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Squadron and 3 heavies from "B" were to take care of enemy platoons 1, 2 and 3 leav-
ing "A" Coy. of the Motor bn. in its A.P.C.s with 3 medium tanks from "B" squadron
to exploit the gap so created.

Half an hour before first light No.1 pl. 1nd Inf. cleared the enemy patrols away
from the wire covering the positions of enemy pls. 1 and 2. Assault Pioneers were
thus enabled to blow breaches in the wire at the points marked (X).

The first wave (2 pl. of the Infantry; % pl. of the Motor Bn.) now rode forward
on the tanks of "A" squadron from the start line. Smoke screens covered their open
left flank. 1 troop with 4 pl. moved round the southern end of the wire to attack
the enemy 1 pl.; 2 troop moved through the southern most gap in the wire to take up
hull down positions behind the crest of the hill; 3 troop moved through the other
breach to press round the North crest of the hill. Unfortunately its infantry were
pinned down by heavy mortar fire before passing through the gap in the wire. How-
ever, the enemy infantry were equally helpless under the fire of all our mortars. At
this stage the enemy A/Tk. guns in the centre joined in, bringing 3 troop to a halt.
An intense concentration of mortar fire soon made their gunners take cover. No. 1'
troop with its attendant infantry was now beginning to clear a corridor through the
enemy 1 pl. in order to allow the second wave (5 pl. Motor Bn. in A.P.C.s and 3
Heavy tanks) to pass through. By now the enemy mortar behind 3 pl. had been silenced
thus allowing our infantry - our reorganised remains of 1 and 2 pls. - to push for-
ward over the hill to start winkling the enemy out of his foxholes. No. 3 pl. of the
infantry and 6 pl. of the Motor battalion were moving up into support under cover of
a smoke screen.

At this point the enemy counter attack force (6 medium tanks and 6 pl. in A.P.
C.s) began to advance around the left flank of their 3 pl. under cover of a bombard-
ment by their multi-barrelled mortar. Running into a hot barrage of tank and anti-
tank fire they quickly lost & of their armour although not without inflicting con-
siderable damage on B squadron and 5 pl. With the arrival of the motor bn's 6 pl.
and 3 pl. of the infantry, the position of the enemy's left began to look very shaky.

The remains of their armour was beginning to pull back behind their 3 pl.; near-
ly all their 1 and 2 pls. were dead or prisoners; 3-and 4 pls. were pinned down by
our intense mortar fire; an O.P. aircraft had spotted the other enemy mortar which
was promptly sillenced; their S.P. gun was knocked out about the same time. The way
was now open for the final blow.

A mass of armoured vehicles ("A" Coy. 1 Motor Bn. and 3 medium tanks of "B"
Squadron) were streaming through the corridor cleared by "B" Coy. and the heavy tanks.
Despite a barrage from the multibarrelled mortar this force swung half-left to drive
straight over the enemy 3 pl. while 5 and 6 pls. made a right hook towards the left
flank of that platoon. Charging through the dogfight the armoured column swung half-
left again to overrun the enemy 4 pl. and their Coy. H.Q. just as the enemy anti-tank
guns, resisting to the last, were overrun by 3 pl. (2nd Infantry). These had ridden
forward on the tanks of "A" squadron between the two belts of wire and up the front
of the hill on which the guns were sited. Only the enemy 5 pl. and a handful of
others escaped. They lost 180 dead - including their 0.C. - and 87 prisoners and 18
tanks. We lost 105 dead and wounded and 12 tanks.

~m=00000===
THE AMERICAN SCENE Contd. from Page 21.

Mike Arnovitz and his friends devised a game in which the Avalon Hill AFRIKA
KORPS was used for strategic moves, but each counter broke down on contact into a 20
mm battle group. From reviewing his T.O. & E., which he was kind enough to provide
us with, it appears that care has been taken to represent the combination of weapons
rather than the structure of subordinate tactical units.

Perhaps the most important element in setting up a game for model soldiers of
the modern period (or any other) is to tie together the capacities of the units in
such a way as to make sound tactics possible at the desired level of detail. There
are many ways of doing this; and, while not necessarily unsatisfactory, one for one
representation is not itself likely to insure success.

===00000--~
A general who keeps fresh troops for the day after the battle almost always is
beaten; one must employ, if useful, one's very last man, because, on the day after a
complete success, there is no obstacle left; public opinion alone is enough indeed to
secure fresh triumphs to the victor.
""Napoleon's War Maxims".
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COUNSELS OF WAR.

In the March 1960 issue of that wonder-
fully nostalgic and long since defunct maga-
zine The Wargame Digest, I wrote the following
article entitled "Are we doing the right thing
with our battle reports?"

"I am not able to see whj wargamers go to
so much trouble trying to make their written
battle reports resemble those accounts of real
battles that can be read in hundreds of mili-
tary books to be found in any library. Why
must everyone lavish extravagant phrases and
verbose wording in their reports, talk of
""'smoke drifting across the field" ... "wounded
dragging themselves away" etc., etc., when
they really mean that Charlie won the firing
throw, his 20 men units scored well with their dice and Bill's 15 odd infantry hidden
behind a stone wall lost half of their number?

When I fought a battle the other evening with Tony Bath I was lucky to win sole-
ly because I won every single move throw. What I want to see in a report on a model
soldier battle is some clue as to how one can suffer such bad luck and still win the
game! I feel that our report should indicate that they are accounts of battles on
the wargames table and they should include technical details of our various rules,
our methods and our formations so that they are of value to the reader who is always
thirsting for information on such subjects.

By all means make the actual games as realistic as possible - one should always
aim at making their games as much like the real life battle ON THE TABLE - but not in
reports! One can read literally thousands of professional accounts of real battles
written by ex-generals, ex-admirals and the like but there are so few places in which
one can find reports written on model wargames! So why should wargamers pit their
amateur writing ability against professionals?

If I ask Tony Bath to tell me about a recent wargame he has had with Roy Black-
man I do not expect his eyes to get glassy with passion as he lyrically tells me that
his chivalrous, shining knights made their thundering way down the soft meadowland
and with a roar of triumph crashed into the English archers, giving them barely
enough time to loose off a whistling volley of arrows. No, I prefer him to say:

"Roy won the move throw, and his cavalry, moving on a double move, meleed with my
archers, but as they came in on a double I was able to get two volleys off at them
and the second one, at 6" range, knocked out half the knights." Then I can get the
picture and I know that I will be barmy if I send my knights into his archers next
time on a double move."

