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Membership 

Please remember that you should by now have renewed your membership. Anyone who has not yet done so 
should contact Andrew Finch. Those of you who have not got Gold Card membership may obtain a half 
price membership from July to December. If you have paid any fees so far this year this will be credited to 
you on the basis of half an annual normal sub, plus any Thursday subs you have paid since 1st July. If you 
are interested contact Andrew Finch. 

A list of members will usually be delivered with the magazine. Phone numbers and addresses change, and I 
think it is easiest to give a copy to members with each magazine. This way you can also keep up with new 
members. You must be a member to enjoy the benefits of the discounts offered by companies on the list. 

Ma2;azine delivery 

Some of you will have received the last magazine by post. The committee agreed to my making suitable 
arrangements to get the magazine to all our members. The system will work as follows: The new magazine 
will be available at the Sunday meeting after publication, and also to the Thursday meetings for about two 
weeks. After that, anyone who has not yet received a magazine will receive it by post. After all, if you are a 
member and have been unable for various reasons to get to a meeting, you are still entitled to the mag. 

Dates for your diary 
7 August 1994 

4 September 1994 Club Bring & Buy 

18 September Amhem Game 

2 October 1994 

6 November 1994 Committee Elections 

4 December 1994 AGM, Painting Competition 

Other events planned by the committee are: 

A Hordes of the Things 1 day tournament 

A OBA tournament in November. 

One day naval battles of Tsushlma and Jutland 
(the latter when I finally start painting). 

If you have any questions or suggestions, please 
contact the editor. 
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Advertisements 

Advertisements will normally run indefinitely, or until removal is requested. If you have an advert you would 
like putting in the "Rank and File" regularly, please drop me a line. 

Painting Senice DBA Armies 

Any OBA Army painted:£ 10.00. Additional elements£ 1.00 each 

Other commissions considered 

Contact Ian Foster  

Rules for Sale 

Naval Pre-Dreadnought rules for sale: "Perfidious Albion" 

Contact John Hurst or Andrew Finch.£ 4.00. 

Also "Into the Laserzone" SF Ground Rules 

Contact Andrew Finch, Chris Avery, or Alan Butler.£ 4.00. 

Build your own wargames table (Part I) 

by Andrew Finch 

A few months ago, we held an e:\.i,erimental wargame at my house, but I had no table. Fellow member Alan 
Butler kindly brought along his portable wargames table, which we put on my dining table, shifted the furniture 
around, and set to. This worked very well. 

The problem confronting me, as will confront many others, I am sure, is how to have a table, which can then be 
put away when not in use, but which is not of such a size that it cannot be stored anywhere. Ideally the pieces 
must be able to fit somewhere out of the way until needed The small size of many modern houses and their 
sometimes curious construction means that storage space is at a premium. 

I considered the options, and decided on the following basis. 

The table must be able to be taken apart quickly, and must be stable when assembled. It has to fit on an existing 
dining table, and must not exceed 6 x 4 feet in dimensions. It must store so that it can be put beside or behind a 
cupboard or bookcase, or under the bed The pieces must fit into a car without too much difficulty. 

As a start I considered Alan Butler's table, which was 3 pieces of 4 x 2 plywood, held together \\-ith plastic clips 

(used on display stands and similar to those used to bind documents together). These clips were a bit of a 
problem when we used the table, because the terrain tiles did not sit flat on the table, but were slightly raised 

The solution I have adopted is as follows: 

3 sheets of 4 x 2 foot plywood. The three sheets must be checked that they are all flat and have no distortion. 

2 6 foot wooden battens (these are about I inch thick by 2 to 3 inches wide. 

12 bolts, and 12 suitable wing nuts. 

The three top sheets will be bolted to the battens using the bolts and wing nuts, the surface of the sheets being 
countersunk so the bolts are not proud The battens will serve to hold the sheets together rigidly, and could also 
be so positioned that they are located so that they as far apart as the table top is wide, so that they are just either 
side of the dining table top. This would prevent lateral slide if someone leans on the table. 

This is the plan of action. Next month's magazine will give you my reactions on actually putting this together, 
with the necessary practical tips to avoid the mistakes I am sure to make. 

