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The Society 

Tunbridge Wells Wargames Society meets every Thursday evening and each first Sunday in the month at St. Thomas 
ChurchHall in Vale Road, Southborough, near Tunbridge Wells. Access is from the London Road (A26) turning down 
Doric Avenue by the Weavers Restaurant and Q8 Garage, then the first right. 

The Sunday meeting normally has a lot of traditional wargarning with model soldiers going on. The Thursday meeting 
usually has smaller games such as DBA, Hordes of the Things, skirmish games etc., though there are also traditional 
wargames as well. 



Membership 

Basic Annual membership costs £5.00 for those in Full employment, £2.50 for others. 

This entitles you to attend the Sunday meetings at the Hall, any additional meetings at the Hall during 1995, and to 
receive up to six copies of the Rank and File. Attendance at a Thursday meeting costs £1.00 or £0.50. 

Annual Gold Card membership costs £50.00 or £25.00 (for non-wage-earners). This entitles you to access to all 
Sunday meetings, Thursday meetings, and extra meetings in 1995, and to the magazine. 

Persons attending a meeting and not holding a current membership card will be expected to pay £2.00 or £1.00 for 
Sunday or Thursday meetings. Visitors to the club for the first time will not be charged, but it is recommended that 
membership will be taken out at the ne.x1 meeting to avoid having to pay the £2.00/£1.00 rate. 

Membership can be taken out or renewed at any meeting by contacting Andrew Finch. 

Sunday Catering 

At Sunday meetings tea and coffee making supplies will be available, and the kettle will be filled and heated up, 
however it is up to individuals to make their own tea or coffee, as at Thursday meetings. 

Magazine delivery 

Each 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 stiJI entitled to the mag. 

1996 Subscriptions 

These will be up for renewal from the January Meeting onwards. 

Please remember to bring your 199 5 card with yo1.1, because the cards will be validated for 1996 with a sticker. If you 
have mislaid your 1995 card, please let Andrew Finch know BEFORE the January Meeting, so he can reprint your 
card before the meeting. 

Club Membership List 

You nil! find this displayed by the noticeboard for you to study, get phone numbers from, etc. Many of you will recall 
that Russell Hanson asked at the last committee meeting for more details about periods played etc. to be in this list. A 
few members responded to the questionnaire at the end of last year. I am therefore asking that you fill in or change any 
of your details when (if) you look at the list. 

Dates for your diary 1996 

4th February 

25th February CAVALIER 96 

3rd March also Military Book Fair at Spa Hotel 

from 10.00 a.m. 

NOTE Thursday 7th March there will be no meeting. 

7th April 

20th April Salute, Kensington 

5th J\fay 

26th May One Day Jutland 

2nd June Also Broadsword at Walthamstow Town 
Hall. 

23rd June Military Book Fair at Bonnington Hotel, 

Southampton Row, London 

7th July 

4th August 

I st September 

6th October 

., 

3rd November also Military Book Fair at Spa Hotel 

from 10.00 a.m. 

1st December 

If you haw any questions or suggestions. please 
contact the Editor. 



■ 

Data Protection Act 1984 

Names and addresses of Club members are recorded in a database for the purpose of managing the society 
subscriptions, distributing Rank and File, and ensuring that members of the society can contact one another when 
necessary. Names and addresses are not given out to any other organisations. The Society is not required to register 
with the Data Protection Registrar, as an Unincorporated Member' Club (Exemption 5). Persons who object to their 
names being held on computer should advise the Secretary, in writing and their names will then be removed from the 
database. 

Club Discounts 

You will have noticed (or not as the case may be) that the discounts page has been discontinued. 

Military Aviation and Naval Bookfairs 1996 

The local fair is held at the Spa Hotel Tunbridge Wells from 10.00 on Sunday 3rd March and Sunday 3rd November 
1996. In addition, if you can get to London, the Bonnington Hotel, Southampton Row, Bloomsbury is the venue on 
14th January and 23rd June. These are good places to find bargains, though the Tunbridge Wells event had many 
more vendors and good bargains. The London show seems to attract more serious enthusiasts. 

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. 

Rules for Sale 

"Perfidious Albion" Naval Pre-Dreadnought 

"Into the Laserzone" SF Ground Rules 4th Edition 

"Angels One Five" WW2 Dogfight Rules 

"Shooting Stars" SF Dogfight Rules 

"Within the Laser-zone" Campaign Rules for Laserzone. 

