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as well by their own retreating comrades.

The Cavalry.

The eighteenth century cavalry still considered itself as queen of the battle-
field but as in later years was virtually impotent against volley fire and bayonet.
In the cavalry battle as with the infantry, yet more so, the determining factor was
discipline. In nearly every cavalry encounter the battle swayed back and forth fin-
ally deciding in favour of the side whose reserve entered the battle last. Thus in
the conflict below - victory would inevitably go to the side in the chequer board
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A would undoubtably overwhelm the first line of B but in doing so the whole of
A would become disordered. The fresh troops of B's second line would then charge in-
to a stationary and disordered mob with the inevitable result. The reason for this
enigma is the moral effect of knowing that you are part of a formation when formed
compared to knowing you are an individual against a formation when unformed. The
common will of a formation is to follow the officer and attack. That of the common
private is to break and run. Thus because in a cavalry action formation is lost so
rapidly, due to the speed of movement, so is discipline that much more brittle.

In the forgoing example the majority of wargames rules favour A simply by the
mostest in the smallest space philosophy. One way to swing the advantage to B is to
penalise the fighting power of a cavalryman from say five points to two omce he has
lost his formation - been engaged in a melee - and also penalise his morale.

The Artillery.

The artillery was still a novel feature of the battlefield. It took NLapoleon to
breed the mighty battery, and the enormous artillery concentrations of his day play
no part in the eighteenth century. The reason for this was the lack of mobility of
the heavy guns. It would be fair to say that during a battles these could be posi-
tioned only once. The moré efficient organisation of a later day would be necessary
to give artillery a power of manoceuvre as well as fire. Because once a battery was
set and engaged it was virtually impossible to disengage it, it was important to have
a reserve of artillery. Those batteries would were sited were done so with the object
of crossing their fire.
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The advantage of crossed fire against direct fire is that it lends to enfilade
cOovVer.

CONTINUED NEXT MONTH.
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A WARGAMER

TICK ?

This Month - Peter Amey

I have been running a continuous perscnalised
W.W.I air game for over a year now. 1 turn the clock
back 51 years to find the time and place and fight
battles involving an imaginary squadron known as the Special Operations Squadron.

" This invention allows all sorts of interesting situations to be set up such as the
time I tried to land a Bristol Fighter in a very small French field in order to pick
up a fugitive spy! Throughout these games players have grown up steadily from rookies
to the lucky survivors who become aces and get harder and harder to kill.

In last night's game I led 2 x 2 plane flights on patrol after a German photo
recce Hannover and its escort which had been spying on a British artillery position.
The patrol consisted of 2 SE5a's and two rather outdated Sopwith triplanes. Because
we counted as "up-Sun" we got a free move with no retaliation to start the game. We
discovered to our horror that among the escort was an all white Fokker DVII. This
formidable machine had arrived on our 'piece' of front in late March this year (1918)
and was piloted by one Hermann Goering! Our surprise attack went dismally. In the
first move one of our triplanes insisted on attacking the Hannover from above and be-
hind, right over the rear gun which with a throw of one promptly jammed! Other fire
was ineffective, my damage-dice against a Fokker came up treble one.

Hext move was diced for and the British won. (Aircraft in my game move alternate-
ly one at a time starting with the winner of the dice). A large circle formed with
everyone on the tail of everyone else. One Sopwith triplane was downed by a throw of
6, 6, 4 (well above it's belly defence of 14). I repaid this immediately with the
Lewis gun on the top wing of my SE5a which pulled back on its mounting and fired up-
wards, exploding the fuel of the Fokker which had just downed the Sopwith. My wing-
man dealt with the Hannover in exactly the same way.

The British had to move first again in move 3. The circle of the last move broke
with a Sopwith triplane leading, followed by a DVII. The latter, not quite shooting
down the target in front, claimed an engine damage dice which duly rolled 6. The
triplane put his nose down to try a dead stick landing. This brought the forces equal
again.

Again the British had to move first. They settled their aircraft in a mutally
protective formation - which cost the Germans a Fokker to attack. In the last move
of the game, the Germans moved first and Goering dived for home. Our two SE's swooped
down on to his tail and fired simultaneously. I scored 18 strike points with a 6, 6,
4 and 2 hits and my wingman 1%. Goering was downed.,

This was a very short and enjoyable game using Airfix and Revell aircraft and an
overhead net.

Changing the subject completely a thought on W.W.II small arms fire. <The playing
card firing system I found in "Advanced Wargames' is very easily adapted to Modern
fire using a points scheme. My rules are:-

An ordinary 52 card pack + 2 Jokers is used. To fire - add up all points being
fired (adding and deducting where necessary) then draw one card for every 2 points in
final total.

HITS
A Black Ace = an officer or a soldier.
A Red Ace = an LMG or a Bazooka or a Soldier.
A Black King = a Bazooka or an LMG or a Soldier.
A Red King = an Observer, Radioman or a Soldier.

A 10 or any other court card = a Soldier.

Any special man such as an LMG standing alone can be hit by any court card. A
Joker hits any men within range.




il
POINTS SYSTEHM

Rifle (12") -~ 1 points SMG  (5") - 3 points
IMEL (IS " HMG (20") -5 " (3 indirect).
Pistol (31) - 1 n
DEVIATION
Firers do not move + 1 point in 3.
Target in soft cover = 1 point in 4.
4 " hard H = 1 point in 3.

" '* loopholed house etc. = 1 point in 2.
Firers resting weapons + 1 point in 4 (not LMG or HMG).
Target in extra exposed position + 1 point in 4 (Road, Humpback bridge, etc).
Firers. with shaky morale - 1 point in 3.