Wish me luck. 



Multitudes of the Thines
Using EoIT for Mass Baffles by AIen Butler

INTRODUCTION
There has been considerable interest in WRGs' "Hordes of the Things* (HoTT) rules in the Society, and many
members now possess several l5mrn fantasy HoTT armies. I ftre rules work well for one-offbartlis, tnrl it
seems abut time the Society had a framework for larger games involving several players a side and hundreds of
figures. To this end, here is a flexible system of modifications which can be used for big Hofi battles, based on
WRGs DBM rules. All distances are in inches. If you use thern, let me know how you got on.

COMMANDS
One player is dssignated the Comman&r in Chief, and the oth€rs are subordinate generals . Each player has
his ovm general's element and his own comfirand of elements, but they do not have to be of equal size. Troops
are allocatedfu the C in C. As usual, no command can have more than half its total points of 61413 AP
elernents, and otly that ofthe C in C can include gods, dragons or lurkers. Up to 3 subordinae generals can be
players, more than 3 must be 

*allied" 
, which can be players or not- Esra subordinate generals cost an efrra 4

points each, allied generals cost an esra 2 points

PIP DICING
The C in C throws all &e dice for on-table comman&, and then allocates PIP dice to players. Allied generals
and flank marchers are diced for separately. PIP die can continue to be thrown after a general's element has
been lost, but his troops won't fight as effectively.

DEPLOYMENT
Comma-nds are set up on the table alternately, sArting with the attac,ker with the largest number of elementg
then the deferder with the largest number of elements and so ou. The &fender sets up 6 in from his table edge,
the atlacker 3 in, as$ming a tatfle 24 across. Neitlrer si& can set lp within 3 of the Uble edge. If using a larger
table, sef up 15 apart. The de,fen&rs take the first bound

tr'I.ANKMARCEES
&re general and his coruruod eanbe sent on a flark march on each flenk. The flaok is recorH &ning
@o1ment. The general noeds 6 PIB to arrivg and the flank declar€4 and the omoaents asked if they also
have offtable tro{ps on that flank. Ifboth sides have a flank force, the ome with the smaller aumber of elemen6
is driven badg arriving nexl bound on that table edge and make a 'flee' move. The larger comrnaad arrives
nes bound Unopposed flank marchers arrive anywhere in the oponents half of the qpecified flank b$, tactical
or march moves, in the ner bound- Any enemy element within 3 and in sight must make a 'flee' mwe away
from that table edge, unless inclme combat

MARCE MOVES
These erpend PIft exaclly as tactical moves, but mn not start or end closer to an enemy thar 4. An elemert or
grcItP(Im notmake march and tactical mor€s in the same borm4 tut can make as many march moves as there
are PIk available.

TINRELIABLE ALLIES
An allid general whose first PIP dice is 1 or 2 is unreliable. His troops will nd shoot or move closer to tk
enemy tha$ 6, until he scores 6 for his PIP dioq or the enemy shoots or mwes ioto contact with his trmps. If an
unreliable general scores 1 or 2 again with his PIP dice, he changes si&s.
DEMORALSATION
This affets a command when 1/2 of the original AP have been los! or the general is lost and his ne* plp dice
is not greater than 1/2 the AP currently tosr A&moralisedcommard can make 1 tactical move, and the other
PIh are used to halt groups or elemenls. G[er elements flee towards their hse table dge.
VICTORY A}ID I}ET'EAT
A side r*'hich at the end of any bound has lost eitkr its C in C or half its AP, and has also lost more Ap than
tlre other si&, or that has lost its stronghold, must flee offthe batlefield Elements can be lo6t b,
demoralisation or changing sides.

I

I Do you possess an Undead army, or do€s it possess you??



I\ND N(O\NT-..

Murphv's Law of Combat Oqerations
Tested to (his orn) destruction by Malcolm Dove

You are not Superman.

Keep it simple, stupid

Automatic wqrpons - arent.

Recoilless weapons - arent.

Suppressive fire - wont.

Incoming fire bas right of way.

If the enemy is in range - so are you.

Dont look conspicuous - it draws fire.

ffit's stupid and it works, it ain't stupid

When in doub( empty your magazias.

