other meth-
od, casualty removal is
pretty well a fixed thing in
the rules. There’s not
many options for single
casualty removal if you
have 12 figures glued per-
manently to a base!

For a long time single
figure casualty removal
was the driving mechanism
in miniatures gaming.

Pretty much every set of
rules had you count the
number of figures that were
firing and the casualties
caused by that die roll were
removed individually.

Quite simple really, espe-
cially since most armies in
the 60s and 70s were single
figures arranged in units!
I’m sure that moving hun-
dreds and hundreds of indi-
vidual figures in formations
around the board was cer-
tainly challenging, but that
was miniatures gaming in
its early days. Another
thing about
this kind of
casualty re-
moval was
that you could
at a glance see
the strength of #
a unit, which
today is still |
something that
gamers look &
for.

Not entire-
ly sure when it &

happened, but somewhere
along the line multiple
figures on bases started to
emerge. The bases would
of course be arranged into
units and formations,

g which made movement far

easier on the tabletop!
Once bases became estab-
lished in the hobby, then
the question of scale started

! to move to the forefront.

The long established 1:20

N was soon challenged by

other scales. The interest-
ing thing is that most rules
still used single figure cas-
ualty marking! Who can
forget the endless white

i casualty caps or rings for

your miniatures games?
Good times indeed!

After that the hobby
started to see pipe cleaners
of various colors to indi-
cate not only figure losses,
but the status of the unit,
i.e., yellow for disor-
ganized, orange for broken,
etc. That worked for some
and there are still a lot of
rules that (cont. on p 3)
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The Problematic Issue of Casualty Removal (cont.)

(cont. from p2) use that type of system.
From there it was only a matter of time
until rules evolved to start taking off en-
tire bases. For a long, long time you had
your choice of games where you would
either do single fig-
ure casualties some- g
how or remove entire §
bases.

At this same time
there were games
that used rosters for
unit strength. Take a
few casualties, mark
them off on the ros-
ter, then when a unit 7
hit a certain number EZ775
either a stand or the EoMZ7
whole unit would be
removed. One of the biggest problems
with the roster system is that an opponent
has no idea what the strength is of the
units opposing them so they need to con-
tinually ask about their status. While
some kind of record/stat sheet works well
for naval and sci-fi fleet battles, roster
games never seemed to rise to the popu-
larity of most other sets of rules.

Finally, we arrive at the current state
of the hobby where for many rules sys-
tems the number of figures, base sizes,
etc., really don’t matter much at all.
Rules such as Hail Caesar and Black
Powder track hits and once a unit routs it
is removed from the board. This has now
become almost the default for most com-
mercial rules released in the last decade
or so. It also makes painting and basing
easier, plus many units can be used for
several sets of rules.

Where casualty removal starts to
come to the forefront of gaming discus-
sions is in two areas; how does one tell
what the strength of a unit is and should a
unit’s frontage/depth reflect this? Think
back to how many times you and your
gaming group have had this discussion
and it’s probably more
times than you would
think! Gamers want to
know what the strength is
of the units opposing them |
and when you remove
figures and stands it can
create some unique prob-
lems with most sets of
rules in terms of frontages.

Let’s tackle the unit
strength issue first. Ros-
ters are the worst for this

as you will need to continuously ask your
opponent(s) what the strength is of the
units opposite you. Not only that, but
you need to look at your own rosters from
time to time each turn to see how your
losses affect
firing, morale,
etc. Obviously,
markers/tokens
for things like
routing, disor-
ganization,
shaken, etc.,
will often give
you a good idea
that a unit
might be in
trouble, but it is
" one of the more
annoying things with rosters.

Using sections of pipe cleaners and/
or casualty caps is another time tested
method of casualty removal. Of course,
having both sides using the same method
such as everything to the left of the pipe
cleaner is a casualty is often a problem!
The good thing here is o
that you can tell at a
glance what a unit’s
strength is or at least a
good approximation of
it. This system doesn’t
do much for how things
look on the tabletop, but
it does work.