This gives quite a flexible system with a very low casualty rate. This can
easily be increased by varying the hit cards or pointage.

Roger wWood's article in the May issue started me thinking on the subject of
street fighting. As a result, I have come up with a set of workable rules for modern
games. DLach house will be numbered and each window is assumed to lead into a room
and these are lettered. Defenders troops are not placed on the board but are record-
ed on a sheet, one corner of which might look like this:-

Honssn/ oo A B c D B R = Rifle.
R SHG R
2 LMG
R BAZOOKA

In this way the defenders are concealed until they fire.
SMALL ARMS FIRE.

Use the method just described. When the attacker has added up all his points
and deviated them he must say how many points are being fired into each window of
each house. Only troops in that room may be hit. Concealed defender always fire
first. Attackers crossing streets must split move to allow defenders to fire. They
count as an extra exposed target.

GRENADES .

Any attacker who gets within 1" of a window kills all in that room. Grenades
dropped from upstairs windows can fall up to 3" from base of house. If house has
been loopholed (takes one hour) and barricaded attacker's grensde needs a 4, 5, 6 to
get into house.

HEAVY FIRE.

If a hit is scored a 5/6 means shell enters a window, (if there are any on wall
facing gun). If it does - dice to see which one and count all in that room as dead.
Also throw dice plus strike to see effect (a guide to my strike points is that a
Bazooka is 6 and an 88mm 9 points). For an unloopholed house 15 points is enough or
a loopholed one 18 points is needed to cause the following damage. The first time
this happens dice for all upstairs with a 50/50 survival chance, and the second time
the house is reduced to emplacement status and all occupants needs a 3, 4, 5, 6 to
escape. If the two strike dice come up a pair the house burns. If occupants do not
fire they may dice once for every three men in house needing a 6 to put out fire. If
they fail they must escape, 3, 4, 5, & lower floor and 5, 6 top floor. Flamethrower
fires house. Air bomb reduces house to emplacement status. Occupants 3, 4, 5, 6
0.K. bottom floor, 6 top floor.

An attacker can climb in any unoccupied window (unless boarded up when he needs
a Lk, 5, 6 to break it open). He may make progress through the house 2 rooms at a time
until a melee occurs (this is dice to dice). A man on the landing fighting a man
climbing the stairs adds 1.

--—00000--=
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BATTLE REPORT
OF THE
MONTH

THE BATTLE OF JLAHUNG

by
P.M.Street

I fought this battle to rules based on those of Fletcher Pratt.
Narratige:

The German High Command had adopted a plan of North Atlantic Convoy raiding in
which "U" boats would patrol regularly while a certain number of task-forces would be
constructed to raid shipping.

Returning from raiding, one of these forces was cpproaching the ELTAN STRAITS.
It consisted of the battleship "Gneisenau' and the two heavy cruisers the '"Prince
Eugen" and the "Admiral Hipper". An escort of vessels consisting of the pocket
battleship "Admiral Scheer", in company with a destroyer the "Hans Lody" and th: U27
accompanied the force.

The German force reached the Eltan Straits where a small but powerful squadron
of British ships awaited them in the southern end of the straits. This squadron was’
composed of the battlecruiser "Repulse'", the medium cruiser "Norfolk! and the des-
troyer "Zulu". In a neighbouring strzit two light cruisers were on patrol - the
"Southampton' and the "Sheffield". These two appeared once the German Fleet were
sighted.

Orders:

German - Reach Konberg without loss.
British - If practicable, engage the c¢nemy with a view to making the convoy
raiders ineifective.

The Action.

"Southampton" and "Sheffield" sail boldly down upon the "Lody', the "Hipper" and
the U27, which submerges. In the main battle "Repulse's" guns opened up first and
soon all but the "Zulu" were firing (the destroyer was sheltering by "Repulse' from
the 15-11inch and 8-8inch zuns of the enemy). H.M.5. "Norfolk's" gunnery was parti-
cularly outstanding, causing 5o much damage to the "Prince Eugen' that this ship had
to withdraw to the open sea, with "Horfolk" in hot pursuit. a

Meanwhile, damage from "Repulse's" 15inch guns was mounting and the "sScheer'" and
"Gneisenau'" set course for the Konberg Channel at top available speed. This action
sealed the fate of three German vessels. Had the Uerman commander kept up his pre-
vious form, the "Repulse! would undoubtedly have been sunk. As it was, the British
vessels were able to fire their front turrets at the 'Gneisenau'", "Scheer'" and "Hipper™
and their rear turrets at the "Lody", which the "Southampton' (although reduced to
half power by a couple of "Hipper's'" torpedoes) was able to sink.

Now "Gneisenau', "Hipper" and "Scheer" were being chased by "Repulse'', "iulu"
and '"Sheffield". "Norfolk" having safely sent the '"Lugen', quite badly damaged, out
into the North Sea. '"Repulse's" five remaining 15inch guns were firing devastatingly
I against the rear turrets of the three enemy ships. Then "Zulu'" made sure of German

failure by putting no less than four torpedoes into the damaged hull of the "Admiral
Scheer', causing it to blow up at once. -

"Gneisenau" had been forced to sail up the narrow passage to sSvenonaach by the
power of "Repulse's" guns and therefore the "Admiral Hipper" was the only ship to
reach Konberg, (having been hounded all the way past the cape by the "Sheffield'.
Eventually the U27 was forced to the surface by luck of air and it had to surrender
to the "Zulu" or be sunk. Her captain chose the former course.