The eaqy way is always mined

Try to look unimportant - they may be low on ammo.

Professionals are predictable - it's ttre a$ateurs who are dangerous.

Teamwork is essential - it gives them somebody else to shoot aL

Nwer draw fire - it irritates everyone around

you do c:ln getyou shot - including &ing nothing.

No cornbat ready unit ever Fssed inspection.

No inspection ready urit ever passed comht.
Never share a foxhole with anyone braver than you.

If your attack is going well, it's ar ambush-

No battle plan eler survives contact with the enetrry.

Your weapon was made by the towest bi&r.
The enemy diversion you :ue ignoring wifl htrn out to be the main attack

The only thing more accurate than incoming enemy fue is incomiug friendly fire.

When you have secured an area don't forget to tell the enemy.

Make it tough enough for the enemy to get in andyou wontbe able to get a*.
If you're short of everlthing but the enemy, you're in the combet zone.

The enemy iurariably attacks on only two owsions - when you're read5a, when you're not.

I



HEXCESS THRUST
by Andrew Finch

These house rules are an adaptation of Jon Trffley's Full Thrust system to a hex based game. No infringement
of coppright is intended and all rights of GZG and Ion Tuffley are acknowledged They are reprinted courtesy
of Rank andFiIe, Journal of the Tunbridge Wells Wargames Society.

What we have reproduced here is an esract of some house rules which we have tested and foundvery easy to
use. I would like to run through the basics by way of introduction-

The main new component is the use of Geo Hex hex mals to regularise movemeot and ranges. This is an
unsolicite4 free plug for our friend Jon Tunsy and Ground Zero Games, so not only cnn you brry the rules
&om him, but also buy the hex nuts from him as well. Movement is done using the hex rows as a gui&, and
only 6 directions, rather than the 12 clock faces of the original. With the alterations in the rules to govern
mwement and speed" the turning circles of vessels are that bit greater. Game play is easier because you can
bet8er plan your move and know exactly where the unit will be after the manoeurrye.

The set up idea is one which in our Into the l,aseuone rules, and they regulate a fair layout of forces
before the game. Space games usually have no s@nery, so we adffi the random efrect of scenery. Gr house
rules allow for non-fatal (hrt very messy) collisions with asteroids and similar. One terrain effect not described
in detail is the Dust Cloud" This blocks lines of sighg can be flown through, hrt a ship cannot ilurnoeuwe'
accelerate or decelerate in a Dust cloud, without slagging his engine. The assumption is made thx the hydrogen
scoops (or whatever) will suck up the &rs and clog up the systems.

The Scenarios are a further idea from laserzone and enable players to set up their olvn games as prt of a
campaign.

We adoped the idea of Control Rolls from Battlespace, which also served as ttre sourcefor E:rcess Thrust,
which enables beuer manoeuvrability at higher speeds. To give the efrect of the Kravak high manoeuwe drive,
grve them a +2 on their control roll. We also make use of crew qulity, which chaoges the prrchase price of
ships, and has an effect on Control Rolls. Finally, we have a large number of circumstaaces iu which rolls nd
to be made, hrt these :ues are not covered below (Scrambling Fighterq Damage Control erc.).

In the movement section we have allowed the table to be 'scrolled'. Remember, you heard it here first (though
oul mainsFeam wargamers at the club expressed some a$onishlnetrt at the mnceE of 'scrolling tte tabte')!
One reason we did this was to prevent plryers sicing with massed batteries on the @e of the table. This way,
they can be forced ofrthe table if th€y are not care,firl. It also allows ships to be hought back later in the game.

We foundthat using the mat, with the changes &scribed in the mwemeat section, enabled easier movemenl
Under nuxoouvre, we have allowed ships to change headiag anl"where &ring their move, as long as they mve
I hex forward flr$. In our games, chrnges of speed take place at the end of the move, and shipe must a$ually
move their full Velocity &ring the current move. This is sligttty different from FI, which allows the change to
take place a the sta* of the move. We ad@ed the o6ion of changing frcing hrt not headiag, which gives
sorne more flexibility in the game.