"John's Fighting Ships" compendium for Perfidious Albion 

"Stringbags" WWl Dogfights 

"Enemy in Sight" Naval Rules 1880 to 1945: available 1996

"Rolling Thunder" Modem Dogfights: available 1996.

Contact Andrew Finch or Alan Butler.£ 4.00 (Special Club Price - they are normally £5.00). 

Printing Senice 

If you have any need for any small printing jobs, such as quick play sheets or rules extracts to make your game go 
more easily, or have a need for more game counters, then contact Andrew Finch for a quote. 

Game damage and wTeckage markers can also be produced if specifications are provided 

,I 

These can be produced in B&W or colour, as required. 

WANTED 

25mm Star Wars Figures. also any MPC / AMT kits (A Wing, X Wing. B Wing. Tie Fighters etc, made or unmade, or 
damaged) 

Contact Stuart Hooker 
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Paintinq Competition Results and Leasue Table 1996

Decembertgg5 January 1996

Glass t Class 1

lst: A Butler, Dwarf Army lst: A. Butler, Early Artillery
2nd: A Butler, Austrian Napoleonic lnfanlry 2nd: A Finch, Gang members

3rd: G. Gush, Conscrit Chasseurs de la Garde

Class 2 class 2

lst S. Hooker, Vietnam Recon Platoon lst: s. Hooker. wwl Scots

2nd: G. Gush" Bdtish Airborne Artillery w\Y2 2nd: G. Guslt" Gurkhas
3rd: A Butler, Robots

Class 3

lst: A. Butler, German WW2 HQ GrouP
G Gustt, ACW Railway mortar

Znd: S. Hooker, Vietnam Helicopters

Class 3

lst: G. Gush, Spanish Men o'War
2nd: R llanson, Mule gun

3rd: A Butler, S.F. Car.

The League:
points are scored in each Class with 3 for lst place, 2 for 2tdand 1 for third. Each persons individual points are then

affi hto thE leagrre table (irrespective of the class in which items were entered). The top three scorers after the

judging of ttre November Painting Competition win trophies and vouchers for the Open Day, which will be preseated

at the AGM ia December.

The scores are

Alan Butler 13

George Gush 11

Stnrt Hooker 8
AndrewFinch 2

Russell }lanson 2

The 1995 Results \,r/ere

l$ftize 23%pl:nlts

2nd.Yrue 22 points

3rd Prize l4Yzpitts

George Gush

Alan Butler

Stuart Hooker

Wash mv mouth out

On Thursdays and Sundays we have been trying out a G##s W##ffip product (of course with the spikes cut offand
tuned doq,1 for the nearly-normal) called Necromunda. This sounds anfirl, tnrt the game sl'stem itself is very simple.

A group of us hal-e each got a "gang" and these groups randorrly ally themselves for atig game. (A small game one

on one was not as sati$ing, because the social interaction of the large group was mtsStng).

That said. w.hat I am getting at is that a s].'stem like this would be very good for running a skirmish game in mary-

different periods. WW2 in Stalingrad springs to mind irnmediatel-r- (Alan elen has zuitable bits of broken factcry).

Watch this space for developments.

-+



Amended Painting Competition Rules for 1996

In the light of the uperiencr of the initial eryerience gained, the Committee has adjusted the qystem to clearer rules

which will apply from February onw'ards:

The competition year runs from December to November, and prizes will be awarded at the AGM in December. These

will be vouchers for the Open Day (at the time of writing these are worth rl5, f 10, and f5).

You may only prt one entry into any given class, and must have painted it yourself. The owner decides which class it
goes rq from the list below. If it is in the wrong class, it will probably not get a vote. Some items will be pote*ial
entries in several classes.

Entries may not be entered if they have scored points in a prwious TWWS painting competition in any class.

Votes are registered by all members presert on the basis of quality of pinting presentatiorL accuacy etc. Each

member gets ofle vote per class, and you can vote for your own if you want.

Votes will be counted at 4.o'clock by the Secre@, and the winners of lst 2nd and 3rd announced If there are seveml
joint winners (with the same points score) each will get the poin8 shown below. ltere can be multiple winners of lst,
2nd and 3rd in each class. This means there will be lots of poiar ar.ailable.

The ranking at the end of the year is deci&d on an individual's total number of points from all classes.