Conclusion:

This German raiding force would be out of action for some time. Lhe "Prince
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five month repairs.

some time.

mugen" was in Bergen undergoing lengthy repairs.
harbour disabled until repaired.

which is based on Clyde) in two day's.

"Sheffield"
be available for duty again in a fortnight whereas the other three would be out for

The "Admiral Hipper'" in Konberg
"ineisenau! is in Svenonazch undergoing three to

‘he battleship "Admiral Scheer" together with one of Germany's
valuable destroyers (not to mention a "U" boat) had all been lost.

The British ships had all reached harbuur (Scapa Flow for all except "Repulse!

The "Zulu" was undamaged! would

Indeed May 13th, 1941, was a black day for the German Naval Authorities.
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GRAND TACTICS OR MINOR TACTICS

by

Peter Gouldesborough

As usual, I find myself agreeing with Fred Vietmeyer. In the February 1969
Newsletter he answered Alan Hansford Waters' claim that the 1:25 scale for units
gives a result that is nothing like a Napoleonic battle. It seems to me that the
1:100 scale cannot possibly reproduce some of the essential elements of the tactics
of the period. At that scale the smallest unit is presumably the regiment (represen-
ted by some two dozen figures). But Napoleonic tactics cannot really be reproduced
unless it is possible to represent the formation of individuzl battalions. Admitted-
‘ly it would be possible at the 1:100 scale to produce the effect of several battal-
ions in line or a large column made up of several battalions. It would be impossible,
on the other hand, to represent a line of battalion columns covered by their skir-
mishers or a group of battalion squares - both essential formations in a Napoleonic
wargame.,

Two other difficulties seem to me to arise as soon as you go over to the Grand

‘ Tactics scale. The first is ground scale and range. As soon as you reduce the size
of your units you presumably have to reduce the scale of your terrain. We reckom
that our approximately 1:25 unit scale gives a corresponding ground scale of about 12
yards to the inch. Presumably at the 1:100 unit scale the corresponding ground scale
would be about 50 yards to the inch. This would call for a musketry range of about
two inches. Unless your moves were very short indeed this would make it impossible to
make a proper distinction between the utterly different volumes of musketry fire re-
ceived by charging light cavalry at one end of the scale and infantry attacking in
line at the other.

The other difficulty is that you could not reprcduce the proper differences be-
tween the different types of targets that infantry presented to enemy fire. Je pro-
vide for three types of infantry target in the open: infantry in column or square,
infantry in line and infantry in skirmishing order. w#without the battalion column and
the battalion square it is impossible to represent these targets properly.

It may be that what ilan Hansford Jaters meant was that at the 1:25 scale your
wargame can only represent a skirmish or minor combat, not a full-scale battle. This
is undoubtedly true unless you can muster the kind of resourceées that Fred Vietmeyer
and his teams have. But it is better to play a smaller-scale wargame which really
corresponds to the tactics of the period than a larger-scale one that does not. And
accurate formations and appearance do matter. They are the whole point of playing
with model soldiers. Of course some realism is lost as soon as you make one model
represent more than one man. But when you carry things to the point where you cannot
represent the battalion and its formations you might as well abandon the table-top
altogether and revert to the map or the Avalon hill board.

In theory it should be possible to convert a game from Minor Tactics to Grand
[actics by a simple process of reducing ranges and moves or by reducing ranges alone
and making the moves represent a longer period, (Fire effect can be left the same.
Che casualties represent greater numbers, but so do the men or guns firing). I found
the practical difficulties when I tried to work out how to represent Waterloo with
some 500 figures ofthe nationalities concerned. This meant conversion from a scale
of about 1:25 to one of about 3:1000. The five men who usually represent a company
#ould have to represent a brigade.

I decided to leave the moves as they were and merely to regard them as represent-
ing a longer period of time, I came to the conclusion that realistic formations would
have to be abandoned. The division of 15 men would have to form in the formation
which its individual battalions would have adopted. Thus 15 men in square would have
to represent a division in battalion squares and it would have to 'be presumed that all
the squares held firm or all the squares broke at any particular moment. (Of course,
for example, the divisional columns of d'=Zrlon's corps could still be realistically
represented).

Musketry range and the effect of musketry on infantry were the main problem. I
decided to fix musketry range arbitrarily at the same as the shortest of moves - the
three-inch move of infantry in line. 'This would bring all infantry intc the same
position as cawvalry, who in our ordinary game usually receive only one discharge be-
fore engzging in a2 melee with infantry. To make up for this I invented the rule that

CONTINUED ON PAGE &
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THE ROMAN SWORD

by

Neil Cogswell

In connection with the article of this title by A.Cass in the July Newsletter.
If I may step out of period for a moment and recall my National Service days I re-
member that the problem of the Roman Sword was repeated with the bayonet on a "long
frog" as worn for ceremonial occasions. The answer is that the weapon is reversed
and withdrawn downards.
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Remember that the Roman sword is a short weapon and in your photc the pivot of
the sheath is elbow high - plenty of room to withdraw. Also the soldier on guard
can conveniently stand with his band on the sword ready to draw at the briefest
notice and is always immediately at hand.

Romnanw DRAWMNG Swond

¥hile not a work study expert I would guess that this is the position for the

quickest draw. Note the pommel is level with the armpit a position the hand easily
finds.
P

Pull the pommel down and back to arms length and my guess is the sword falls out
of its sheath in the low guard position ready for the first thrust.

A "Practical" test succeeded when a breadknife was extracted from a rolled copy
of the Times, with great ease, slung on my right side with a dogs lead!