Nine years later, on the 7th March 1969, wargamer W.R.F.Jenkinson wrote:=-

"Battle Report........ The ringing sound of metal clashing on metal punctuated
‘by muffled cries indicates that a desperate battle is in progress. The opposing
forces can be discerned in a fierce sword fight. One side, dark skinned warriors
appear to be attacking the white troops who are out numbered and fighting for their
lives.

Attacking from front and flank the dark hordes force the pace ... Could this be
the Battle Report of the Month? .... a sentence from Jimmys comic? .... what would
the top men who read the top paper say if they saw something like this in their morn-
ing paper instead of the usual:

WHITE BLACK

ol i
2. S VPINL g ey T
3. Kt - QB3 Kt - KB3

Yes, you've guessed it's a game of Chess, but who would ever think of writing
about Chess in such a manner, it's just not done. This is what I feel when reading
the Battle Report of the Month in the Newsletter, in nine cases out of ten they could
be just lifted out of the pages of a book and contain no reference to the game. Read=-
ing D.B.Clarks "Balaclava' in March's issue for instance, what was there in those two
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pages except for the reference to the size of the table and forces involved any idea
of the game, it was just a story.

Now I realise that to describe in full each move, each throw of the dice in a
large battle would take some doing and probably make dull reading but I do think that
people reading these reports expect something more. What about future reporters
taking a fresh look at Don Featherstone's first book "War Games" and model their
battles in the style of his Ancient or Horse and Musket battles?"

Writing in the June 1960 Wargames Digest, veteran wargamer Jack Scruby of
California wrote:-

"After reading Don Featherstone's article on realism when reporting wargames in
the March 1960 4.G.D. I feel that perhaps he is right., Its a cinch the time and
effort in writing up a wargame report (from me at least) would be cut considerably.
Such a report might go like this: "The French Army fought the British today outside
Madrid 1811. The French ran into the hottest dice ever thrown by General Longlee.
Result - 2 regiments finally escaped with Longlee (and 15 regiments) in hot pursuit."

Well, what do readeys think?

===00000-==

GREEN RIFLES 1815

by

Fred H. Vietmeyer

In the Peninsular Campaign, the Baker rifle was slow
firing and was loaded without a patch, "... it was stiff to
load. An interesting letter from one of the majorsof the
5/60th ... just before the battalion sailed to Portugal,
makes a demand for 450 small mallets, for the purposes of
forcing the bullet down the barrel ... absolutely necessary
... (later) found not indispensable ... but to ram the ball
home was always a hard job, owing to the groves." Welling-
ton's Army by Oman p.303.

‘A Private and a Sergeant of the Peninsu-
In Waterloo however, new lessons learned were standard- lar Army in winter dress.
ised - perhaps in the peace of 1814,

Now a second type cartridge was issued: "If a regular paper cartridge, '"carbine”
size, was used with the bullet unpatched, loading was almost as fast as with a
musket.” Wellington at Waterloo by Jac Weller p.174.

For depicting the former situation, rifles should only fire every other turn.
Many wargaming groups have used this. In "The Miniature Parade", Spring 1968, page
L, it is suggested to add 6" to the rifle's range over the musket (12") but it would
take one full game move to reload the rifle. We use this in our Midwestern Napoleon=-
ic Wargamer Confederation.

To portray the Waterloo rifle capability, I suggest that in the start of the
game all rifles are assumed to be loaded as rifles. In order to reload with the 18"
rifle ammunition, use the rule as above, but in order to use the 9" carbine ammuni-
tion, the rifles may load immediately and fire the following turn.

SOME QUESTIONS OF ARTILLERY continued from Page 19-

When enemy artillery fire takes effect on a gun in motion there is always the
chance that the gun or a gunner may be hit rather than the hotrses. We provide for
this by ruling that another dice shall be thrown and that one of the casualties shall
be a gunner if a 6 is thrown. But accounts of battles show that horses were also hit
by 'overs' when a battery was in action. Clearly this could not happen if the horses
were removed for a considerable distance. A good rule might be that horses count as
within the target area if they are within the distance which allows the caisson to
keep the gun continuously supplied. If enemy fire failed to hit a gunner a second
identical throw could be taken to see if a horse or horses were hit. It might be more
realistic always to take this second throw, whether a gunner was hit or not.



WHAT MAKES : 12
A WARGAMER
TICK ?

This Month: Dave Geisz

This series is composed of extracts from letters
written by wargamers to the c£ditor; their contents
seem too good not to share.

I would like to put forth my two cents on tactics
I have seen throughout the years in wargaming magnzin-
es. Table-top generals generally throw a front line of Regulars =and Artillery in the
centre, cavalry on the wings, or in the rear, and the reserve punch of Guards and
Grenadiers on the rear. The Light Infantry is out in front skirmishing and working
the flanks. In my few years of wargaming I have found certain, in fact mosttable-top
generals wrong in their tactics. The big fly in the ointment is the long revered
notion of keeping the Guards and Grenadiers until the following moment, for the big
attack. This to me is a false premise, for the Guards and Grenadiers have a higher
melee factor and therefore are more important in the front line where the main attack
is directed. They can send the enemy reeling and start to cave in a flank or split
the centre before he can bring up his reserves.

Another gripe that I have is the use of artillery. It seems as if few guns are
used and these guns have a very high killing power. Pat and I use from eight to ten
batteries of guns per battle. +e think our ratio is in proportion to the situation
and the fire power is sufficient. To those who scoff at this try attacking two
batteries supported by a battalion of infantry. Besides taking grapeshot losses, or
the chance of being stopped in the charge and loosing a cadre or two, you are fight-
ing three units at a time.

I have noticed in the Newsletter, many different methods of determining point
counts for a battle. Pat Condray and I have found this method to allow us a wide
choice in selecting units to suit the battlefield.

Infantry: 20 Men to the unit, 16 im's and 4 Cudres * each unit is worth 5 points
regardless of character.

A) Light Infantry or Rifles - 18 melee points

B) Line Infantry - 28 melee points

C) Elite or Grenadiers - 36 melee points (Une out of every six may be Elite).

D) Guards - 44 Melee Points (One out of every 12 Infantry units may be Guurds).
Cavalry: 10 Men to tne unit, 8 Em's and 2 Cadres ezch unit is worth 5 points

A) Hussar or Light Dragoon - 14 melee points.

B) Dragoon or Lancer - 18 melee points.

C) &lite or Cuirassier - 22 melee points (One out of every four may be Elite).