Over the last decade
or so the preferred meth-
od for casualty removal
in many rules is just
tracking hits on an entire
unit. Some gamers use multi-colored
dice, some use tokens, while still others
use elaborate figure casualty bases or
dials. Regardless of what is used, all
gamers can quickly see how many hits a
unit has. The only issues with this that
we’ve seen is when gamers use different
colors of dice
or count down
from how
many hits the
: unit should
have instead
2 of counting up
¥ to its limit.
Yes, gamers
l will be gam-

what are we trying to simulate with casu-
alty removal? Is it a loss of combat ef-
fectiveness? Sure. Is it an issue about
frontage and depth? For some rules yes,
and for some no. What about mass effect
when a larger unit charges a damaged
one? Again, this depends greatly upon
the rules that you are using. It also could
be a way to gauge complexity. In some,
but not all cases, those systems that allow
for single figure casualties, +/- modifiers
for frontage and mass, tec., are usually a
bit more on the complex side.

Casualty removal can impact games in
various ways. Take for example a set of
rules that allows for single figure casual-
ties or after so many hits you lose a stand.
There’s a unit in column waiting behind
the front line as a reserve. There’s no
place for it to move up to the front line as
the unit in front of them has all of its
stands. There is an exchange of fire and
that front line unit loses a stand or two.
Now all of a sudden there’s room for a
column to march through! Probably not
the most realistic development as the unit

that is there proba-
e bly in real life still
occupies roughly
the same frontage,
 but the depth and
mass have taken
serious hits.

Likewise for

when casualties
@ result in the remov-

* al of the full unit,
ala Hail Caesar,
Black Powder,
Battles for Empire,
and many other rules. All of a sudden, a
unit that is occupying 8 inches in some
cases on the tabletop is gone! Units can
advance through it, charge into the rear
areas of the losing side, exposing flanks,
dropping rear support, etc. In reality,
elements are probably still fighting on,
there’s rear guard and heroic last moment
actions occurring, and that battlefield area
is wrecked with bodies, equipment, burn-
ing wagons, etc. Trying to maneuver
another unit through there immediately
would pose some significant challenges.

This also comes up when discussing
mass in miniatures rules. Let’s say
you’re playing Age of Eagles, Fire &
Fury, or any one of two dozen similar
rules and you have 8 stands charging 7
stands. For the first round the battle is
even, but the side with (cont. on p18)
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Battle Report

Age of Discovery: A Very Strange Encounter

Yol ‘

We’ve lost count with how
many times we’ve played Age of
Discovery over the years. While
we’ve experimented with some 2
other rules for the Renaissance peri-
od we keep coming back to this
particular set. That’s not saying
that everything is great with the
rules! It takes a while to grasp the
combat charts each time we play,
there’s some sections of the rules
that need fleshing out, and there are
times where things just don’t seem
right! However, it does a great job
of simulating the chaos of the bat- |
tles during this period and everyone |
has a good time, so we stick with it.

There were two options for this partic-
ular evening; go with a French vs. Impe-
rialist 1525 era scenario with 17-20 units
a side, or a 1544 era scenario using the
giant tercio, but with a lot fewer units.
The group decided to go with more units,
especially since we had six players this
night. The scenario was fairly simple,
with both sides setting up 8 inches from
the center of the board (yes, units start
close together if you want them to),
meaning that there was only 16 inches in
some places between opposing lines. The
idea was to force the other side to hit
their withdrawal number or we would
play until one side or the other conceded.

The French had fewer units, but they
also had some very good ones. Age of
Discovery has a unit grading system with
a 1 being basically militia while 4 were
elite units. There were four units of
Swiss pike, who were grade 4 and they
ignored modifiers for enemy units on
their flank, making them some tough
customers. The French also had two
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units of gendarmes, which were grade 4
heavy cavalry in horse armor (the best
armor in the game). There were some
Italian pike units, mounted arquebus,
stradiots, and a few units of foot arquebus
as well as two heavy guns (once deployed
they can’t move). A powerful force, but
not as many units as their opponents.