===00000===
ADVERTISING RATES IN THIS MAGAZINE

Full Page ... £5. -s. =d. (g12). Quarter Page ' ... &21a 53 =d. (F3).
Half Page e £52.108, =d. (¥ 63, Jighth Page e 12s. 6d. (81.50).
Classified adverts 2d. (2c¢) per word.
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THE AMERICAN SCENE

by PAT CONDRAY

Continued from Aurust Newsletter.

"Never mind,'" I said, "Thank you'' and I hung
up. After all, as he mentioned somewhere, Congress
makes the laws. All the same, one wonders who told
Congress about us.

When first I heard of "toys'" i.e. for the amuse-,
ment of children, I felt the distinction to be mor- \/‘\ %
ally unfair, however, that's the backbone of our (Aj
national toy industry, and what else were the tariffs L
out to protect? Surely Jack Scruby hasn't the in-
fluence in Congress t0 .... no, how could he find
the time and money? N

AHF, however, lost a tough one on mini-tanks
‘years ago - a line directly competitive with
imerican plastic toy firms. <Could they have brought
on the deluge? But surely the fact that we some- )l)
times use mini-tanks is only a fugitive use?

What about being amused? Are you, as a
collector, less amused (who decided to use that
term anyway) when gazing fondly at a Historex
figure, or Stadden, or whatever than I when I see
Dave driving my favourite regiments from the field
in disorder? If my troops spend months on the
shelf with only a few at a time engaged in a game, which is the fugitive use? How do
they know what I do with my military miniatures? Surely a wargame conducted by free-
ly consenting adults ..., No - wait, hold it for a minute .... model aeroplanes!
They compete with a thriving domestic industry, yet they are rarely (in propertion
to sales volume) used in wargames.

Years of experience in haggling over the rules stood me in good steud. I flash-
ed a call back, but could not reach the original party. Probably model aeroplanes
fell under toys, but they aren't animate - but, of course, many come with a scale
pilot and crew-men. Okay, we have a long shot - maybe model aeroplanes ....

"Hello" I said, when finally put in touch with the model aeroplane authority,
"I'm curious about the tariff rates, as I was given some information about similar
items which varied as to whether or not used in games....." "Ah...." he said, "model
aeroplanes made to a scale of 1/85 or smaller, item 73707, that'd be 12.5%" "One to
what?'" "Eighty-five." Also model boats, harbour facilities, railroad track, rolling
stock, buildings to scale for track etc.; etc.!" !'"One eighty fifth of an inch to
the inch, or one eighty fifth of an inch to the foot?" ‘'Hmmm" he replied, "I don't
know." ''Well," I said, "If you have a model of an aeroplane in which a 6ft pilot (all
toy soldiers, pilots, etc., are bit tall) stands 1", then your height ratio is 1" to
72", UY¥es," he said, 'and that would be more than 1/85, so it would be in the "other"
category, or 28%" "Right, but model aeroplanes normally come in at 1/72nd scale, or
1/%5, or 1/48, cars at larger scales, tanks from 1/72 to 1/20th. rhere is hardly a
tamk, plane, or auto assembly kit under 1/85 - what could they have had in mind?"
"humm." "Unless," I suggested, '"it is a reduction of 1/85th in size.'" "How's that?"
he asked. "well," I said, 'to get size you multiply height by length by width, so if
2" = 6ft. the ration would be 1 to L46656". Well, I figure a Shum figure is actually
1/36, but you have to try.

"Did Congress actually figure all this out?" * asked, "or is it a tariff regula-
tion - surely Gongress has more on its mind than discriminating in favour of 1/86 toy

trains?" '"Yes'" I was told, "we had a lot of trouble interpreting the 1930's statutes.
on scale models and related objects, and th;s statute under item 73707 is intended to
clean up all the confusion.' "Oh," I said, "Thank you."

Now it is also true, as I found going along, that a scale model under 1/85 (what-
ever that is) of the State Coach of England complete with horses could be regarded as:
(a) figurines of animate object etc..... i.e. toy, 31%; (b) other model or whatever...

CONTINUsD ON Figk 6




= MUST
LIST

WHAT NOT TO MISS

My "scout" Barry Carter
reports that kEgon iiedling -
Spielwaren, 8 Munchen 1,
Theatinerstrasse 13, Germany,
have just circularised customer
to remind us that they stock
the full range of Triang Minic
1/1,200 ships, which are useful
for World War II and post 1945 .
Naval wargames e.g. Swiftsure,
Battle class destroyers, Van-
guard, Bulwark, Whitby class
frigates. Picked up in a
stationery shop recently, at
28.11d. = 100 piece "Combat
Troops'", made in Hong Kong.
The Airfix-size troops are
tolerably detailed and come in
a range of positions and with various small arms and are oriental-looking enough to
provide opponents for the Airfix Japanese troops.

The Airfix Roman Fort, gun position and Caesar's Gate set are now in the shops
and appear to be extremely good value for their modest price of 7s.6d.

Still on the subject of buildings, referring back to the June Wargamer's News-
letterwhen the cardboard cut-out houses available from John Hathaway of 112 W 7th
Street, 216 San Pedro, California 90731, U.S.A., were mentioned. At the last meeting
of the Wessex Military Society, Robin Merson brought along a selection of these houses
that he had made up. They were most impressive and can be thoroughly recommended to
all wargamers who wished to have houses suitable for wargaming in any period from the
16th century onwards. it this reasonable price, plus a few hours interesting labour,
they represent unparalleled value.