D) Guard - 26 melee points (One out of every eight may be Guard).

Artillery: One gun with 5 or © men represents a battery.

A) Horse* - all six pounders.
B) Field - all nine or twelve pounders (one out of three may be a howitzer).

** Each battery cost three points.

If we decide to have a 150 point battle I might have the following troops.

a) 3 Lt. Inf. Regiments @ 5 points each - total 15 points.
b) 9 Line Inf. Regiments 2 5 points each - total 45 points.
¢) 2 Grenadier Regiments @ 5 points each - total 10 points.
d) 1 Guard Regiment @ 5 points each - total 5 points.

Total 15 Infantry <egiments 2 75 points.
e) 4 Field Batteries @2 3 points each - total 12 peints.
f) 2 Howitzers & 3 points eaca - total 6 points.

Continued on Page17.
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THE INFLUENCE OF GROUND
UPON WARGAMES

This article begins with an
extract from the foreword of the
revised "Wargamer's Newsletter"
manual "WARGAMES TERRAIN".

Generally speaking, few war-
gamers give adequate attention to
the influence of GROUND upon tacti-
cal operations on the table-top
battlefield. Part of the pleasure
of wargaming lies in the colour-
fully realistic appearance of the
terrain we build. But it should
not end here, because ground affects view and movement and, whilst giving full effect
to each arm, gives protection to each arm.

VIEW. Cover from view is obtainable from very gentle undulations to a far greater

extent than suspected. Such cover is always of great importance in getting troops

into position before serious fighting commences, in secretly transferring them from
one point to another during an action, and in facilitating surprises.

But cover from view that does not also protect from fire, such as hedges, etc.,
must be utilised with some caution, for men are apt to crowd behind it and so present
a dense target.

MOVEMENT. Ground affects movement by extending or limiting the breadth of front on
which troops can advance and by limiting their speed through difficult surfaces. Even
the beat laid-down roads become almost. impassable in bad weather after a certain
number of troops have traversed them. Thus, in 1815, part of Napoleon's force in
pursuit of the Prussians from Ligny took 7 hours to move less than 5 miles.

Minor features, such as fences, hedge-rows, dykes, etc., are unimportant obsta-
cles to infantry, while they afford it, in a certain degree protection. But greater
obstacles, such as streams, marshes etc., impede its action seriously from the delay
imposed by changes of formation to effect a passage at special points.

By rendering difficult communication between the different parts of a force,
these obatacles materially affect tactical operations. Hence, in attack, a cultivat-
ed country, not too enclosed, is the most favourable. In defence, the country to the
front cannot be too open. In the first, infantry gains a succession of covered posi-
tions by means of which it comes on more equal terms with the defence. In the second,
the infantry of the defence has a clear field to destroy the assailants as they
approach. All country that tends to restrict movement is favourable to infantry as
compared with the other arms. Houses, farms, villages, afford advantages in defence
to infantry only.

When fire-arms allowed cavalry to approach to within striking distance of in-
fantry, ground could not be too flat or open for its action. But with more powerful
and accurate firearms in such a country, cavalry must be kept at so great a distance
that little opportunity would be afforded for its employment. To get within reach of
the other arms its approach must now be to a certain degree screened both from fire
and view, forsurprise will be one of the elements of success. This can only be effec-
ted by means of undulating or moderately broken ground. Yet when cavalry finally
comes into action the ground cannot be too open, level, and free from obstacles. A
very precipitous, or very wooded country makes the use of cavalry for fighting almost
impossible.

A country moderately undulating, with long and gentle slopes, little wood or
cultivation, good roads, and sound ground for the free movement of wheeled carriages,
is the most suitable for artillery.

Ideally, guns should be placed in positions that afford extensive range and which
afford a good, cover-less view of the enemy.

All that has been written here has a conmection with a couple of short notes, one
by an Englishman and the other by an American. R.W.R.Linton writes on "Wood Clearance
in Modern Wargaming".
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For wood clearance, the platoon is split up into three groups; the stops, the
beaters and the assault group. The stops group consists of the Bren groups of the
three rifls sections and the odds and ends of the H.J3. section, such as the two-inch
mortar and rocket launcher teams. This group is under the command of the Platoon
Sergeant. The beaters are one and two sections, less their Bren groups, but with the
Platoon Leader, his runner and radio operator. The assault group is No. 3 sectionm,
less its Bren group.

The stops group is pos-ed to cover the front and sides of the wood to prevent
the enemy avoiding the beaters. The beaters sweep through the wood in an extended
line and flush out and destroy the odd man or two the enemy has left behind. If a
grenade is thrown, "Grenades" is shouted and everyone gets down,

r If the enemy opposition is so great that it cannot be dealt with by the line,
the Platoon Commander sends his runner to order the assault group, following just
behind in extended line, to carry out a right or left flanking attack. The section
g commander then takes his section out to the far right or left of the line of beaters
8 and sweeps across their front from one end to the other. This accomplished, the
section retires to its former position and follows the line in its advance.

This latter manoceuvre is a rather difficult one as the line of beaters must be
kept perfectly straight, otherwise one does not know who is friend or enemy. In a
recent C.C.F. exercise, I led the assault group across from right to left with guns
blazing and attacked a group of men firing on us, only to find that they were the
lefthand section of the line which had strayed forward.

James Groholski has his own rules for "Dead Ground'".

Dead ground is any area in which troops cannot normally be sighted. Such areas
might be buildings, spaces enclosed by walls at least 6 feet (scale) high, or screen=-
ed by dense wood, and the rear slopes of hills (unless flanked).

Units in areas of dead ground may be represented by cards bearing the unit name,
type and strength. This card must be replaced by the actual troops when enemy forces
are 18" away. Exceptions to this are troops in houses and behind walls. They need
not be placed in position until the enemy force is 8" away and they may then fire on
the approaching enemy force. All enemy casualties are removed before any return fire
is given. The use of the periscope (or some "line of sight'" device) will determine
when the troops can see the far side of hills, wood, and buildings.

All morale and saving throws remain the same. Add 1 to each dice for troops
firing as in paragraph two.

The use of this rule will mean that possible areas of enemy concentration must
be scouted by the cavalry or light infantry, giving a better reason for using light
infantry and cavalry as a scout force to save troops from surprise fire.

The next step is to devise rules concerning the screening power of cavalry and
light infantry. Any ideas?

—---00000=--~
WHAT MAKES A WARGAMER TICK? (Contd. from Page 13).