The Imperialists, meanwhile, had four
units of German landsknechts, two units
of Spanish pike, two units of Italian pike,
and some skirmishers. Their cavalry had
one unit of German heavies, some Span-
ish lancers, and some various units of
light cavalry. There were also two medi-
um and one light artillery pieces. All in
all, a fairly large force with varying quali-
ty.

There was a lot of discussion before
the game on the Imperialist side about
putting all of the good cavalry in a divi-
sion right in the center. The players went
back and forth, even right up to the de-
ployment time! Finally, a decision was
made to deploy most of the cavalry on the

Italians/Allies
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far right, the better pike on the far left,
and all of the medium and low quality
units plus the artillery in the center.

- The idea was to crush the flanks while
~ the center desperately held on some-

- how.

The rules use a deployment system

_ based on a chart where a D6 is rolled,
. then a result of something like A, A, B,

A, B, B is given for setting out the three
commands of each side. The Imperial-
ists put out their cavalry and center,
then watched in horror as the French
put their heavy cavalry in their center!
Not only that, the Swiss were placed

SN opposite the Germans. The Imperialist

side was a bit distraught at this and it
was going to take some luck to pull out a
win.

Both sides moved out, except for the
Imperialist right flank, which was unsure
of how to proceed. Opposing them were
a few units of pike, a heavy gun, some
light cavalry, and some foot arquebus.
The French commander for that side
moved some things around, but was in a
solid formation, centered around his one
unit of Swiss pike. With the village on
his left, he was anchoring the French left
pretty well. This meant that the Germans
were going to advance to face off against
the Swiss and the French heavy cavalry
bore down on the Imperialist center.

Here’s where things went a bit wonky
and it broke down into a bar fight! The
French heavy cavalry charged right into
the middle of the Imperialist line, scatter-
ing the artillery crews (they have to flee
when charged), forcing the light cavalry
to evade and running over a foot arque-
bus unit. Also, one unit (cont. on p5)
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Age of Discovery: A Very Strange Encounter(cont.) Battle Report

(cont. from p4) captured the Imperialist
camp, which gives a huge withdrawal
modifier. All of a sudden, the Imperialist
center was ripped apart and units were
scattered everywhere.

To make matters worse for the Imperi-
alists, the Swiss started to bear down on
the German pike units for what the
French side was going to be the hammer
blow that would end the game. On the
French far left, the division posted there
was arrayed in a defensive position, con-
fident that the center and right were going
to win the day. This is where things real-
ly turned around and in a strange way.

First off, the German pike withstood
the Swiss assault and actually pushed one
of the Swiss pike units back. The next
turn one of the Swiss units routed while
the others were getting whittled down.
The fact that the German units were also

ISSUE 70

suffering a lot of casualties was OK for
the Imperialist side as long as the Swiss
advance was checked. All of a sudden,
the Imperialists had neutered the Swiss
attack and were patching up the center.

The main issue with the center is that
that once the French cavalry had dis-
persed everything, other units came up to
fill the gap and started shooting at them!
The French cavalry, who really wanted to
withdraw, kept passing key morale
checks due to their high morale grade, so
they just wouldn’t leave the center! This
meant that they just kept getting shot at,
attacked in the flank by light cavalry, and
soon the entire French cavalry force was
down below 50% strength.

With the Imperialist center stabilized
and the right flank in good shape, it was
time for the cavalry division to get in on
the action. They advanced cautiously

towards the mixed French division, then
launched a series of charges. The first
charge routed a light cavalry unit, which
in turn created a chain reaction that
forced several other units of lower morale
grade to fall back. This created openings
where the Imperialist cavalry poured
through and within a few turns the Impe-
rialist position was in deep trouble as
only the sole Swiss unit was still in good
shape. After looking around the battle-
field the handwriting was on the wall, so
the French conceded the field.