Points mean prtzea

First: 3 points; Second 2 points; Third: I point.

If there is a Bye, i.e. no one else put in an entry in a class, 2 points will be awar&d in recognition of the effort-

Classes
*The Old Worlf - Ancient, Napoleonic etc. Wargames Units up to 1900 AD.

*The Twentieth Centur5f - Post 1900, WWz, Modern. Wargames Uuits.

*Other Wodds" - Futuristic, SF, Fantasy. Wargames Units.

"Command Groupe" - Single Figures and small groups which can include vehicles, standard b€rers, dogs, erc.

(suitable for Wargames).

"Monsters and machines- - gingle vehicles, ships, Montgolfier Hot Air Balloons, atyhing else.

Editorial Comment

The following two articles have been proviM by Alan Butler, and are centred on tlre game system develo@ fu him
and Andrew (as well as the rest of a cast sf Thousands) cafled Shooting Stars. The system is very simple to learn and
has offerd an ideal game for us to show offat other shows.

We did the first run at Broadsword last year, and will be running the game at Salute, as well as at our own show.

It is a lot of fun, and allows mistakes to be rigorcusly punished (before your very eyes).

From the system, we bave found it ad to be developed further for other games, and the Campaign system has been

used in John's Fighting Ships.

If y-ou are about to growl that there are two SF articles in the magazine, do something about it. I will publish what I get

(and be damned ?).

Editorial Moan over.

... Oh, and by the wa,v, if you can put articles on PC disk as te\t or lVord docs. it makes me much happier. Short
articles get published quicker than long ones as well.



S}I TALOI\S

A Sfiootrng Sfars encounter in which several theories are shot full of holesl

by Alan Butler
PRS.FLIGET BRIEf,'ING

This article describes an interesting space httle that we played recenlly usingShooting S/ars, the space fighter game.

It was our regular Thursday evening meeting and David and Michael wanted to try out some new spacecraft designs of

their own. After some discussioa, it was agreed that they would fly a Routine Patrol using 200 points worth of their

own designs against everyone else who would pick existing spacecraft included in the rules. Opposing them that

fatefrrl night were Daren and James, tith Chris as technical advisor.

EANGER DECK

For reasons best known to tlemrelves, David and Michael are flying as the DNA Mercs, and have decided on using

four *Fireflies" and four "Gnats", both lightweight and fast single seater fighters. ThEy fuided to use 2 matched pairs

Fireflies and Gnats each. The Firefly pcks a considerable forward firepower of four miniguns, but with all that

hardware and shielding it canies ammunition for only four bursts per gun and has to sacrifice all Electronic Warfare

protection. The Gnat ii a very small attrition fighter, carrying one l0 Megawatt laser and one rather newous pilot.

Again, all protection has been left offto keep the cost down.

Details of these craft can be found at the end of this article if you want to try them out.

Daren and James debatecl choice of crat for some time, with technical advise from Chris who wB more of an old

hand- He advised getting at least two "Nightmares" for their forward firepower of 6 x 10cm blast cannon:

"Just like a carners - point and shoot!"

They also picked two *Skuas" for their rear gunner with a 10 Megawatt laser, and four har@ints fitted with a torpe&

load for long range engagements. James bmrght a 
*Sword':

"'Cos it goes fast, kills things and gets you home!"

READY ROOM

Darid and Michael have costed the points values for eight pilou and start rolling dice for their skills. Michael's face

darkens as the dice refrrse to roll high and a mediocre group of pilots is assembled for the mission.

"This appears to be a trial run with civilians!"

DarerU James and Chris have decided to call themselves the Red Talon Fighter Group, and they roll for five pilots and

three gunners, and everyone appea$ to be happy with the skills. They mount up pilots and crew in qpacecraft and

tran$er to the tabletop.

COMBAT ZONE

The table is set up and terrain diced for, grving an open field of an asteroid and two small planetoids drifting slowly

acrioss the table.