Total 18 points - 6 Batteries.
g) 2 Hussars @ 5 points each - total 10 points.
h) 2 Lancers @ 5 points each - total 10 points.
i) 2.Dragoons 2 5 points each - total 10 points.
j) 2 Elites 2 5 points each - total 10 points.
k) 1 Guard @ 5 points each - total 5 points.
1) 4 Horse Batteries @ 3 points each - total 12 points.

Artillery - 10 batteries @ 30 points
Cavalry - 9 squadrons @ 45 points.

As you can see this allows us a great deal of flexibility.

~==00000===
A good army of 35,000 to 40,000 men, should in a few days, especially when :
flanked by a great town or river, render its position unattackable by an army twice

- its number 3
| 5 "Napoleon's #ar Maxims".

|
:
: TOLALS = Infantry = 15 regiments @ 75 points
I



Book _Reviews

L'UNIFORME ET LES ARMES DES SOLDATS DU PREMIER EMFPIRE
by Liliane and Fred Funcken (Casterman. 10" x 8". 42s.
from military booksellars).

There is only one word for this book - gorgeous!
Filled from cover to cover with brilliantly coloured plates
of the infantry, cavalry and artillery of the Line of the
French, British, Prussian and Spanish armies of the Napole-
onic period. If you collect Napoleonics, then you cannot -
possibly be without this book. If you do not collect Napoleonics, ‘fﬁq;\'
then buy it and try to resist the fascination and colour of the period. — ~ —— &8
If this book (and its second volume to be published later in the year) had
come out a few years ago how many hours of desperately grubbing around for uniform
details would have been saved us all! The amount of work that goes into these books
by the Funcken's makes the mind boggle and leaves one with the thought - how fortun-
ate ig the man who can marry a talented woman with a similar interest to himself!
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THE ROMAN IMPERIAL ARMY by Graham Webster (A. and C. Black. 75s. 9" x 6". 31
photographs, 52 drawings, 330 pages).

For many years the standard work on the Roman Army was H.M.D.Parker's "The
Roman Legions" published in 1928. This new book by Graham Webster is a worthy
successor and in view of people far more expert than myself is a more readable and
authoritive work than that of Webster. With thoughts in my mind of the large numbers
of Airfix Roman soldiers that I have beem collecting together in recent months, this
book seemed to me to cover everything I needed to know and I was not disappointed.

In a scholarly manner it deals with the frontier systems; the composition of the army;
its camps and forts; the army in the field; and many other aspects of the Roman Army
such as pay, medical facilities, peacetime activities etc., etc. Between its covers,
the book contains the minutest detail of the numbers of men involved in the various
formations of the Roman Army, their uniforms and equipment, their weapons, their
tactics, their methods of fighting and includes siege warfare plus an excellent and
helpful bibliography. This book has it all for the man who is fighting wargames in
the Roman period and whilst ome might say "I can buy a lot of Airfix figures for
£3.156. =d." it is little use having them and using them incorrectly for want of the
authoritive information contained in this book.

===00000===
A.A.JOHNSTONE, Military Books and Prints. PITNEY, LANGPORT, SOMERSET, ENGLAND.

We have a constantly changing stock covering all periods and aspects of Military
and para-military subjects, Wargames and Miniature enthusiasts especially catered for.
Lists are sent out about every 8 weeks, the following are a few selected titles for
particular interest to Wargamers:

MAKING & COLLECTING MILITARY MINIATUREZ by Bob Bard. Profusely illustrated with
photographs and line drawings. Post free 44/-.

THE MODEL SOLDIER GUIDE by C.A.Risley & #.F.Imrie. 67 Figs. plus line drawings and
photographs. Post free 44/-.

MILITARY UNIFORMS OF THZ JORLD IN COLOUR by P.Kannik. 512 coloured uniform illustra-
tions from the year 1506 to the present day. Post free 31/-.

HANDBUCH DER UNIFORMKUNDE by Knotel & Sieg. German publication, considered the
standard work on the Uniforms of the World. U440 pages and 1,600 figures with full
colour details. Post free 79/6.

THE FRENCH IMPERIAL ARMY - THZ CAMPAIGNS OF 1813-1814 and #ATERLOO by R.K.Riehn., 52
page booklet with 45 drawings and a wealth of detail on uniforms and their colourings.
Post free 27/3.

THE FRENCH INFANTRY & ARTILLERY 1795-1812 by R.K.Riehn. 12 page booklet and companion
to previous item. Post free 14/3.

THE IMPERIAL RUSSIAN ~aMY 1805-1815 Infantry of the Line, Infantry of the Guard, the
Russian-German Legion by #.H.Murray. 52 page booklet with 40 drawings with much on
the organization and detail and colour of uniforms. Post free 27/3.

De Nederlands CAVALERIE; MILITAIRE MUSIEK; MARINIERS; and INFANTERIE. Four excellent
Dutch titles each well illustrated with drawings, photographs and colour plates of
uniforms through the ages. Price per vol. post free 19/-.

Plus all the excellent titles by D.F.Featherstone and many others.
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Suks JUSSTICHKS OF ARTILLERY

by

Peter Gouldesborough

Cne of the impressions that I retain
from seeing Siborne's model of Waterloo many
years ago is the degree to which the battle-
field was cluttered up by artillery. This
must have continued to be the case for as
long as artillery was horse-drawn, but I
" doubt if it is to be found on the average
wargame tazble. Most of us probably start by
having our guns 'self-propelled' and manned
only by a small -un crew. It is surprising to find from reading Charge! that even
Brigadier Peter Young still allows his guns to move about 'animated by a spirit of
their own', as H.G.dells put it.

By now, however, most wargamers have probably provided themselves with horse
teams and limbers. (I must admit that I myself cheat to the extent of allowing two
horses to draw a field artillery gun and four horses & horse artillery gun). But is
this going far enough? Caissons and ammunition waggons are now available. Should
not each gun have at least one of these? And what about the cfunners' horses in the
case of horse artillery? Cavalrymen are now available which can be lifted out of the
saddle. Suitable figures could easily be converted to mounted horse gunners. When
the gun went into action the gunners could be lifted from their saddles (except for
one left to hold the other horses) and the correspondin;; dismounted fijgures placed
around the gun.