Some wargamers like to embellish their wargames table by having strips of
scenery stuck on hardboard along the sides and ends. Peco (The Pritchard Patent
Product Company Limited, Seaton, Devon,) have turned out sets of excellent background
scenery in 00 scale and N scale. Matching together, these sets consist of hills and
background scenery with a nice stretch of sky above. They look excellent when
positioned along the wargames table and also make very suitable backgrounds for
photographs of wargames or model soldiers. At 2s. -d. and 2s.3d. per sheet, these

‘are a good buy.

After a very quiet spell, Neville Dickinson of Miniature Figurines tells me that
he can now offer a range of British Napoleonic Infantry in his superior '"S" range.
Claimed to be the best figures ever put out by this firm, the present range includes
a Line Infantryman, a Guardsman, a Highlander, a Light Infantryman and a Fusilier.

A new American source of wargames figures might well be Bugle and Guidon, P.O.
Box 19256, Cincinnati, Chio 45219, U.S.A. This group are turning out 30mm full round
metal figures of the American-Indian Wars of the west. Their advertise range includes
both mounted and dismounted figures of General Custer, cavalry officers and troopers;
white and Indian scouts and hostile chiefs and warriors. I have asked them for
samples and they have replied that figures will be sent as scon as possible and they
will then be reviewed in the Newsletter. There are all too few 30mm figures available
to the man who collects this most interesting wargames scale.

DETTINGEN 174}.“He attacked the Regiment of Navarre, one of their prime regiments.
Our people imitated their predecessors in the last war gloriously, marching in close
order, as firm as a wall, and did not fire till we came within sixty paces, and still
kept advancing: for, when the smoak blew off a little, instead of being amongst their
living we found the dead in heaps by us; and the second fire turn'd them to the right
about, and upon a long trot. We engaged two other regiments afterwards, one after the
other, who stood but one fire each; and their Blue French oot Guards made the best of
their way without firing a shot.'

From the Journal of an Officer, Royal wWelch [usiliers.
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Book Reviews

"MacArthur AS MILITARY COMMANDER" by
Gavin Long (Batsford. 63s. -d. 3% photographs
and 11 maps).

This is another one in the series of
Military Commanders which includes Napoleon,

Slim. Wwhen first I saw this book with its

s £ : z = Sturmpanzer IV 'Grizzly Bear' - 1944
Jjacket picture of this autocratic American Scale 1:76 (4mm. to 1 foot) Drawn by H. L. Doyle

_soldier wearing his self-designed ''scrambled
egg" hat, I did not think that I was going (BELLONA MILITARY VEHICLE PRINT)

to like it. When I put it down, I knew that

I had enjoyed it probably more than any of the others in this series. For some in-
explicable reason, I found the story of the life of this handsome,self-opinionated
career soldier to be a fascinating story perhaps because of its complete dis-similari-
ty with British Commanders such as Field Marshal Alexander.

Forceful and confident from boyhood, Douglas MacArthur progressed through the
American Army in an astounding series of well recognised and well decorated strides,
accompanied by such familiar names as Marshall, Patton, Eisenhower and others. Giving
an interesting insight into methods widely differing from those prevailing in the
British Army (although not necessarily less successful because of that) this book en-
compasses a most interesting era of warfare ranging from the Spanish-American War in
Cuba, through the Great war, World War II and finally Korea. During the latter cam-
paign, the forthright views of General MacArthur clashed so badly with official
American policy that President Truman relieved him of his post in April 1951. A
legend in his own time, General MacArthur has joined the ranks of those Military
Commanders about whom discussion will constantly question - how good really was he?

Amor Series number 9 "Sonderpanzer' - German Special Purpose Vehicles by Walter
J. Spielberger and Uwe Feist (available from #.E.Hersant Limited, The Cholmeley
Bookshop, 228 Archway Road, Highgate, London N.6. 24s.6d. postage paid).

Modernist wargamers should thank their lucky stars that they are so adequately
catered for by books such as these and wargamers in other periods wring their hands
wishing that someone would bring out a comparable series covering the uniforms and
equipment of their own particular fancy. This book is of great interest because it
contains details and an astounding collection of pictures of radio-controlled demoli-
tion vehicles prototypesofastonishingly advanced tanks during the late 1920's and
1930's but most interesting of all, those almost legendary giant armoured fighting
vehicles about which the army had heard in the last war but, thank goodness, were
never called upon to fight. These include the "Maus'" and the "E 100" with a battle
weight of 188 metric tons, these tanks represented the heaviest fighting vehicles
ever built for any army - they were armed with a 12.8 cm and a 7.5 cm gun, together
with machineguns mounted in fully-rotating turrets.

The sheer technical know-how that goes into these books of the Armor Series and
the superb collection of photographs that accompanies them is a most impressive feat.

DELTORAMA

BURY: PULBOROUGH - SUSSEY.
HAND MADE. MODELS FoRL
WAR GAMES & DIORAMAS

ESTIMATES TREE

EVERY WORK 1S INDIVIDUAL - s
TO CUSTOMER'S SPEa FICATIOR ="




MORALE

An army is as good as it's soldiers, not its equipment - and soldiers are only as
good as their morale.

Wargaming suffers in realism from the fact that large numbers of men in real life
are represented by ridiculously small numbers on the wargames table. Conversely,
these small forces take madly disproportionste casualties so that their fighting
efficiency is unrealistically reduced or even destroyed. To avoid such unbalanced
situations thinking wargamers formulate firing rules that allow only small nominal
casualties but ensure a fluid battle situation by having morzle rules that cause units
and groups to frequently break and require rallying. This is not as "manufactured"
as it sounds, because morale-ratings are only tested for such good reasons as losses;
officer casualties; behaviour of surrounding units, etc., etc.