The weapons from FT were left as they were, though we have dropped the more gross devices which were prone
to abuse by players who charged and firedNwa carmon every ftlrn - the rules do not s:lyyou cannot, though the
spirit of the rules implies you cant. We invented 2 new weapons, the Plasma Bolt (a redrced effect Nova
cannon but quite unpleasant) and a Disruper, which does no hull damage bul destroys syst€ms. The needle
beam was &opped and re,ptaced with Precision Fire, which is allowed to lasers and irailgrms, which dorsle
their range in hexes, get therefore fewer die, but get better cbances of critical damage.

Weapon ranges were taken in iachm, dirriM by 2 and turned into hexes. Other di$ances were left unchaage4
flrcept for fighters, which also on$ rrove 6 hexm. We found this wslged xrcll in co4iunction with the wider
urning circle6.

Critical dan:age was one major change we intro&rced, again ody briefly &scnibed here , rather than x,aitiag
for the thrcshold to occur, our idea is that every hit on the taryet has a chance of knocking out a qystem. This
chance was rated at 1 in 6 (some weapons hgve 2 or 3 in 6, and Disnrpers atways cause Crits. We then adop€d
a ship schematic diagram which determin€d where on 3 ship qystems are locate{ with fi:red rules determined
by the size and $pe of weapons etc. Finally, the angle of fire (which caa be found out easily using the he)r5)
&termined which zone is hit. The actual qystem hit is &termined ra&mly.



Abbreviations *O*U
o MD Manoeuwe Drhe; - provide rnanoeuwe ability.
r TP Thrust Point; - read from the Thnst Ouput Track.
. V Velocity, unit of;

' Ship Refers to any craft built using construction rules, as opposed to fighters or missiles.

Calculations resulting in fractions, are always rounded up.

The game is played on a hex mat or sheet on a table.

The players will also have to provide a large number of D6, and some scrap paper. Also various small
numbered and other counters will be needed to denote the velocity of the ships in play as well as other effects.

2. Set-Un & Scenarios
PLAY ARE,A SET T]P

First define the centre point of the play area, and the corresponding centre points of the two players' sides.

Dice for the terrain, using 1D6. Roll the D6 as below. If any result comes up a semnd time, then l-3 stationarX
Dust clouds are availSle for placement.

r l-: l-3 groups of 1D6 Asteroids. Each group of asteroids is placed within a circular area of 7 hexes.
e 2: I large Planetoid
r 3: 1-3 small planetoids.
t 4: Re-roll dice at -1.
o 5: Re-roll dice at +1.

o 6*: No further terrain.

Place all terrain items to one side of the table. Each terrain item chosen must be placed initialty on the hex mat
within 15 hexes of the centre point. Placement is carried out alternately by the players, each prttiag a group of
items on the play area until all are placd-

After placement of all items, determine direction and velocity of the items. Direction is determined at random
on 1D6. If this is Planetary Invasion scenario, then items may only mwe across the play area, not towards or
away from &e plaaet. All items of a particular qpe move in the same direction. Each group moves at a sped
&termined for it at lD6-l V.

Having placed terrain, molre to scenario set-up, as appropriate. All scenarios use the Encounter set-up unless
otherwise modified

ENCOI]NTER SCENARIO
Each si& has equal points (for a oneoffbattle - in a campaign then the points valrres available rnay differ).
Each side rolls lD6 to determine who &ploys first, un&r following conditions:
r V may be any &sired, unless otherwise stipulated below, and must be displayed when laid-
r foser sets up one ship, within 15 of the centre point.
o Winner sets up I ship, e:<actly 30 hexes away from the first &ployed ship.
o Remaining ships are set out alternately by each side, al least 30 hexes away from an opposing ship, bul

winner of roll must place one ship last.

Victor-v is determined by the loser being the first player/side to lose 507o of his original points value of shipe,
expressed in points of shipo destroyed or caprured If one side ca$ures enemy ships, &eir lalue after caphre is
added to the PV of the si& and used to determine whether 507o has been achieved- The points value of
captured ships is redrced pro rata the number of destroyed hull hit boxes. For example, side A had 1000 points,
has lost 520 points at the end of a turn in which it captures a ship from si& B worth 26 points. Side A has
therefore not lost yet-



SYSTEM I}EFENCE SCENARIO
The attacker has an adlantage of 3:2 in points.