Such a complete artillery raises some questions of movement, of fire-cffect and
of the nature of artillery as a target. Jaking movement first, themain problem here
is of unlimbering and limbering-up. What proportion of a move is required for un-
limbering will depend on the length of time represented by your move. In our 7
minute move we allow the gun (rather penerously) to move half a move before unlimber-
ing. In the second half of the move the gunners unlimber and load while the gun team
moves off half the longer move which we allow to it when not drawins the rpun. The
limbering-up move does not need to be reduced to the same exlent, as no loading is
involved. Our rule allows the zun to be limbered-up in any move during which the
team passes within # inch of the gun. In approaching to within % inch the team uses
its longer move. The later part of the move, after the ~un has been limbered-up, is
taken at the gun's normal pace and slightly recuced to allow for tnec time taken in
limbering-up.

Caissons should presumably have the same move as Lheir jun. KFounted horge
gunners would also normally move with their zun. They could also be allowed to move
independently in the sume way as light cavalry. If they were ullowed the shock value
of light cavalry in a melee our wargame tables might occasionzlly see an exploit like
that of Norman Ramsay at Fuentes. There sseems no reason to allow any time for the
mounting and dismounting of horse gunners during limbering-up or unlimbering moves.

The horse-holder could simply bring the horses up or away along with the horse team.

The caissons are the only additional factor which would raise any question of
fire effect. The gun could only be kept in continual zction while the caisson was
within a certain distance. Once the caisson was further off the gun could only con-
tinue firing for the length of time needed to use up the supplies in the limber. 'The
number of moves would again depend on the length of time represented by each move.

Artillery as a target presents a number of problems. If a gun with its crew is
held to represent a whole battery in action, the result of enemy counter-battery fire
should represent the disabling of guns as well as the loss of gunners. The reduced
fire effect of the gun represents a smaller number of guns firing at the same rate,
not the same number of zuns firing at a slower rate. Thus it is not satisfactory,
for example, to allow a gun which has lost two or more gunners to fire only every
second move. We allow the gun to continue firing each move, but subtract 1 or 2 from
the total of each dice according to the number of gunners surviving. If the gunners
have been killed by small arms fire or in a melee, of course, no guns are considered
to be disabled and the battery can be restored to greater effectiveness by bringing
up fresh gunners.

Contd. on Page 1k,
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LIST

WHAT NOT TO MISS

Driblets of information
keep trickling in about the
future output of Airfix pro-
ducts. I am told that their
latest price list shows, a-
mongst other items, the follow-
ing - a Lee-Grant tank; a Roman
Fort; a gun emplacement (W.W.II
coastal defence) ANP most im-
portant French Cavalry and High-
land Infantry of the Waterloo
period! Anxious eyed wargamers
will be haunting the hobby shops
from now on, I guess.

I am indebted to Barry Carter for the following information:- '"Purnells have
compiled some 8s.6d. manuals derived from the information contained in their History
of the Second World War journal. W.H.Smith's have them. The ones I have seen are
called - "Weapons of World War II"; "D-Day"; "The U-Boat Menace"; "The North African
Campaign'.

For wargamers using map-campaigns the "Daily Telegraph" (3s.6d. each) and
Stanfords (4s.6d.) publish paper-maps of the world and of areas such as The Middle
East, The Far East, and Asia.

Especially useful for naval wargamers is the '"Daily Telegraph" "Cruising and
Shipping Map" (2s.6d.) which shows the Mediterranean, North Sea and, imn an inset, the
West Indies. Additional information includes names of ports, and number of days
sailing between ports at specified speeds.”

I have received from Model Hobby Products Limited their latest Minitanks Manual
which they claim to be the only concise Manumal of its kind available providing com-
plete and accurate information of Second World War and modern fighting vehicles.
Selling at 10s. =-d., this booklet certainly seems to be a mine of information for the
wargamer fighting in the modern period. The organizational charts for armoured form=-
ations of Russia, Germany, U.S.A., United Kingdom and the German Federal Republic are
probably invaluable information to such people. Also contains specifications and
performance data, together with photographs and illustrations, of the tanks, self-
propelled guns and vehicles common to armoured formations together with details of
artillery and items put out by this firm.

I have received from Bob O'Brien of 75 Ardingly Drive, Goring by Sea, Sussex, a
new set of wargames rules evolved by the Ancient War Games Research Committee. These
can be supplied at 8s. -d. a set post free. Although I have not yet had the oppor-
tunity of going into these rules in a very thorough manner, I must confess to being,
for want of a better word, shaken by their apparent complexity and length. But then,
I strongly believe that the best wargames are fought to rules that cover only one
side of a postcardl

I have received a very fat catalogue number 915 from Maggs Brothers Limited, of
50 Berkeley Square, London, W1X 6EL. Entitled "Four Centuries of Military Books" it
containes illustrated details of a vast number of secondhand books that can be obtained
from this firm. The details of the books themselves is mouthwatering but the prices
are frightening! This catalogue can be obtained from Maggs Brothers for 10s.6d.

Guards Cigarettes (46 Derby Street, Cheetham, Manchester 8, M88 HN) are offering
six Guards Table Mats 9 7/8" x 6 7/8") each bearing splendid coloured reproductions of
Guards Through the Ages. They cost 15s. =d. plus four 20's packet tops.

A reader has asked why there is no reviews in this magazine of figures made by
Suren or Hinton Hunt. Simply, because they never send me details of their figures and
I am not prepared to buy or seek them out so publicising the products of firms who

boycott this magazine while financially aupgorting (bg agvertisinﬁ) rival publications.
I refer this reader to my Editorial in the January 1969 issue of Wargamers Newsletter.
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THE AMERICAN SCENE o

by PAT CONDRAY

Is a one for one ratio necessary, or even
desirable for modern table-top wargames?

Articles have come out in seweral wargame

! periodicals from time to time suggesting that
modern battles cannot properly be conducted on

_ otner than a one figure to one man ratio, i.e.

. a game with 200 figures to a side is regarded as
% a company level action. Notwithstanding a strong
"to each his own'" philosophy in these matters, I
think that at least as strong a case may be made
for the realism of a one to ten or greater level

of representution.

To put the problem in perspective, I suspect that most of us, whenever we first
got down to wargames with rules instead of simply throwing dirt lumps, assumed that
one figure represented one man. There he was, after all, one head, one torso, two
legs, and, unless some accident had overtaken him, two arms (the movable arm had a
tendency to become separated from Wm.Britains hollow cast 54mm figures).