Another hard fought Renaissance bat-
tle, but one that was a bit strange, particu-
larly in the center where the French cav-
alry simply didn’t want to leave! This
resulted in them being destroyed piece-
meal and then the Swiss not doing what
they usually do in running over people
sealed the victory for the Imperialists.
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Engagements 67: Line of Communication

Situation: Red has been trying to take
control of this town that is surrounded by
hills on two sides. The town is a major
supplier of food to Blue’s war effort as
well as the items produced in the town’s
workshops. It’s loss would be a serious
blow to Blue in this region. However, the
town is easily defended, although there is
only one escape and supply route over the
river. If that is taken, the town would
have to surrender at some point. While
Blue’s forces are almost equal to Red’s
numbers, Blue is spread out trying to
defend several avenues of attack.

Period: Designed primarily for the
Horse & Musket period, but could be
used for Ancients or Renaissance actions
as well.

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

Terrain Notes: The town is a combina-
tion of wood and stone buildings with a
variety of large and small buildings. The
wooded areas are light woods, but will
limit movement. The hills should be
treated as rough ground. The river is
impassable except across the pontoon
bridge. There are several farms in the
area as well.

Scale: The scenario is designed for any
scale, but if 28mm is used the table may
need to be expanded to a 5 x 8.

Red Forces:

e (12) units of infantry
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e (2) units of light infantry
e (3) artillery batteries
e (1) unit of heavy cavalry

e  (2) units of light cavalry.

Set Up: All of Red’s units enter from the
bottom of the game map on Turn 1 in any
formation.

Red Orders: Seize the bridge over the
river and hold it against all counterat-
tacks. If possible, assault and take the
town as well.

Blue Forces: Blue has rushed reinforce-
ments into the area along with the local
militia in order to defend the town and
the bridge.

e (6) units of infantry

e (1) unit of light infantry
®  (2) units of militia

e (3) artillery batteries

e (1) heavy cavalry unit

e (1) light cavalry unit

e (1) infantry unit in entrenchments at
the bridge.

Blue Orders: Defend the hills outside of
the town in order to prevent Red from
quickly seizing the town. The bridge
must also be held, so prepare defenses for

the open area and have a reserve ready to
move to any threatened area.

Blue Set Up: Blue’s forces may start
anywhere on the map. Any unit that
starts in the hills is assumed to be en-
trenched, including artillery. Blue has 12
inches of entrenchments and one fortified
artillery position that is placed in the
open area between the end of the hills and
the river.

Game Length: 12 turns
Special Rules:

e Red has the first turn in the game.

e Infantry units are generic, but could
be a mix of line, grenadiers, garri-
son, etc., according to the army lists
in your rules.

e  Blue’s entrenchments are a mix of
trenches, firing parapets, and gun
positions that should give a favora-
ble modifier for shooting and melee.

Victory Conditions: Red wins the game
if at the end of 12 turns they control ei-
ther a) the bridge, or b) the town.

Variants: There are a large number of
variants that could be added to this sce-
nario:

e One variant would be to have Blue
defend for a random number of turns
(ex., 4 + D4), then have to withdraw
forces over the river to safety. If
Blue gets more than 50% of their
forces over the river they win a vic-

tory.

Give each side additional forces and
allow Blue to create additional forti-
fications and obstacles in the open
area near the town.

Have Red break their forces into a
number of groups, then randomly
determine where they arrive on the
map to simulate a less well planned
offensive or to balance player expe-
rience with the rules.

Allow both sides reinforcements
after so many turns.

Make the hills very rough ground
with limited access to artillery.

Extend the number of game turns so
that Red could use their entire force
to attack through the hills.

WARNING ORDER



Engagements 68: Expanding Bridgehead

Situation: Blue has surprised Red by
quickly constructing a bridge using an
island in the river and launched a dawn
attack on a town in the area. Red has
contained the attack so far and has artil-
lery shelling the crossing area. Unknown
to Red, however, a secondary attack has
crossed the river and will try to destroy
Red’s artillery position. Blue will then
try to quickly expand the bridgehead area
before Red’s forces can gather for a
counterattack. If Blue can maintain con-
trol of the town and bridges then major
reinforcements will arrive by nightfall to
continue the attack.