Victory is &termined for the attacker if he mn exit, from the Defender's edge, at least 50olo of his force's
original Hull Hit Box value, with a V on each ship not greater than 6. Capturd ships hull hit boxes are
aounted towards this, so if side A had 50 hit boxes and had lost 30 of them, then capured 6 hit boxes and
exited all 26 hit bo)les acmrding to the scenario rule, they would win.

PLANETARY INVASION SCENARIO
The attacker has a 2:l points advantage over the defender. He enters at a ryeed no greater than 150% the
Plaretary Rating of the planet.

The defender's end of the table is &signated the Planetary Zone, with a rating of between 4 and 8. The set up is
as for Enmunter, however the Defen&r ships may be moving at up to 200olo the Planetary Rating of &e Planet.

The defender may keep ships offthe table at either side. These maybe brought on in the Planetary Zone (the
band of 4 to 8 hexes on the Defender's base line) at a V = Planetary Ratiry.

Victory is determined for the attacker if he can exit in oftit or land on the planeg cargo boxes equal to the
&fender's orieinal points value, diyi&d by 50. (20 friendty cargo boxes per 1000 enemy pohts).

CONVOY ACTION OYf,RLAY
The (defending) convoy player defines the PV ofhis escorts.

The attacker then defines the PV of his ships attacking the convoy, which may not exceed the 150% x the PV of
the escorts).

The civilian ship points values are total of escort's PV plusattacket's PV.

The convoy player defines his destination area, which has a 2 hex radius from a defined point. This defined
point must be within the Planetary Znne at the planet end of the table if the Convoy Action is part of a
Planetary Invasion Scenario. In other scenarios, it might be a Jump Point The area must be clearly desigrated
oo the table.

Victory for the convoy is to get at least 50olo of the civilian shipc' hull bo:res to the destination are4 ending their
move il the area. Cadured civilian ships & not count ir this scenario type. To safe$ discharge their cargo,
which is usually the objective, they muS be have a V agreed before play starts.

3. Off Ta Ships Phase
The following actions regulate w'hat happens to ships offthe table and are carried out in the indicated order.
. If a ship is not out of contro[ make a control roll, dedrcting g1s ship's current V from the dice. If

successful, the ship is brought back onto the table rithin its current Thrust Grput in hexes from the exit
point. It has its current V, and the heading must be towards the centre of, or across the table. The ship will
move as part of the move interlac€ according to the rules. If it fails, the ship stays offthe table.

o If the ship is not out of contrtl, it may change its V, if danrage does not prevent this.
r The ship may try to carry oul Damage Control, according to Damage Control Rules, with prior declaration

as usual. This may be attemsed erren if out of control.
o ffthe ship is out of control, a control roll may now be attemged-



4. Movement
MO\IEMENT SEQUENCE
Movement is carried out alternating between sides.

STACKING
(lhis may be unrealistic because in this scale the ships could occupy the same hex, but the models won't)

Movement of shipe through enemy hexes is permittd though fighrers may be pinned when first movd
adjacent to enemy fighters (s€e Fighter rules).

Stacking of two objsts, either friendly or hostile, is not permitted
Notes:
r A Figbter and a missile counter may be stacked at the time of launch. They may not be stacked at any time

afterwards.
r Multiple missiles may be stacked at the time of launch. They may not be stacked al any time afterwards.
r Two or morc fighter counters cannot stack at launch, or at any time afrenrards.

If movement of a ship would mean that it would end in the same hex as another ship, au asteroid or a Starbase,
then each rolls 1D6, and affs the current ldanoetrwe Drive rating to the result (Asteroids and Starbases have
an MD rating of 0).

If the roll is against a Starbase or e ship, the higher scoring ship makes an emergency manoeuwe and
displaces by t hex to avoid the collision (even if the drive rating is zero). The ship making the emergency
rumoewre mmt maintain its current heading and facing. The manoeuwe must be into an unoccupied her If
there is no suitable unoccupied hex for the manoeuwe, which would cause the ship to entff another akudy
occupied hex, then the repeat the roll for the ne{ hex for the ships entering and already in the hex until a lalid
result is otfained These manoetrwes are made regardless of whether shipa have moved in the turn.