But now let's get down to what he was doing. Suppose he was being used.in a
game with a 12" musket range, or a 3' range from his trusty M-1 Garand, depending on
period of the game. Your grenadier now stands at a height equal to 1/6th of musket
range, your GI at 1/18th of rifle range, so figuring the former at 1-200 yards, the
latter at 500 yards, your boy has been hitting the vitamins pretty hard. A squad
front became 8", or about 66 yards in fairly close order. Form up a weak battalion,
and it will have a line several times as wide as its weapons will range. This louses
up interlocking fire patterns and proper use of supporting weapons and forces your
battalion (if you ever get that far) into acting more like a division.

Using 20mm figures in very small numbers on very large playing surfaces, part of
the problem can be overcome, but even granting a close proximity to figure scale in
your ranges and unit frontage, the game will suffer a great deal from "command and
control" problems.

Some '"one for one'" games, as an example, require written instructions for each
fire team on each two minute move. Show me a squad leader who writes that many lett-
ers to his fire teams and I'll show you a squad leader who is trying for a section B.

Granted, practically all wargames exaggerate the degree of command and control,
the player becoming, in effect, all levels of command for his troops in the game. It
is handier, more playable, and more realistic to set the degree of detail above the
individual soldier or fire team.

The problem in modern wargames which leads to the one for one idea more than for
other periods is the weapons composition of small units. In Napoleon's day, for ex-
ample, a battalion of infantry had one standard weapon, so whatever numbers you re-
present, a base of four men has a standard weapon range and effect. For every modern
squad, however, a weapons mixture is encountered.

The real significance of the mixed weapon complement is that the basic unit, or
building block of the wargame force, should have mixed capacities. A 1943-L4 American
company or platoon (depending on desired degree of detail) for example, should be able
to employ rifle, machine gun, mortar, and anti-tank rocket fire. I approach this
problem by having three companies, each of three rifle bases and two weapons bases
representing three rifle and one weapons platoon. The total, with officer and radio
of 15 men provides some of the staying power needed for a tactical unit; and with 5"
used for 100 yards, the area occupied by a deployed company balances out pretty well
with weapon ranges.

Various systems are employed which permit the use of tactical combinations of
weapons without a one for one ratio of figures to theorefical troop strength. Phil
Barker's rules, appearing in "sargamer's liewsletter", use three vehicles (tanks,
artillery, or personnel carriers with troops) as the tacticzl unit and reduce weapons
ranges to a bare minimum. At first clance this sounds bad, but in a very broad, fast-
moving game, with weapons effect nicely calculated, the effect is good.

Contd. on Page 12.




HOUSES IN WARGAMES

by

Roger Woods

The majority of wargamers represent a town by
1 ¥ three or four, perfectly proportioned and well de=-
= — = -~ tailed houses. But wouldn't more realism be gained
"Wwargames houses made by by having, say, twenty boxes roughly the right size,
W.Holmes of DELTCRAMA" each representing one or a block of houses?

I made eighteen such houses from postcard thick card and brown sticking tape in
an evening. I constructed the four sides from one strip of card and cut out a flat
: roof to lay on it. To make the effect better to my eye on the wargames table, I
‘ painted the houses either grey, white, red or yellow, and the roofs red or grey.
Doors and windows I depicted in various colours. The houses were made to a scale
with which I can use my 30mm Napoleonics (could someone do an article on the types
of French cavalry during this period) and my 20mm I World War armies (John Cook's
article on tanks and anti-tank guns was very useful, more of this type of thing
; please).

The reason for having a flat roof is that troops can stand on it, they take one
move to get up to it from the street and of course are harder to hit. The following
rules for small arms fire:

| 2 dice per rifle with a range of12ins.

i To kill a man in the open = 10, 11 or 12 Odds 1 in 6
] To kill a man by a house or under cover = 11 or 12 Odds 1 in 12
| To kill a man on a roof from the ground

or a lower roof =2 or 12 Odds 1 in 18

-Sub Machine Gun

a——t

'I Kills all in a 3ins range with an angle of firing of 90 degrees
Flamethrower

Similar to the sub machine gun but with only an angle of firing of 45 degrees, of
course, the flamethrower can also be used against tanks, etc. and houses.

= Medium Machine Gun with a range of 15ins.

Kill any one man in the range, cannot fire onto roofs. (Because surely a Bren-type
gun cannot be swung round whilst firing).

1 dice per Heavy Machine Gun with a range of 18ins.

Score indicates men in the open killed.
% score indicates men under cover killed.
Cannot kill from the ground or lower roof men on roofs.

When the house is hit the roof is taken off and any soldiers on it are consider-
ed killed, if it is hit again the house is taken away and loose miniature bricks are
scattered in its place.

I have only had one try out with these buildings and the roofs were somewhat
unstable, this and the generzl nature of house-to-house fighting is more suited to
solo wargaming and the game cannot be hurried. But house-to=house fighting is very
fascinating, as Lionel Tarr has shown, he of course takes the realism of house-to-
house fighting much further and I am progressing to that with moderation.

=== 0000 ===

First the "Garrison", a shop in Harrow selling militaria, closed down. Yester-
day, I noticed that "Regimental' a shop in London's West End is selling it's stoe#
at cost prices prior to putting up its shutters. Can it be that the stories of big
money to be made from selling militaria is a myth? Or are the prices asked beyond
reasonable bounds s0 as to be outside the reach of most military collectors?
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LOORING
AROUND

JOURNAL OF THE SOCIETY FOR ARMY HISTORI-
CAL RESEARCH - Autumn 1966. Wargamers
will find interest in the illustrated
articles on a Sergeant-Major of the
Gordon Highlanders 1816; An Early Amphi=-
bious Operation: Danbury 1777; The De-
fence of Jallalabad, 1841-43; The Crim-
ean and Indian Mutiny Letters of the Hon.
Charles John Addington, 38th Regiment
together with other items, book reviews
etc. (The Society for Army Historical
Research costs 2 guineas per annum to
become a member. Write to the Secretary,
The Library, 0ld War Office Building,
Whitehall, London S.W.l.).

BERSAGLIERI.

THE AVALON HILL GENERAL - March-April 1969. Contains much of interest and value to
wargamers who fight board wargames. It includes an article on husbands and. wives
mutually taking part in wargaming - I am not sure whether the average British
marriage would stand this.

GUIDON - Fall 1968. A quarterly publication of the Miniature Figure Collectors of
America. Contains articles on The Allied Army at Austerlitz; Uniforms of troops of
the American War of Independence, French India 1751-63 plus an interesting article
on Eastern Influences on European Uniforms together with book reviews and other
features.