That other wargamers give considerable thought to morale factors is indicated by
the numbers of articles received on that subject. ZHach of the next few issues will 3
contain one such contribution by various wargamers - here is the first.
WARGAME MORALE
by

Gilbert A. Brown

Wargaming, as other endeavours, develops unevenly. I feel that, at present,
morale rules are the most underdeveloped area in the hobby. I make no claim that this
short article will change the situation. I do feel that it is a step in that direc-
tion. While the morale rules I will discuss were developed for Napoleonic warfare;
they can be easily adapted to almost any period.

Most men are reactionary beings. By this I do not mean reactionary in the polit-
ical sense, but in the sense that they react to a situation; rather than creating a
situation to act upon. Vhen I get up in the morning my mood is set, not by how I
decide I want to feel, but by a series of uncontrollable events. Is it raining or is
the sun shining? Does my shoestring break as I tie my shoe? 1Is there a parking place
vacant when I arrive at work? The soldier, and by soldier I mean the private soldier
that made up the bulk of a Napoleonic Army, by his very training was conditioned to
react to outside stimuli in the form of commands from those ranking above him. This
situation existed to different degrees in different armies, but the very concept of an
organised armed force makes it necessary for reaction to be present in a large measure.
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Keeping this in mind I have developed a morale rule that, while setting a basic
morale value for each type of unit, varies the morale of the unit according to a
selected set of circumstances and occurrences. Morale, in these rules, is affected
by the type of troops making up the unit (Line, Grenadier, Guard, etc.), by the re-
lationship of the unit in question to the type of types of units it is about to con-
tact, by the number of casualties the unit has incurred, by the unit's position in
relation to the position of the enemy, by the unit's size in relation to that of the
enemy, and by luck (represented by the role of the dice). Not all of these factors
will be used on a given morale check, but at least ome will be used each time. I do
not claim that these factors are the only ones that could have been used; they are
the ones that I felt were most important.

The morale rule below, while containing many factors, is quite easy to apply.
All plus or minus factors are in whole numbers which can be added or subtracted in
one's head without resorting to the use of paper and pencil. DMorale is checked in
the following situations:

1« When charging.

2. When receiving a charge.

3« At the time a unit has its first casualty.

4., At any time 25% of the unit's total remaining personnel become casualiies.
5. When the commanding officer is killed.

6. ‘When a2 unit in retreat moves past the unit in question.

7« vhen an adjacent unit retreats.

8. When the Army C.C. is killed or captured within 12",

9. Vhen reduced below half strength, a unit must check its morale every turn.

MORALE SCALE (Basic Morale Point Value for Each Type of Unit).

Plus 3 - Guards and Staff.

Plus 2 Grenadiers and Cavalry.

Plus 1 Light Infantry, Artillery, Reserve Cavalry, Zngineers, Line Infantry,
Supply Troops.

Minus 1 - HMilitia.

1

The factors listed below would also be used in morale check situations one
through nine. Other, special factors, will be listed later on for morale check 1.
when charging, and 2. when receiving a charge.

Plugs 1 - Staff Officer within 5".

Plus 2 - Army C.O. within 6".

liinus 1 - Staff Officer within 6" withdraws under fire.
Minus 2 - Staff Officer within 6" killed.

Minus 2 - Army C.O. within 6" withdraws under fire.
Minus 3 - Army C.0. within 6" killed.

Minus 1 = 25% casualties.

linus 2 - 507 casualties.

Minus 3 = 75k casualties.

liorale is checked by rolling two dice. They must total six, or the morale peoint
is not made. To the result of the roll of the dice is added, or subtracted, in the
case of militia, the value of the unit on the morale scale. In the case of a guard
unit which had suffered no casualties it would only be necessary to roll a three to
make the morale point., If the unit hzd suffered 50/ casualties it would be necessary
to roll a five (Plus 3 for Guard Unit minus 2 for 505, but less than 75% casualties
equals plus 1 to die roll), to make its morale point. 4s you can see from this ex-
ample, it is possible for a Guard Unit which has suffered heavy casualties to stick
around for guite some time. On the other hand, a line infantry unit in the same sit-
uation (5056 casualties) would need to be constantly rolling eight or better. There is
a chance that it can be done, but it won't happen most of the time. I think that this
part of the rule goes a long way toward solving the recent "50." controversy with re-
gard to when a unit loses its fizhting efficiency, and must withdraw from battle with-
out resorting to withdrawing all units whose strength falls below a certain inflexible
level. In the case of an attack by one unit upon another, I also use the three fact-
ors listed below to check morale. I first check the morale of the attacker. If re-
sults indicate that he will press home the attack I then check the morale of the unit
being attacked. The three additional factors are:

T Compute the numerical strength ratio of the units. .dd or subtract one point
for each 100%: of difference. By this I mean that an attack by 65 troops upon 20
troops would result in a bonus of plus 2 for the attacker. On the other hand,
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the troops being attacked would receive a penalty of minus 2.

Fs Add or subtract one point for each level of difference on the Morale Scale. By
this I mean that a Grenadier unit attacking a Line unit would receive a bonus of
two points. When a morale check is done for a unit composed of several types of
troops, the entire unit's morale is checked at one time. The morale scale value
used for this portion of the computation is that of the type of unit making up
the largest part of the overall unit.

Se Jhen attacking troops in a superior position (on hill, behind walls, works,
hedges, in buildings, or in sguare) the attacker subtracts one point. If the
unit being attacked is in a superior position it adds one point.

