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An Apology
I must offer all members a heartfelt apology for my abject failure to produce any editions of Military Muddling earlier this year.
The issue I had prepared originally after the 2009 Annual Conference was lost in a computer disaster at home – in which I also lost a great deal of my own material – requiring me to start again from scratch. Shortly afterwards, I became very stressed by the pressure of work and began to lose interest in everything, even military history and wargaming; the only motivation I had was my children, hence my absence from CLWG meetings. I was advised by my doctor early in 2010 that I was beginning to suffer from clinical depression. 
After much thought I decided to quit my job, but my contract obliged me to give notice in February to leave at the end of August, so I had to continue endure several more months in a post that was doing my mental health no good at all. I now realise I should have asked someone else in CLWG to take over the editorship of MilMud, but I had hoped to recover more quickly than proved to be the case. 

Now, I am currently unemployed, but beginning to feel better and am able to devote more time to my children and – perhaps – will rekindle my enthusiasm for wargaming. I shall attend the first day of the Annual Conference, when I will formally resign as Editor. 
This edition of MilMud, then, is a sort of ‘CLWG annual’, containing  - I believe - all articles submitted to me this club year.  My thanks to all the contributors.
********

Paddy Griffith, military historian and wargamer, died suddenly this summer.  I first met him at a course on wargames that he ran for the Woking WEA thirty years ago, joined Wargames Developments, had the pleasure of working with him on the Channel Four television series Game of War and contributed an essay to a book he edited to accompany a reprint of Oman’s History of the Peninsular War. His writing and friendship influenced my understanding of military history and wargames a great deal, even if I did not come to share his vehement rejection of toy soldiers. I know many of you will feel the same and be equally saddened by his untimely death.

The latest, September 2010, edition 237 of The Nugget, the journal of Wargame Developments contains many tributes to Paddy and is being made freely available to non-members on the society’s website:

http://www.wargamedevelopments.org Just click on the link to The Nugget and then on the link to Number 237.
                                                                                                                                                   Arthur Harman

CLWG Business Meeting: Saturday 10 October 2009

The Business Meeting started at 17:00

Present

Jim Wallman, John Rutherford, Nick Luft, Andrew Hadley, Arthur Harman, Peter Knowlden, Mukul Patel, Dave Boundy, James Kemp, Jerry Elsmore.

Agenda

John Rutherford in the chair organised the agenda orally, as determined below, and took the minutes from which this report has been compiled. 

It was determined that we were quorate there being 10 of 18 paid up members. 

Officers’ Reports

Admin. Officer

John Rutherford said that we had had a reasonably good year. There had been a small increase in charges to £27 a time for the church hall. These were likely to go up again as the reason cited for the increases was fuel bills. There was nothing else to report. 

Treasurer

Andrew Hadley has posted the accounts to the mailer. Our net account for 2008-9 was £141, more than offsetting last year’s loss to make a small profit. Spending is predominantly on the hire of Anerley Methodist Church 9 times per year. The money in the bank account is not yet available as Andrew hadn't managed to persuade HSBC to give him access to the account. 

Action: We need one of the signatories to weigh in, Nick Luft agreed to do so. 

Recommendation: that fees stay at £20 given that Hall costs are likely to go up. This was agreed, nem. con.
Membership fees will therefore stay at £20 per year, with discounts available for those with good reason. We currently have 11 paid-up members and several more people have been in touch with me about paying for 2009-10 – email me at asnac@hotmail.com to pay your dues. 

Arthur Harman, James Kemp, Dave Boundy, Nick Luft, Mukul Patel, Peter Knowlden, John Rutherford, Jerry Elsmore, Jim Wallman, Brian Cameron and I are paid up members at the moment. 
Also we need to pay Brian Cameron for refreshments that he has supplied to meetings. 
Action: Treasurer.

Remember that the other part of your responsibilities as a member is to put on at least one session and write at least one article for MilMud per year. 
Games Organiser

Dave Boundy read out a text message from Brian Cameron. Brian has indicated that the members ought to be keener to step up to the plate in making offers as he has had to do lots of chasing of members. Should another member wish to take this post on Brian was content to pass on the baton. 

MilMud Editor

Jim had been passed a note from Daniel Shaw. Andrew Hadley was awarded the Golden Chestnut for Come One Come Eorl because it stimulated a lot of debate. His general e-mail on the mailer indicated that he did not wish to continue as Editor. 