Turn one opened with the Red Talons flyng on in a loose gloup on their left flanlq t'hilst DNAM appeared in 2

groups of four accelerating straight towards the opposing craft, with the clear intension of closing to gunfighting range

Turn two saw The Red Talons loose off sereral torpedoes from the Skuas, whilst the Sword flew across the front of the

swarm light fighters, drawing several of them aroundto follow it" Chds. ftying the Nif,htmares, followed at a more

sedate pace, lining up &rst+fffire for the Sword:

"I'lt sit back here whilst you get stuck in - er ....1 mean I'll cover youl"

The torpedoes fail to hit arything because the targets dodge behind an asteroid which blocks their seekers . The

fonvard firepolrer of the Nightmares is brought to bear, and Chris's first vollE of charged particles hits a Fkefl;"

buzzingaround the Sword bqt bounces offthe armour- A Gnat next to it is not so luclv and explodes in ball of fire.

Shooting b, DNAM hits a Skua uith a mrnigun hrst doing some damage, but everlthing else misses.
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Turn three has the Red Talons muttering that their torps are now useless because the range is now too short. They Ury

to track the small btrzzing swarm of Gnats but it prwes easy for DNAM to keepvery close to the heavier and slower

craft and out of the fire arcs of the fixed weapons. The Turret gunn$ in the Sword fues at a Firefly-and does some

damage. hrt most of the Red Talon firepower has no targets or misses outright. DNAM have no such pr&lems. Their

craft are now tailing the slower craft and open up with minigun bursts. A Skua takes 8 points of damage in the hull

aad its un&rslung weapons jam. One of Chris's Nightmares takes another midgun burst resulting in some hull

darnage but more importantll criprpling the drive and setting fire to the auxiliary systems. A final burst of minigua fire

rips iato the other Skua, which was damaged last turn and this proves too much for the struchre and it falis apar!

scattering burning debris. Recrimination amongst the Red Talons is heard over the air waves.

On Turn four the Nighunare pilot puts out his fire and the two Nightmares iry to cover each others tails, hrt the

rernaining Skua and the Sword are surrounded The Sword turret gunner fires at a Gnat and it disintegates, the pilot

ejectiag. Both Nightmares now acquire targ€ts, but do a disappointing one point of damage in one of the salvos but

O"grsyirg the leading Firefly in a hail of blaster fire with the other. The pilot of this Firefly manages to fire back

beforebeing consumed, and as luck would have it hits something vital on the Nightmare. Coolant pours out of the

wing beforJ it breaks offand the craft tumbles over, out of action. The last Firefly has the remaining Skua rn its sights

anCiasily destroys it with minigun fire. Michael is seen looking at the ammunition track of his craft with a worried

eryression.

Turn five opens with heated radio traffic as the Sword rurnoewres ofrleaving the remaining Nightmare to its fate.

Luckity for Chris, a Firefly incautiously flies across the front arc and takes a salvo of blaster fire, which destroys it.

fte piiot ejects but is hit by debris. However, during this, another Firefly has got round behind the Nightmare ard

minigun flre cuts into it, destroying it. It is noticeable that the Fireflies are now out of ammo!

Turn six sees the Sword r*'eal,ing desperately and ftantically, and its turret laser hits a Gnat, destroying it. The Gnafs

reply with laser fire doing just one point of damage. It appears that James' faith in the qualrty of the Sword is justified

DEBRIEF

The game is now over, having taken about two real hours to complete. Analysis shows the Red Talons have lost four

craft,-rvorth 146 points and pick up a pilot and gunner, but the DNAM have lost 5 smaller craft worth 123 points,

recovering rw*o of their pilots. DNAM are therefore the winners of the encouater, much to their surprise considering

the initial pilot skills.

DavidandMichael admit thcy were lucky at one vital moment arouodturnfirc when they were able to dodge

tor@oes by flyrng behind an asteroid, since their small craft have no defence against mcking tor@oes, and also

*rey Aa enough aamage in turn 3 and 4 to criple the o,posing fleet. Things could have been very different if the Red

Talons had mounted turreted weapons or missile launchers!

However" it goes to show that certain designs are not optimised for close-in dogfighting, and even poor pilots can out-

menoreu!,Te slow, lumbering craft like the Skua - if they survive the underwing torpedoes it generally carries- D€bate

about the relative values of craft and their tactical deployment is heard late into the night...