Period: Designed primarily for the
Horse & Musket period, but could be
used for Ancients or Renaissance actions
as well.

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

Terrain Notes: The town is a combina-
tion of wood and stone buildings while
the wooded areas are light woods, but
will limit movement. The hills are low
rises that should be treated as rough
ground. The river is impassable except
across the pontoon bridge over the island.
There are several farms in the area as
well, which should not pose a serious
obstacle, but larger farms could offer
protection from missile and/or musket
fire.

Scale: The scenario is designed for any
scale, but if 28mm is used the table may
need to be expanded to a 5 x 8.

Red Forces: Red’s forces are split into
three groups:

Containing Force (at B)

®  (3) units of infantry

e (1) artillery battery

e (1) unit of light cavalry
Blocking Force (at A)

e (1) artillery battery

e (1) unit of infantry

e (1) unit of light infantry
Reinforcements (at C & D)
e (6) units of infantry

®  (2) units of light infantry

e (2) artillery batteries

e (1) unit of heavy cavalry

e (1) unit of light cavalry.

Set Up: The Containment and Blocking
forces begin on the board as listed in
Red’s Forces. The Reinforcements enter
at either C or D beginning on Turn 3.
Each turn, any two units may enter the
board.

Red Orders: Maintain pressure on
Blue’s crossing, then when sufficient
forces have been assembled, counterat-
tack against the town and destroy the
bridges by occupying the position.

Blue Forces: Blue has four groups of
forces ; the first is located near the town
(1), the second waiting to cross at (2), the
third is backed up along the road waiting
to move to the island then over the bridge
to the town (3), and the fourth is launch-
ing a surprise flanking attack (4).

Assault Force (1)

e (1) artillery battery

®  (4) units of infantry

e (1) unit of light cavalry
Crossing Force (2)

e (1) unit of infantry

e (1) unit of light infantry
e (1) artillery battery
Reinforcements (3)

e (4) units of infantry

e (1) unit of light infantry

e (2) artillery batteries

e (1) heavy
cavalry unit

Flanking Force

e (3) units of
infantry

e (1) unitof
light infan-
try

Blue Orders:

The Assaulting

Force should
quickly move
into the town and
push out further

if possible. The Flanking Force needs to
quickly force back Red’s units on the
hills at A. Move up reinforcements and
consolidate the positions in the town and
hills.

Blue Set Up: The force at 1 is placed 6
inches outside the town in any formation.
The Flanking Force’s units begin with 6
inches of 4 having already crossed the
river. The Reinforcements are placed in
march order off the board and enter the
board in the order placed.

Game Length: 12 turns
Special Rules:

e Blue has the first turn in the game.

e Infantry units are generic, but could
be a mix of line, grenadiers, garri-
son, etc., according to the army lists
in your rules.

Victory Conditions: At the end of the
game Blue must hold the town, hills, and
bridge area to win. Any other result is a
loss.

Variants: There are a large number of
variants that could be added to this sce-
nario:

e The reinforcements of both sides
could be randomly determined as
well as which turn they would arrive.
The game length may need to be
extended for several turns.

e  Allow Blue’s force at 2 to be en-
trenched.

e Change the Victory Conditions so
that Blue has to seize the road exit at
C as well.

ISSUE 70
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BKC IV: Attack on Elst 1944

Battle Report

After some non-historical BKC IV -

battles, we decided to try an actual sce-
nario and see how that is different than
what we usually throw together at the
last minute. Fortunately, there are a lot
of free scenarios on the web and there
was one about Elst which seemed to use
platoon based units. With BKC IV be-
ing in that scale we thought it would be
pretty easy to translate onto the board,

which in the end produced mixed results. |

The British attack on Elst occurred
right at the end of Operation Market

Garden. Although the British paratroops .

were still hanging on by their finger-
nails, operations continued apace up and
down the corridor. British high com-
mand decided to seize the town of Elst,
so the 7th Somerset Light Infantry and
the 1st Worcestershire battalion were
ordered to attack. In their way was a
German kampfgruppe consisting of vari-
ous units with some reinforcements mov-
ing to the area.