Events Organiser

Jim Wallman vaguely recollected his activities, but eventually remembered that we did have a weekend in April. We also did a joint event with Wargame Developments at the end of February on HMS Belfast. There will no charge for the weekend. 

Website
Jim has been keeping this up to date. 

Elections
Admin. Officer
The Admin. Officer needs to be someone who can get the key and turn up every month to lock up. John Rutherford was nominated to continue and elected unopposed. 

Treasurer

Andrew Hadley was re-elected unopposed. 

Games Organiser

Brian was not willing to stand again. Mukul was nominated unanimously and elected unopposed. 

MilMud Editor

We need a new editor. Arthur Harman offered to resume the mantle of Editor and was elected unopposed. 

Events Organiser [and Webmaster]

Jim Wallman was unanimously re-elected. 

Any other Business

Mukul started by exhorting the group to give him a session to run, and also to write a short piece for MilMud every time they were at a meeting.

Jim asked how we felt about the size of CLWG. Some more good quality members would make some of the ordinary meetings run better, we currently get 4-5 and perhaps 8-10 would allow more involved games or dual sessions. 

Mukul suggested more activity to advertise games in advance and keeping the website up to date with MilMud etc. 

It was suggested that CLWG might want to organise a presence (flyers etc) for Salute, however this might not yield the people we need.

Another suggestion was to specifically organise a design session on a potential new recruit's main area of interest, and then possibly jointly organise the game afterwards. 

Votes of thanks were given for Brian and Daniel for their good work hitherto.

There being no other business the meeting closed at 17:58.

CLWG Design Conference 2009
SUPPLYING WAR 1415

MEDIEVAL LOGISTICS EXERCISE

By Jim Wallman Version 22-10-2009
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Situation

It is 7 October 1415

You are advisers to King Henry V.  

The King and the English Army have just won a great victory against the French by winning the Siege of Harfleur.

The King has decided to advance rapidly to the English-owned port of Calais, and needs you to plan the logistics for this move.  

As a result he has decreed that the army cannot be larger than 20 units (see below for wat a unit can consist of) - a larger army moves too slowly - and that the army cannot take wagons with it – so all supplies must be carried on pack horses.

Key Facts

We will be dividing the exercise up into Phases (each represents a few days).

There are no maps, however, the King knows from local sources that Calais is 4 phases of marching away from your current location at Harfleur for a small fast-moving army.  

He also knows that there is at least one major river in the way (The Somme).

This is what the King hopes the journey will look like:

Phase 1 - Harfleur to Arques 

Phase 2 - Arques to Blanchetacque (ford near mouth of River Somme)

Phase 3 - Blanchetacque to Maisoncelles 

Phase 4 - Maisoncelles to Calais

[image: image3.jpg]



The available resources at Harfleur consist of 

5 units of 1,000 Archers each, 

3 units of 300 Knights each, 

A Siege Train of cannon (really good for sieges, not so good in battles) and 

1 unit of Pioneers (good for clearing obstacles and helping with river crossings).

24 units of pack horses

As much food and fodder as necessary

As many arrow reloads as necessary.

Each unit of Archers uses up 1 food per phase.  It carries one volley of arrows with it.  If it fights in a prolonged battle it will need additional arrow reloads for more volleys.

Each unit of Knights uses up one food and one fodder per phase

The Siege Train uses up one food and two fodder per phase, plus 1 pioneer materials because it needs help to get the heavy wagons along the roads.

Each unit of Pioneers uses one food and one fodder per phase.  When it works on clearing a path or making a river crossing easier it can either use local materials or carry extra 'pioneer materials' with it.  Using local materials takes longer.

Each unit of pack horses uses one fodder per phase.  The pack horses must be kept with the Army for its entire journey as they will be needed later.  If sent off on their own they will be captured by the French.

Each unit of pack horses can carry 10 food or 10 fodder or 10 arrow reloads or 12 loads of pioneer materials or a mixture of any combination of these items.

Tentage:  Knights could bring along some comforts, such as weatherproof tents for them and their servants.  Tentage for a unit of knights takes up the same space as 4 food.  Archers are hardy common folk and don't need such luxuries.
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It might be possible to collect food and fodder from the local French farmers as the army marches, but to do this the Army would need to stop and forage and that will cause delay.

Your Initial Task

Come up with a recommended composition for the Army to go to Calais, including quantities of the four types of supplies and numbers of pack horse units. You will be given counters to help visualise this.  