If the roll was against an asteroid and if the ship wins, it displaces as usual with no ill effects. If it "losesn then
it still displaces btrt suffers damage as if hiting an astoroid (see Terrain Etrects).

COI]BSE I}ETERMINATION
All ships move ahead into the hex in front of their facing after qpending Thrust for manoeuvre. All ships must
be aligned with the hex sifu.
THRUST & EXCESS THRUST
All movement is regulatedby the Manoeuwe Drive which uses Thrust Points (TP) to change speed and
heading. The total of TP used by the drive in a turn may not exceed the current Thrust e$prt of the ship, nor
may total thrust burnd in rnanoeuvre 6l shsnCirng V exceed the drive capacity of the ship.

Heading may only be changed by using up ta y2the Thrust GrBrt of a ship, unless using E:<cess Tkust. Speed
may be altered by using up to the Thrust Outprt of the ship to accelerat€ or decelerate.

Excess Thrust allows a drive to burn upto the entire Thrust c$FIt in Manoernre, instead ofjust % as normally
wouldbe the ease. Excess Thrust must be declared before any mwement takes place, aad immediatety a
Control Roll must be made. To succes$rlly make a control roll, roll 2D6 and score 6 or more. If the ship faits
its Control Roll then it goes out of control.

SEIPS OUT OF CONTROL
A ship that is out of control may orly move forwards at its curent velocity in its movement phase, with no
change ofdirection or velocity, until it succeeds in regaining control at the end ofa turn. To regain control, ro1
2D6, scoring -2 if the ship used Excess Thrust this &rn.
SHIPVELOCITY
A ship's velocity is markedbeside the model with a numbered counter, which &notes the V it will move drring
movement.

Thrust to alter velocity is aplied &ring each shiy's msv€ment. The V resulting from any change will be
effective in the next movement phase. After the ship has finished moving the counter is replacedwith a
counter showing the V in dect noc movement phase. If a ship encourten a terrair objecq the V used to
determine efrects is that I'alid at the start of the rrcve.

Unless a ship has burned enough Thrust as its last action in the previous tum to bring the V to 0, all ship must
move forward into the hex ahead of them as their firs movement action in the urn if their V is greater thnn 0.

velocity may not be re&rced to a negative number and ships €nnot move backwards.



tr.ACING, EEADING & COURSE CHANGES
Ships may change heading by a maximum of I hex side in a her To alter heading by I hex side costs %W pr
V ofcurrent velocity (rounded up), so a heading cbange of I by a V 5 ship costs 3 TP).

Ship with V:0 may spend TP to change facing in a hex, at a cost of I TP per hex face changd but such a
ship must remain in the hex- These points munt against the manoeuwe limits on a ship.

Ships may also OPTIONALLY el*. to change facing at the start of its movement using Manoetrwe Points, as
long as they do not cbange either heading or speed this turn. It costs I pornt per hex side to change facing
while not changing direction. Facing may not be changed using Excess Thrust. If a ship subsequently changes
heading or speed, it automaticalty adopts the facing of its heading &t the start sf its movement.

STARBASE MOVEMENT
Sta6ases have a V deternilined at the start of the game, between I and 6. This does not change dring the
game. They may also have the ability to rotate (see below).If Startases are to move into Planetary Zones, then
&ey must be Streartlined if they have a V of 5 or 6, and Partially Streamlined if they have a V of 3, or 4.

Statkses nuy have the ability to rotate I hex face per turn. Whether this is possible, and the directiotr, is
d€fined at the start of the game. The rotation happens at ttre end of the Startases' Movement in the End Phase.

LEAVING TEE PLAY AREA.
If the ship leaves the play area, note its velocity and point of exit. Off Table shipe are handled in the OE Table
Ships Phase. Fighters msy not leave the play area htr missiles, mines aod terrain features &ing so are lost.