Doing historical actions is tough as
mentioned before in these pages, mainly
due to trying to get the terrain right! So it
was in this case as well, where trying to
find sections of roads to make the actual
map was an exercise in patience. Not to
mention trying to figure out which build-
ings were which and where the town
started and ended! On top of that, the
weird command structure for the Ger-
mans caused us to interpret things in
game terms plus the rain had to be dealt
with alongside everything else.

The British would have two infantry
battalions of roughly 3-4 companies each,
some attached mortars and MGs, plus
each had a squadron of Shermans consist-

LIENDEN

ing of two regular Shermans on one Fire-
fly. There were two batteries of 25
pounder artillery on call. The objective
was to push down the roads and take the

! would be a very different game for us
. with not much armor and a lot of infan-

The British would try to use the
& Worcestershire battalion to pin the Ger-
mans while the 7th SLI moved to the

2¥ flank to trap the Germans in the center.

After that it should be easy to move and
take Elst on the run. Not so fast. The
rain limited visibility to 20 CMs and all
8 wheeled vehicles were confined to the

road while tracked units could move half
- their movement if going cross country.
.1 This made things much easier for the

German side of things as in BKC IV you
can’t even see concealed infantry until
you’re within 10 CM and there would be
no overwhelming the German armor with
long range fire.

rail line at the far end of the
table (just off map). Both
British battalions and their
supporting assets would
start just on board in the
SW corner.

The Germans had a de-
pleted kampfgruppe con-
sisting of several companies
of dismounted grenadiers, |
plus some mortar and MG
assets. There was a sepa-
rate command of an AT
battery and some infantry
along with a lone Panther
that could be ordered by
any command stand. A
company of Stug IIIs was in
reserve just off board along with a sole
PZ 1II. There were also two nebelwerfer
batteries available with the spotter in the
center of town (historically he was in the
church tower pictured above). This

The consistent thing
throughout the game was
the Worcestershire battal-
ion, which continually
failed its command rolls
and at the same time ful-
filled its mission by hav-
ing several units eliminat-
ed! The battalion simply
could not get moving and
8l the Germans saved up
their best combat die rolls

for shooting at the few
il units that did move. After
six turns the battalion was
barely to the tree line
outside the crossroads and
had lost three infantry stands! The at-
tached Shermans did engage the lone
counterattacking Panther, but they as well
couldn’t see anything and even if they
had, they failed command roll after com-
mand roll. (cont. on p9)

,\ e
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get moving and maneuvered to take the
first buildings in the center of the board
from the flank and rear. They were soon
engaged by the German panzergrenadiers
and mortars, but the Germans were una-
ble to call in their nebelwerfers, which
would have been devastating with the
British infantry moving en masse. By
turn 6 the British were just outside the
crossroads area and were able to call in
artillery on the German positions.

The Germans, meanwhile, seemed to
be trying to decide whether to hold in
place and let luck decide things, or pull
back to Elst and defend their end of the
board. In the end, events overtook their
plans, forcing the main kampfgruppe to
defend the crossroads and middle of the
board to the death, which they did. The
Germans finally got their Stugs released
and they moved down the road to take up

BKC IV: Attack on Elst 1944 (cont.)

— T

positions in and around Elst. The British
were clearly running out of time (the
scenario said they needed to be at the end
of the board by turn 11, which seemed
impossible) and had suffered a lot of cas-
ualties.