If a unit does not make its morale point, it rolls one die. If the result is
one, two or three, the unit is routed. If the result is four, five or six, the unit
withdraws one full move and faces the enemy. Rout and withdrawal do not apply to
troops who are checking their morale only because they are about to attack. If they
fail to make their point, they simply stand their ground. Cavalry units will always
attack; but, if they do not make their six, they roll one die. On a roll of one or
two the entire unit veers left and avoids all enemy contact. On a roll of three or
four one half of the unit veers left and one half veers right. Again, all enemy con-
tact is avoided. On a roll of five or six all in the unit will veer right and avoid
any enemy contact. The roll is made when the cavalry has covered one half the dis-
tance to its objective.

The system I have outlined above is suitable for single battles. To expand it
for use in campaigns one has only to select a system of plus and minus points for
each unit, or the Army as a whole. The factors that could be taken into account are
innumerable. Some might be, percentage of unit made up of replacements received after
the last battle, whether or not the previous battle was won, distance marched to
reach the battlefield, and whether or not the battle will take place within the unit'ls
own country.

—==00000===

A.A.JOHNSTCNE. Military Books and Prints. PITNmY, LANGPOXRT, SOMERSiL, 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 AND COLL=CTING MILITARY MINIATURES by Bob Bard. Profusely illustrated with
photographs and line drawings. Post free 44/-.

THE MODEL SOLDIFXR GUIDE by C.i.Risley and W.F.Imrie. 67 Figs. plus line drawings and
pholographs. Post free 44/-,

MILITARY UNIFORMsS Of THE WORLD 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 and Sieg. German publication, considered the
standard work on the Uniforms of the World. 440 pages and 1,600 figures with full
colour details. Post free 79/6.

THE FRENCH IMPSRIAL ARMY - THE CANMPAIGNS OF 1813-1814% and WATEALLOO by =.K.Riehn. 52
page booklet with 45 drawings and a wealth of detail on uniforms and their colour-
ings. Post free 27/3.

THE FRENCH INFANTRY ANO ARTILLE®Y 1796-1812 by R.K.Riehn. 12 page booklet and com-
panion to previous item. Post free 14/3.

THEE IMPEAIAL RUSSIAN ARMY 180U5-1815 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 CAVALZRIE; MILITATRY MUSI#K; MARINIMRS; and INFANT?E.IL. 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.Feutherstone and many others.




LOORING
AROUND

AIRFIX MAGAZINE - July 1969.
Contains illustrated articles
on "Battle'class destroyers"
described and modelled; the
start of a new series of Air-
fix conversions ''"The British
Army '14-18" by David Nash;
Part 1 of the story of the Bren Carrier by Peter Chamberlain; a guide to the Fokker
DR13 Chris Ellis' article on military Modelling "Austin Trucks" plus all the usual
reviews of books, new items, correspondence, etc.

AMERICAN HISTORY ILLUSTRATED - June 1969. Contains the following articles of inter-
est to wargamers - ''They Were There; D-Day, 1944"; "Fort Ticonderoga'; an interesting
section on Artillery of the American revolutionary period (from the Picture Book of
the Continental Soldier by C. Keith wilbur) plus an article on the last man killed
in World War I. This issue also contains a 12 page supplement of books dealing with
American history.

BATTLE FLEET - July 1969. Official Urgan of the Naval Wargames Society. Contains
articles on the Imperial Japanese Navy of World War II; German Gunboats of the last
century and wargames reports.

CIVIL WAR TIMES ILLUSTRATED - June 1969. Highly interesting to the American Civil
Nar wargamer with well illustrated articles on General Alexander; Antietam; General
Fremont; with McClellan on the Peninsula;'"Confederates in California'"; and an inter=-
esting story of raid in which Bedford Forrest was involved.

THE AVALON HILL GENERAL - July-August 1969. The book for the man who likes board war-
games, containing variations and new ideas for playing the games put out by Avalon
Hill.

SOLDIER MAGAZINE - July 1969. Keeps the Modernist wargamer up to date with all that
is new but also includes historical items of interest to all. This issue has a
further article in the "Military Models" series concerning the tank models made by
Japanese makers plus book and record reviews etc.

THE WELLSIAN SCCIETY NEWSLETTER (Dedicated to Britain Models). As always, contains
pleasantly nostalgic articles and features dealing with Britains figures and wargam-
ing a la H.G.Wells.

===00000===
WARGAMES CLUB MAGAZINES AND JOURNALS

RANK AND FILE - Newsletier of the Tunbridge Wells Wargame Society - July 1969. Con-
tains articles on converting Ancient figures from Airfix - Roman Auxiliaries by Stan
Colby; a Battle Report of an Ancient Wargame plus articles on Morale and American
Civil War uniforms.

NEJ ENGLAND WARGAMERS ASSOCIATION NEWSLETTER - April and May 1969. Contains articles
on an "Open Challenge Modern Wargame'; "The Sinking of the Hood"; the organisation of
Brunswick Contingents Napoleonic period; Rifle regiments in the American Revolution;
Wargame Organisation and Uniforms of the British Army during the Zulu War; a Tactical
Problem and wargames reports on land and sea battles.

THE WESSEX WYVERN - The first issue of the magazine of the Wessex Military Society.
Edited by Neville Dickinson, this worthy first effort contains articles on conversions
of modern vehicles; reports of wargames in 1708 and the English Civil War period plus
articles "Wargaming - A Game or a Science' and ""The Hobby Called Wargaming" plus
competition pageand details of the Society's future programme.

===00000===
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THE NOTICE BOARD

. Brigadier Peter Young, D.S5.0., M.C.,

jurites: "You might tell Russell Vallance
0f my book on the irab Israeli War of '67!
\nd Agaba NOT Agquaba The Six Day's .Jar was
' 0y the late Randolph Churchill as well as
«inston."