A player may opionally claim the right to 'scroll' the play area along etry one of the hex rcws by an a$d
number of hexes, before he moves his ship, to avoid having to lerye the table. If there is a geographical
objective potnt, this may not be 'scrolled" ofrthe tablg nor may the table be scrolld towards or away from a
planetary edge. The number of hexes 'scrolled" may not be greater than that requiredto place the playet's ship
2 hores away from the edge of the table after his movemenq unless age€dby both players.

A player may not use this ilanoeuwe unneccssflrily or to push another ship offthe table, unless that ship is onrt
cfcontrol or has a V of0.

A ship with a V of 0 will be assumed to a&g a V equal to the number of henes scrolle4 md its return point is
then marked as shown above.

If a terrain feature is 'scrolld" offthe table, then roll lD6 for a new terrain feature in the newly revealed are4
using the terrain set-up nrles, and treating 4, 5 or 6 as new terrain. The new fea$r{s) will be on the edge of the
play area moving across it.

5. Weapon Fire
rIRE ARCS & LINES OF SIGET
Arcs offire are determined using the hex mat. The forwrd arc is that correred@ an arc ahead of the ship,
bounded fu two radiating hex rows to left and right out of &e hex ahead of the ship. The side arcs are tlose
boun&d by the hex rows radiating from the two hom oa either side of the ship. The dg34 arc to the rear
conforms to same scheme as tbe forward arc.

}VEAPON RANGES.
we4on ranges are convertd from those given in the rules ia inches, by aviain* in 2, and then calling them
hexes. This give fairly short range bands but fits the game onto a table better.

ETTECTS OF SHORT RANGES
I-asers have an enhanced effect at "point blank* range of I to 3 he:res by gving them 1 exra effect dice. This
gives them a bit more power, and makes fitting B's and Cs an attractive optioru especiat$ if they can get in
ctose behind atarget.



6. End Phase
DETERMINE VICTORY
Has anyone won the game according to scenario criteria. If not continue with the game.

MOVE TERRAIN EI.FECTS & STARBASES
Move asteroids, planetoids and Starbases. If any coltide with other objects, then this will have the effect shown
in the Terrain Etr€cts section.

Roll 1D6 per hex for effects on Dust and Debris Clouds, identifying the hex to test before rolling:
. 1,2; Theclouddisappearsfromtheher
c 3, 4: Thecloudremains inplay.
. 5,6'. The cloud expands adding I hex to one of its ftces, determined at randorn, as long as there is a free

hex adjacent. If it r*'ould strck with another cloud hex of the same type, re-roll the dice. (Dust and debris
clouds maybe stacked)

CONI"ROL RECOYERY
In the End Phase any ON TABLE ship that is out of control may make a C.ontrol Roll to recoyer. If it fails to
recover, then it continues out ofcontrol ne* turn.

Message from the Editor
Next Month

We will have a continuation with free splinters of my home made collapsible wargames table sega (bloodstains
are also available as an opional esra for Gold Card members only. Russell's after action report on the Sicily
game is here, so that wifl get an airing as well. Dave Cook has also pro&rced some Neolithic wargames rules,
YES Realty, which he &monstrated as Eastbourne. t hope to be able to bring these to you as well.

Yours truly went To the Redoubt again last to Eastbourne this time to give moral suport to Hugh, Euan and
Chris, who did a Club demo for TWWS, with a ratler nice early World War 2 game set in France. The club
should shorr their appreciation to those who are prepared to go and fly our flag.

Speaking of Eastbourne, we came across a tra&r (by the way they were ALL difrerent this year) who has a
beautifirl line in WW2 metal vehicle kits, mainly arty war, of those vehicles which you just wish you owned I
have the man's credentials, and will pss them to the Open Day organiser. If Tim hadbeen there, t am sure he
would have bought plenty. I have a list of products for the Club notice board. The firm is:

MMS Models, 26 Crescent Rise, Luton, Beds., LU2 0AU.

Players sought

lVe are looking for support for a Tsushima game at the hall in the Autumn (Note for Commiuee to find a date
please). Could all &ose interested in participating in this game please let John Hurst have your names as soon
as possible, so we cEul gauge the level of interest. The game will be played using his PerEdious AIbion rules.
Those fortunate enough to prll the short straw and play on the Russion si& en be reassured that the victory
coaditions will permit tlem to win (b, sinking enough enemy ships). The Jap sfrips sunk will count as &uble
&eir true value.