MECCANO MAGAZINE - April 1969. Contains Part XII of Charles Grant's articles on
"Battle" - this time modern infantry weapons, also Grant's regular feature "Militar-
ia" in which he deals with figures, books and accessories of interest to the war-
gamer.

SOLDIER MAGAZINE - March 1969. In addition to its usual features contains details
of the D-Day trip, an illustrated article on the Blues, plus a second one of a new
feature "Military Models" dealing with mini-tanks and the figures now obtainable
through the Ministry of Public Building and Works.

STRATEGY AND TACTICS - January-February 1969. Contains articles on German Infantry
Weapons and many useful tables and illustrations; Wargamer's Notebook dealing with

infantry fire; an interesting artiéle on Medieval Wargaming; illustrated details of
a recent Wargames Convention; Fred Vietmeyer writes on selecting soldiers for your

Napoleonic Armies; rules for Naval wargamers and a number of articles dealing with

various board wargames.

STRATEGY AND TACTICS - March-April 1969. This is an Avalon Hill special issue and
deals mainly with board games, dealing with them in as understandable a manner as I
can recall. In addition, there is a page '"Wargamer's Notebook" in which special
military formations such as the square and skirmishers are considered. There is a
note in this magazine concerning the next Avalon Hill game due later in the year
"Anzio" a strategy game of Italy, 194k.

MODEL BOATS - April 1969. Includes the reprint of an article on Warship Funnels
which will be of great value to the Naval Wargamer who makes his own models and also
an article with plans of the 'Scouts' and 'Towns' class light cruisers of World War L

===00000===
HOW_TO CUT YOUR SUBSCRIPTION PRICE BY 15s. -d. (g2)i!

In October of this year, the London publishers Kaye and Ward are issuing '""HAND=-
BOOK FOR MODEL SOLDIER COLLECTORS" by Donald Featherstone - at 30s. (g4). Subscrib-
ers will be able to obtain, through Wargamer's Newsletter, a copy of this book for
15s8. (g2).

This really means that your subscription will only have cost you 2ls. (g2.50)
for twelve copies of Wargamer's Newsletter!
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THE NOTICE BOARD

Recently, Barry J. Carter gave a fascinating talk '"The Battle of
the River Plate" to the Wessex Military Society. He zlso went to the
trouble of making out a brief list of books and other items of wvalue to
the Naval dargamer who might seek to reconstruct tais famous battle.

BOOKS
"Official History of the War at Sea" Vol.1 - Captain 3.Roskill
(Collins).
"The British Navies in the B3econd World sar" - Admiral Sir d.M.

James (Longmans 1946).
"The History of the British Navy" - Michael Lewis (Penguin 1957).
"The Battle of the River Plate!" - Gordon Landsborough (Panther
1956) .
"Graf Spee' - Michael Powell (Hodder paperbacks 1958).
"The Jake of the raiders" - A.D.Divine (Murray 1940).
"Zelipse of the German Navy" - Thaddeus V.Tuleja (Aldine 1964).
"Swastika at sea" - C.D.Bekker (Kimber 1956).

"German darships of Jorld sdar II" - u.C.Taylor (Ian allan 1966).
"Warships of 4orld War II" - Cuisers - Lenton and Colledge (Ian Allan).
"The Purnell Magazine'" - "History of the Second #orld Jar'" Vol.1 Liumbers 4 and

5 published Autumn 1966.

The well-made commercial film '"3attle of the Hiver Flate' makes periodic rounds
of the circuits and has been shown on T.V. It stars feter Finch, Anthony Quayle and
John Gregson.

The Imperial dar Museum, Lambeth «oad, London, has many items relating to the
3attle.

Model ships suiti:ble for reconstructing the battle are available, made to the
1:1200 scale from kits of the new defunct Zagle Plastic Kits - except for some of the
freighters which are miscellaneous imports from Hong Kong.

-—-00000===

AANTED: 30mm soldiers plastic or lead - painted or unpainted. P.Duff, Lochinver,
Academy Road, Crieff, Perthshire.

===00000==—

llewsletter readers not only fight wargames they get involved in real wars! Lt.
.M. (Mike) Arnovitz is just off to Vietnam as an aissistant District Advisor, Kien
doa Provence, IV Corps Tactical Zone (the Delta irea, along the coast South of
Saigon). He expects to be there about a year.

== Q0000 ==

Inmates of the top security wing at Durham Prison are reported "... to be paint-
ing toy solciers'. origadier Mark Maunsell, the Inspector-General of prisons, says
"Mhis may sound rzther trivial but the priscners' reaction show that we are on the
right lines'". 4#ait till thney start wargaming and there will probably be a mutiny in
the prison!

===00000===

FUR SALi: 10 painted Hinton Hunt French lapoleonic Imperial Guard S54mm - £5 o.n.o.

F.Fairclough, 13 Castle Close, Middleton St.George, Darlington, Co.Durham.

~==00000===
BATTLE OF BRITAIN

D=DAY . AFRIKA KCRPS . oTALINGRAD . The American, STRATEGY AND TACTICS
CORFRCOLTATION . WJATERLOC . GETTYS3URG Magazine is available at the Annual Sub-
JUTLARD) ooy TACTICS 2 & BELIPhsaicGase scription Rate of just 62s.6d. Sample
1914 and ALL THE GAMES manufactured by the copies are only 10s.6d. This Magazine, of
AMERICAN AVALON HILL Co. and GAME-3CIENCE EXCELLENT physical quality, deals with ALL
CORF. ASPECTS OF WARGAKING from the Avalon Hill

Also the FASCINATING NEi GAME: bypetojthe Mlable-foet variety played
TRAFALGAR, as well as DIPLOMACY. EEED S90e Es

Send only 1s. -d. for full lists and details of all zames and Magazines handled.
IAIN H.McLELLAN, DNept. Nd., 12 South Road, WICK, Caithness, Scotland, U.K.
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THE LITERATURE OF WARGAMING

Books by Donald Featherstone Personally inscribed and signed by the author.

“WARGAMES”—Battles with model soldiers. 22s. 6d. ($3.50)
“NAVAL WARGAMES”—Sea Battles with model ships. 3ls. 6d. ($4.75)
“AIR WARGAMES”—Battles with model aircraft. 3ls. 6d. ($4.75)

“ADVANCED WARGAMES”—This follow-up book to ‘“Wargames” introduces
a host of new ideas and brings the hobby up-to-date. 45s. 0d. ($5.25)

“ALL FOR A SHILLING A DAY”—The story of the l6th Lancers in the Sikh
War 1845-6. 3ls. 6d. ($4.75)

“THE BOWMEN OF ENGLAND”—The story of the English archer and his
longbow. 3ls. 6d. ($4.75)

“AT THEMWITH THE BAYONET!”—The Ist Sikh War 1845-6. 31s. 6d. ($4.75)

Prices include postage and packing.