The British attack went forward, with
the panzergrenadiers being attacked from
the front and flank, which means that
infantry stands started to die. Although
the British were taking hits as well, there
was a lot of fire coming into the German
positions. The Shermans were adding
their fire into the equation and by turn 9
there weren’t a lot of Germans left in the
middle of the board. The British started
to discuss their plans for the attack on
Elst itself and how to break through the
last line of defense. It was at this point
that the British players concluded that
they simply did not have the strength to
get their in time and conceded the game.

Historically, it was the 7th SLI who
had problems moving up and the Worces-
tershire battalion carried the attack for-
ward. Elst and the rail line wasn’t
cleared until two days later, so the battle
ended with the historical result. The rain
really caused problems for the British and
limited their armor from making end runs
around the German defenses.

Everyone thought that it was a pretty
good scenario and in the context of lim-
ited armor and mainly an infantry fight,
the BKC IV rules worked out pretty well.
There were no 6-8 tanks firing at a single
target or long range gunnery duels that
went on forever, which are problems we
usually encounter. The artillery still
gives us fits as the number of dice that
you can roll per target is astounding at
times and only armor can survive. A
pretty challenging scenario for both sides.
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When Rules Don’t
Work For Your
Gaming Group

I’m pretty confi-
dent that all of us
have tried many,
many rules over the
years. With a handful
of miniatures rules
coming out each
week for the past
dozen years or so, it’s not a stretch of the
imagination that most gamers have
bought several. That’s not saying that
they’ve actually used them! Maybe read
through them, put a few units on the
board, tested the systems, and some
might have even tried a game or two.
The big question is why do some rules
work and some don’t for a gaming
group?

When we finally got tired of the
100th+ argument over the rules in Em-
pire, it was time for a change. There
were a lot of advertisements for a new set
of rules for the Napoleonic period called
From Valmy to Waterloo. We ordered a
few copies, looked them over, liked what
we saw, then went right into a game. The
first game wasn’t too bad, but during the
second game we had a large cavalry at-
tack then an infantry attack on a town that
literally took hours. The rules became
such a burden that
we decided that the
Empire scale of
doing things was
not our cup of tea
any longer. Just
because you like
the period doesn’t
mean you will like
the rules.

Eielq of Battle

Piquet
1700~= 1900
R e One time we had a
club member who
swore by Piquet and constantly tried to
sell us on its virtues. Finally, we relented
and let him run a Seven Years War game
for us. Now those who play Piquet love
the card driven mechanics, “fog of war”,
and other chaotic attributes associated
with the rules and there is a loyal, enthu-
siastic following for them. For us, how-
ever, it fell completely flat. The main
reason was there was a cavalry melee that
went on for several turns in the middle of
the board. Infantry and cavalry units
started marching around it and moved on
down the table, that’s how long it took!
There were several out of ammo results at

bizarre times, strange combat results, and
the game just seemed to be so random
that you couldn’t make sense of anything.
When your group thinks there’s some-
thing wrong with the rules, there’s no
point in trying to rationalize continu-
ing to play them.

Back in the 90s, tired of TSATF
games and looking for something new,
we latched on to the new Old Glory
25mm Colonial figure lines and the Sons
of the Desert rules. What’s not to like?
Colonial skirmish game, French Foreign
Legion, a walled outpost, etc. It
certainly had all the makings of a
great game...except that it wasn’t.
We started to get apprehensive
when the first morale checks were
made and the better a unit or officer
was the more their troops panicked!
That wasn’t the only issue as Le-
gionnaires died like flies, not to
mention plenty of gaps in the rules.
After 2-3 hours of this we shut
things down early and the rules
went back on to the shelf. Rules de-
signed specifically for a miniatures line
are usually not very good.

While we played a lot of Colonial era
skirmish games, there was always this
idea about finding a “big battle” set of
rules so that we could maybe one day do
a campaign. Having looked through sev-
eral sets, we saw that Principles of War
had a 19th century version out. The base
rules were getting some positive energy
in the wargaming magazines, so they
were certainly worth a try. Open the
book and yup, you needed unit rosters.
While most rules were going away from
these at the time, this s