A tip for players. In these rules, it is not wise to skulk round the @es of the board You must get stuck in
really close. O.K. your ship will be prtverised, bnrt you cim c:use more hits, which might just get lucky and
caus€ fites, which will blow up the biggest ship wen with a pop gun if it gets to the magazine.

Other playerr also sought

A re-run of the Planetfall on Vailavenu is planned for later in the year (near Christmas time I think) and we
will want players for the planetary bttle and the Spce bit. The rather hit and miss nrles we used last time will
have been refined ard more user-friendly for the landbafile. I propose that the httle shouldbe fought as a one
day campaign using Laserzone rules. There will be three land games with a tim€ limit on each of 2 hours,
starting with an encounter game, then progressing acoording to the results.

The space game will rwolve aroundbringing in rei.nforcements for both sides, with some planetary
bombardment as well. We will use our house rules developed from Full Thrust for this.



Thoushh on rtFotKins and Countrytt2
by Colin Page

I would like to thank weryone for rnqking me feel so welcome (even if my dice throwing is a standing joke - I
can take a it!)
While reading the last Rank and File "Issue 94n",lbecame interested in the rules test for "King and Country".
This period of history holds a particular fascination for me as I am an active member of the 'sealed Knot'
society - a group which enacts the Civil War battles for charity and fun. Over the years I have underaken some
research into this era.

1 CAhINON
This weapon wen at its smallest was heary and cumbersome. They were operated mainly by mercenary
gunners with no allegiance to any particular side. If th€ry came undsr attack in the field there would either rout
or surrender and turn the gun's on their ex-employen. This being so once set up they would not be that easy to
move.

2 CENERAIS
If fighting ktown actions or with known generals you world have a good i&a of their type. For example,
Prince Rupert could be called a little rash- He was a very good cavalry leader hrt once he started the cavalry
going he had no control over them. If thsy *'on tleir charge they would mrmally carry oa ftinking the battle
was won. This would leave their infanhy's flank wide open to attack- This is totally diferent from Cromwell's
Ironsides who if ttrcy wsn their action, would theu arrn on ths enemy's inftilry flank and in &ing so srpport
their own inentry

3 CAVALRY
There is one sentence at the end of the section on melee that struck an offnote. This was: Csvalry always "pass
througb'. Yes cavalry woul4 if they were against another ca\ralry unit, but against fufuauy it Eould have been
another malter. When Pike and Musket fought togeth€r agains the forerunner of the square and unless the
horse couldblow a gap ia the lines with theirpisols the Pike andMusket would standfirm andthe horse wmld
come to a halt, not pass througb. If anything they would remil from the musket fire in disarray. I agree that
these rules look easy to use and I hope I bavent upset arryone.

Why not use DBA rules, I know that some of you wilt think that this era has too much fire power and at the end
from 1648 onward this started to come true. Especialty in the time of James tr when the plug bayonet was
intrsduced The musket up until this trme was Dot much more then a metal pipe oa a piece of wood Some of
the mass produced fue arms were lucky to harre touch holes. The bow of an earlier time was more effective oa
tulss rh4n the mu*et tf any of you think t am talking a tot of n:tjbish or that I am just a bit misled please tel
me. I have not done this before and I could be complete$ on the wrong track. I would prt ECW figures into
the* categories.

Ctass Type Comments

These were usedto break up psh of pike.A
B

c
D
E
F

G
H

Ilalberdiers

Pike

Muskets

Scots clars

Dragoon (fmQ
Dragoon (horse)

Arqgbusiers
Cuirassiers

DBA

Blad€s

Pike

Bons

Waftands orauxilia

kiloi
Light Horse

Cavalry
Kaights

In Ehzabeth&battles you can use abodmusket mix
This is if you do a batle agains the Scots.

They were used as both

The biggest proportion of horse dring the HCW
would have been buffcoatd cavalry thcugh there
would have been a few cuirassiers, e.g. Crornwell's
Ironsides

2 The author of the nrles printed last month was peter England-