A series of handbooks dealing with wargaming

| Rules for Ancient Wargames (1000 B.C. to 900 A.D.) by Tony Bath.
2 Rules for Mediaeval period by Tony Bath.

3 Rules for 1750 period in Europe (with supplementary rules for operations in
America) by Tony Bath.

4 Rules for Napoleonic Wargames by Donald Featherstone.
Rules for American Civil War games by Donald Featherstone.

6 Rules for late 19th Century Wargames (including Colonial Wars against Natives)
by Donald Featherstone.

7 Rules for 1917 period wargame in German South-West Africa (including rules
for early tanks, armoured cars, etc.) by Donald Featherstone.

8 Rules for 1944 Normandy-type wargame by Philip Barker.
3s. 6d. each (50c.) or the set of 8 for | guinea ($3.00) including postage.

“WARGAMES TERRAIN”—I0s. éd. (§1.50). lllustrated booklet describing
how to construct realistic battlefields.

See “WARGAMERS NEWSLETTER” for more handbooks now in process of
production.

ALL THESE BOOKS AND BOOKLETS MAY BE ORDERED FROM
THE EDITOR, WARGAMERS NEWSLETTER

Printed in England




& . With AIRFIX it's easy and inexpensive.
,3_- AIRFIX OO/HO gauge models are
. g incredibly accurate miniatures.

You can have a full scale war
i j‘ on your hands for less than 20/-1

o : B g -}‘:"9 AMERICAN CIVIL WAR. .,
‘ﬁ."’l&\,‘ P ol ARTILLERY - 33 pioce

S
AMERICA 7 :
UNIOK ARMY. 48 pioces > Other models in the AIRFIX OOJHO range
" “Guards Band WW1 French Inf. Royal Horse Art,
Farm Stock Colour Party Commandos

Cowboys German Infantry Inf. Combat Group e
Wagon Train Indians Civilian Personnel ::::;:::Aﬁ::‘n‘;:fu lises
Japanese Infaniry U.S. Marines Foreign Legion P
Sherift of Nottingham Arabs (Bedouin) Russian Infantry

WW1 American Inf.  U.S. Cavalry Robin Hood

WW1 British Inf. Romans Paratroopers L LLL TP

WW1 German Inf.
SHERMAN TANK

Ancient 3ritons ‘,‘ N EW "'Q.
s *,
0 L

. .

+ 54 mm figuress
* PARATROOPERS &

% 99 action figures in l.

‘. realistic positions, ,*
4~ available nowl'f

rmpmun®

25.POUNDER
FIELD GUN

Other modals of weapons
and armoured vehicles

Panther Tank Churchill Tank

Panzer Assault Gun Stalin Tank

Bren Gun Carrier Centurion Tank

German Armoured Car D.U.K.W.

Bufialo Amphibian Tank Transporter
Matador &5 x 5" Gun U,S. Half Track
T34 Tank WW1, Tank

88 mm Gun & Tractor Bufialo 8 Jeep
L.C.M.3 & Sherman R.A.F. Emergency Set

FROM MODEL, HOBBY AND TOY SHOFPS, AND F. W. WOOLWORTH.
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NAPOLEON . ..

WAR GAMES

AND ALL THAT

I F you want history the easy way, with colour and sparkle,
then put a popular novelist on to it. If you also want
occurate judgments and a depth of knowledge, then add

an historical researcher to the novelist.
The result of that com-

bination could well be R. F.
Deldertield. Certainly his
" IMPERIAL SUNSET"
(Hodder, 45s.), about the
fall of Napoldon, is easy to
read and serves up the

facts rost palatably.

Yet, somehow, the book is dis-
appointing. Here is the ruin of
the Grand Army in Russia with
only weary and half insane
veterans crawling painfully
away from the winter snows;
here is the effect on Europe of
the paunchy little genius who
rose again from defsat—but one
is conscious of wanting what is
not there.

No doubt 1t is wholly unfair
Lo say s0, but with Delderfield
at the pen we might have ex-
pected a strong story line, an
approach jus; o little maore
novel-ish.

Others, less known for appeal-
Ing to popular taste, have
written about Napoleon like this
ard, though as good as any IT've
read, “Imperial Sunset” does not
stand out from the crowd.

Put it another way—with =0
many Napoleonic books about,
what justification is there for
another which does not stand
out?

But having said thal, let me
heartily recommend “Imperial
Sunset” for those who do not
have a Napoleonic library al-
ready. If they only buy this one
they will not regret it. For the
others, the purchase will be a
luxury.

» ¥ ¥

If you want your war and
vour conflict on a more practical
level, then “ADYANCEDR WAR
GAMES," by table-top soldier,
Donald Featherstone, the South-

ampton ilitary writer, Is the
answer. =

I's the nearest thing o
actually taking up sword or
musket, or even tank, that you
will find,

And one thing you can't say is
that “Advanced War Games”
(Stanley Paul, 42s) dces not
stand out from the crowd, If
only for the reason that in this
field there is no crowd-—unless
it is the one built up by Donald
Featherstone himself,

With three previous books on
war games il must be time bo
say that this suthor has cor-
nered the (admittedly limited)
market. .

In this book the casual
reader will be bewildered by
an array of charts and
diagrams relating to death by
points syslems and the cal-
culation of morale by dice.

Such a reader will notice, with
some amusement, the informa-
tion that “native troops always
conform to withdrawals of
European unils on their flanks.”

In these days of no race pre-
judice that injection is very
modern, In earlier years, one
supposes, the native troops
mld always have given way

But If the uninitiated are
bewildered by such davices as
the “Timms wargames compu-
ter” or the “Bulgin Melee Sys-
tem,” not to worry—they wen't
be tyros for long,

Just as the experts will pounce
upon this book with shouts of
joy and martial ardour stimu-
lated, the newcomer will find
himself so fascinated that he
might take the hobby up there
and then—or as soon as the
model soldier shop opens. -

Incidentally, I nearly said “the
toyshop”, I would have, if I
didn't know better. As Mr,
Featherstone says in his intro-
duction, wargamers are fighting
a ronning battle against mis-
informed opinions and those
who would mock.

W. M. HILL.