The details of the DNAM craft are as follows:

Firefly Gnat

Hit Points 6 l xpilot Hit Points 1 I x pilot

Movement 16 4 x miniguns (FF) Movement 16 I x l0 MW laser (FF)

Defensive 17 4 x rounds each Defensire l6

Armour 4 Armour I



Customlsing fighters in Shooting Sfars

by Alan Butler
MISSION BRIEFING

The designs of spacecraft available in Shooting Stars provide a mix of equipment and weapons which can be found in

mmbat zones everywhere. A quartermaster and armourer from a comht fighter wing can usually find something

ready to use for any mission. However, if there is time available, and the mission and tactics, and the capabilities of
the crew, are kno*n beforehan{ various modifications can be made on the tlanger deck to o$imise the &signs, and

match the capbilities of the craft to the available pilots. This article puts forwards some &sign modifications which

arrnogrers a"a Sqrradron comnum&rs can consider when their craft wiU be geting into close melees with the

opposing craft at ranges of one to three hexes, where tor@oes are nexl to useless and pilots must switch to guns atrd

rety on tt"ir glro""rfskills to hit targets and good shielding and armour to protect &em. The following modifications

retain the basic hull design and make changes only to weaponry', leaving the points values are unchange4 unless

otherwise stated

Sqr:adron comrnan&rs shoutd be aware that &ese design changes mean that certain missions will not now be

available to these craft, exce$ as escorts to mission -specific cra& since the ffaft cannot have any underwfulg stores

which can be used to fufill mission requirements. They should consider the trade-offof fuepower for loss of flexibiliry-

and&sign their fleet rosters accordingly.

HANGER DECK

1. Sword Mk II
This basic Mk I dssign is a strong all-rounder with a strong forward punch of an ion cannon, with a turret gunner with

a lO Mw laser and a pir of 10cm blasters covering the tail. It also has a very powerful point defence and relatively

large tor@ capacity of 5 racks carried internally. The drive is average at 16 and the &fensive shielding a little weak

at 12, hrt with good annour at 3.

The Mark II has the same hull and ion qurnon for the pilot, hrt mounts all its defensive armament of 4 x l0cm

blasters in a turret- In order to make the turret fit into the existing hull, all the tor@ racks have to be deleted andthe

point defenw rc&rcedto 4.

L Serpent MkII

This is small fair$ fast fighter which is normally used to launch torpedoes from its 2 har@ints to break up enery
formations before joining a melee. Its standard armament of two 10cm blasten and armour of 3 normally enable it to

give a good account of itself. However, if you wish to delete the torpedo hardpoints, the hull can be fitted with an

a&itiorat l0cm blaster.

3. Scrpent MkIII

The use of blastere eosure adsquate damage to the target if it is hit. Actually hitting the target relies on the pilot's skill

howwer. If the pilot has below average skill use the hull as above, hrt change tle armament to 5 x 10 Mw lasers.

4. Modernised Nightmare la

This is a design which is already good in close up fighting and it is hard to fault to forward firepower of 6 x lOcm

blasters. With a drive of 15 and:rnnour 4 it can usually survive well. However, it does suffer from old-fashioned

shielding and tends to be easy to hit with a Defensive Value of 13. However, the hull aan be modernised@ riping out

the power hungr,- 20 Mw Laser, which is seldom used in close melees anlr?y, and using the power to uprate the DV
ro i-5.

Thrs changes the pnints value to 3l

5. Bu:rzard lnkll
Thc Eurz:r,l sei:-ls tc har; a spiii pe rs*nrliir . On tht 1ln. iiand tt carrics a trargc torpedc load for a smali tighter.

rifuich are best used lt a large stand oflof abcu: 15 to ]ii hsr$ On the other han1, it mounls a fonlard {inng

drsLlpter rlhrrci-r rs best useil cs,Jlcse as posstble i it is ai-so rrn lasi- and tlus rpeed rs best usedto out-rnanlxul-re an
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omonent at close range. Mdifications can be made by ripping out all the torpedo har@int and tracking equipment

and the useless 10 Mw laser and installing instead another 2 disrupters. This makes this craft a very aggressive

machine, but the difficulty of hitting the target with disruper fire means that it is best made use of by eryerienced

plots.

6. Baiter MkII

Another good all rounder for close in fighting, which can be improved b1' remoling the torpedo hardpoint and

tracking equipment and fifing an extra disrupter into the hull. This craft initaillly suffered from some reliability
problems in service, but the Mk 2 is a standard front line fighter at 25 points.

7. Baiter MkItr

As above, but for pilots with poor gunnery skills. Exchange all the forward armament for 7 x 10 Mw lasers.