- ===00000=--
Barry Carter asks: "What are the scales of Roco Minitanks; Airfix Armoured {
Vehicles; Airfix Arabs, Foreign Legion, Paratroopers; Airfix Afrika Korps, etc. How S

do all compare with Scruby's 25mm English scale? #hat is Neville Dickinson's equiva-
lent scale for 00/HOZ"

=== 00000===

D.J.Constable of 149 Sherwood Road, Hall Green, Birmingham 28, wants to know of
any book which will give him the composition of German units during the Great War down
to platoon level.

-==00000~==
If the person who left behind a camera at the play-off between the Birmingham and
Liverpool greams at the Infantry Junior Leaders' Battalion Oswestry will write to
Peter Davis, kdn Div, IJLB, Oswestry, identifying it arrangements will be made for its
return. ;

—==00000---

FOR SALE: Norman Newton '/ Years war - Prussian:- 6 Musketeers, 1 Mounted Officer
- 17s.6d.

WANTED: Gamescience '"Confrontation". D.Taylor, 132 Dowson Road, Hyde, Cheshire.
Enclose s.a.e.

===00000=~~

12 issues of Scale Modeler Magazine for sale; desire to purchase one copy of
Greater Than Napoleon by B.H.Liddell-Hart. Melvyn I.Levine, 243 licDonald Ave:ue,
Brooklyn, New York 11218, Apt.3D, U.S.A.

=== 00000===

Interesting information concerning the National Army Museum has come to hand,
This Museum houses a collection of objects and records relating to the history of the
British Army from 1573 - the founding of the Militias - to 1914. The National Army
Museum is about to go through the most challenging and exciting period of its develop=-
ment since in the Spring of 1970 it is to start moving from its present temporary
location at Camberley to a completely new building in Chelsea. Here it is intended to
establish for the Nation a Museum which will provide an inspiring feature of "Our
Army's'" contribution to the National heritage. The Museum will be developed as a
living and authorative National Institute which will complement without duplicating par
the role and purpose of the Imperial War Museum.

—-—=00000 ==

In a secondhand book shop in Salisbury the Editor recently discovered a copy of
"Tackle Model Soldiers This Way" which he had written some years ago and which is now
out of print. Although the original price of this book was only 12s.6d, the book
sellgr had priced it at £l1. -s. -d. Conscious that enquiries for this book have been
made in the past, the Editor purchased it and will be pleased to let the first appli-
cant have it for £l. =-s. -d. plus 1s.6d. postage and packing.

---00000-=~

Have just received No. 6 of the American Wargames Magazine, The Armchair General.
It contains details of The Fifth Eastern Regional Wargame Convention together with
illustrated articles on "Italian Naval Strength in the Mediterranean'; "The French and
Prussian Armies - 1870"; a continuation of "Graveyard St. Privat" by Henry H.Boden-
stedt; a further chapter from the archives of Ted Haskell "Battle of Houplesburg'; an
article on war elephants; together with reviews of books and latest models, etc.

===00000===

Back numbers of WARGAMZER'S NEWSLETTER from October 1968 to August 1969 are obtain-
able at 3s. =d. (36¢) each, including postage and packing.
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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. éd. ($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 |6th 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. éd. ($4.75)

“ATTHEMWITH THE BAYONET!”"—The |st 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.

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 [9th 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”—|0s. 6d. (§1.50). Illustrated 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



FIGHT YOUR OWN BATTLES

let supply the froops and equipment!

With AIRFIX it's easy and inexpensive.
AIRFIX OO/HO gauge models are
incredibly accurate miniatures.

' You can have a full scale war
; é ‘j on your hands for less than 20/-!

. ..\-. "9’“ AMERICAN CIVIL WAR .

ARTILLERY -33 pieces

o,
AFRIKA KORPS-48 pleces b SSye vl
.y y Y
32

Ag AL FAIGURES N
REALISTIC ACTION POSES!

AMERICAN CIVIL WAR . =
UNION lRﬂV—‘ILpI.:-RI ‘":g,_ Other models in the AIRFIX OO/HO range
“Guards Band WW1 French Inf. Royal Horse Art.

Farm Stock Colour Party Commandos \« -
Cowboys German Infantry  Inf. Combat Group
Wagon Train Indians Civilian Personnel ::::::::‘?::::&_Ru Siaies
Japanese Infantry U.S. Marines Foreign Legion
Sheriff of Nottingham Arabs (Bedouin) Russian Infantry
WW1 American Inf.  U.S. Cavalry Robin Hood
WW1 British Inf. Romans Paratroopers SuRY 'lu.,,
WW1 German Inf. Ancient 3ritons

SHERMAN TANK

S NEW! ™,

£54mm figurest

$ : PARATROOPERS }

&
29 action figures in @
‘ realistic positions, @
available now!
5 o

'.----’

FIELD GUN

BRISTOL BLOODHOUND

Other models of weapons
and armoured vehicles

Panther Tank Churchill Tank

Panzer Assault Gun Stalin Tank _#
Bren Gun Carrier Centurion Tank

German Armoured Car D.UK.W.

Buffalo Amphibian Tank Transporter

Matador & 5 x 5" Gun U.S. Half Track

T34 Tank WW1. Tank

88 mm Gun & Tractor Buffalo 8 Jeep =

L.C.M.3 & Sherman R.A.F. Emergency Set

FROM MODEL, HOBBY AND TOY SHOPS, AND F. W. WOOLWORTH.