& Modernised ThunderclaP la

In the basic game, this craft is a death-trap, although quartermasters still hry the design because it is so cheap! This

attractive pnce tag can be nearly all retained, and the craft given a bit more survivability by making it not obsolete and

deleting all the tor@o har@ints and tracking equipment, and using the spare mass then available to increase the

annour level to 4.

The points value is changed to 17

SUMMARY

Name BPV Crerr' MA DV AC IIits Armnment

Sword II ]1 2 16 t2 3 9 Pilot: Light Ion cannon (F;
Gunner: 4 x l0cmblasters (T)
EW2 PD/+

Serpent II t2 I i5 t+ -) 3 Pilot: 3 x 10cm blasters (F)

EWI

Serpent III t2 1 15 l4 J J Pilot 5 x 10Mw lasers (F)

EW1

Nightmare la 3l I l5 l5 4 8 Pilot:6 x l0cmblasters (F)

EW2 PD3

B"zzard II 16 I 18 l4 I 4 Pilot: 3 x light disrupters (F)

EW1

Baiter II 25 I 17 15 J 6 Pilot: 2 x Ught disrupters (F)
plus 2 x l0cm blasters (F)

EWI PDI

Baiter III 25 I t7 15 J 6 Pilot: 7 x 10Mw lasers (F)

EWl PDl

Thunderclap la 77 I l6 l4 4 4 Pilot: 4 x 10 Mw lasers O)
EW2

9



News from the Front
"But it's on the back page l"

John's Fighting Ships

Iv1any of you hare been wondering what has happened to John's Fighting Ships. well it is actually ready, and will be

released at the Open Day. The re;rson for the delay is that there are pages and pges of ship diagrams all ready for you

to cory and use.

This is an unashamed bit of blurt, but I only qrped it aU, John" and others, wrote it. fl must admit that a couple of bits
are mine).

JFS incorporates a section of Rule Clarifications and suggestions which have stemmed from experience in use. A
oouple of incongruities in the rules have also been fouad and eradicated

&solete Weapons have now found their true place in the worl4 and also rules for the construction of small ships have

been finalised-

The quick play rules which we used at Tsu Shima have been tidied up, and Alan Butler has provided an alternative
gunnery resolution system which reduces the amount of dice rolling.

I have written a "reverse engineered" suggestion on ship construction, n'hich uses the original construction system to
de{ermine a points value.

A trll *mapless" campaign system has also been developed, with targets for shore bombardments, forts to defend
ports, and all sorts ofgoodies.

All this is rounded offwith macses of ship record sheets (which I spent Chdstmas formatting on the PC).

Stringbags

otr rules venture into WWI air warfare is also ready and will be available at the Open Day. These rules use the
mehanisms we used in Angels 15,'and offer a fun game. We did some test nrns otr Thurdays, and subsequent
osmination of "the book$' indicated that the result we got on the test was actually correct. I must admit it surprised
nrc-

lVe hal'e included Zeppelins as well, and refined the rules for them after a test run on a Thursday. They are very
urtrnerable if you get that gas bag hit !

I quite like the Esoteric wqrpons. Baron von Nigling will not go up without his trusty Blunderhrss, and Squadron
I-ea&r Fidgett-Sulthe believes in the power of the sack of potatoes (though the mess are wondering where they keep
dimppearing to).

Enemy in Sight
This is the working title for our latest venture, this time into *wet bits".

The system has been relatively quick to design, and is intended !o give a very differeat game to the rather bland
C€neral Qurters or the picky, calculator ridenrules which I tested while trying to find some I liked The rules
f,eafirre 15 minute moves, a gunnery system very like John's, a damage system like our air rules, and are intended for
use with srnall scale (1/3000 or 1/2400) ships.

They bave some devilish command nrles, and players have to make some difficult decisions w'here to put their
mmmanders. The system will also allow, for e:cample, sorne Japaaese comnumders to be better tban Americans in
t941142, buy using a different die tlpe to generate their game values. You will need g6od commanders to lead the
flee! but good gunnery comman&rs to win the baule.

There *ilI. of course, be a campaign system in there *-hen they are finished

Thry- vill be easy to pick up and use. and *ill include a large nunaber of rea$ prepared lists of ship data. A
supplement rvill be available with (literally) masses of ships.

I hope to hare them reaS-for our Jutland game, and thel' are designed *ith that sort of game in mind.

V/e *ill be tbsting them at the February Sundal' meeting.
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