Remember the King has said that the army cannot be larger than 20 units.

Resolution

Once the King has approved your plan, we will run through a short process to see how the Army does on its journey to Calais and possibly 'fight' a battle should the French manage to intercept the Army.

THE MARCH OF THE ARMY: CONTROL EYES ONLY

This section is not to be shown to the participants

The players expect a march of 4 phases and are told this at the start.  

In fact the march will last 6 phases with some delays that are outside players’ control, and some that are affected by the supplies they take.  

Work through each phase in turn, taking off counters representing supplies as set out in the chronology.

PHASE 1 – HARFLEUR TO ARQUES

Remove 1 food for every Archer, Knight, Pioneer or Siege Train

Remove 1 fodder for every pack horse, Pioneer or Knight

Remove 2 fodder for the Siege Train.

Remove 1 pioneer materials for the Siege Train

Place 4 x French armoured horse and 2 x French foot men at arms units at the end of the table – announce that “...word has reached the King that a French Army is being gathered to oppose you.”

PHASE 2 – ARQUES TO BLANCHETACQUE

The crossing at Blanchetacque is held by French, so the King decides that the English army must turn and march up the south bank of River Somme to look for alternative crossing place – taking extra days .

Remove 2 food for every Archer, Knight, Pioneer or Siege Train

Remove 2 fodder for every pack horse, Pioneer or Knight

Remove 4 fodder for the Siege Train.

Remove 2 pioneer materials for the Siege Train

Place 4 x French foot men at arms units at the end of the table – announce that “...word has reached the King that more French men at arms are rallying to the King of France's call..”

PHASE 3 – BLANCHETACQUE to BOVES

An alternative crossing has not yet been found.  The King has convinced the  Citizens of Boves to provide additional food for the army.  (On the basis that he would burn the town of they didn't...)

Add 8 Food to the Army's stocks.

Then...

Remove 1 food for every Archer, Knight, Pioneer or Siege Train

Remove 1 fodder for every pack horse, Pioneer or Knight

Remove 2 fodder for the Siege Train.

Remove 1 pioneer materials for the Siege Train

Place 4 French armoured horse and  2 French foot men at arms at the end of the table – announce that “...word has reached the King that strong force of French men at arms are rallying to the King of France's call..”

PHASE 4 – BOVES to BETHENCOURT

The Army has found a river crossing, but it isn't very good because the French have torn down the causeway - and it needs repairing to get the whole army across.
If the army has no pioneers or insufficient pioneer materials then the army is delayed and double the consumption of food and fodder.  

If they do have Pioneers, use two  pioneer materials to repair the causeway.

If they have Pioneers but no materials, the delay still applies.

Remove 1 food for every Archer, Knight, Pioneer or Siege Train

Remove 1 fodder for every pack horse, Pioneer or Knight

Remove 2 fodder for the Siege Train

Remove 1 pioneer materials for the Siege Train

For every pack horse unit not fed, remove the unit from the army

For every military unit not fed – add a HUNGER marker to the unit

If they are delayed : Place 4 French armoured horse and  4 French foot men at arms at the end of the table 

If they are not delayed : Place 2 French foot men at arms at the end of the table 

– announce that “...word has reached the King that still more French men at arms are rallying to the King of France's call..”

PHASE 5 – BETHANCOURT to ACHEUX

The delay caused by the detour to find a crossing over the Somme has taken the army a long way off course.  It will take a long time to get back to the main route.

Remove 2 food for every Archer, Knight, Pioneer or Siege Train

Remove 2 fodder for every pack horse, Pioneer or Knight

Remove 4 fodder for the Siege Train.

Remove 2 pioneer materials for the Siege Train

For every pack horse unit not fed, remove the unit from the army

For every military unit not fed – add a HUNGER marker to the unit

Place 2 French foot men at arms at the end of the table – announce that “...word has reached the King that the French Army is getting still stronger.”

PHASE 6 – ACHEUX to MAISONCELLES

The French Army has blocked the way to Calais.

Also the retreating French advance guard have blocked the road.

If the army has no Pioneers or insufficient pioneer materials then the army is delayed and double the consumption of food and fodder.  

If they do have Pioneers, use two pioneer materials to clear the road.

If they have Pioneers but no materials, the delay still applies.

Remove 1 food for every Archer, Knight, Pioneer or Siege Train

Remove 1 fodder for every pack horse, Pioneer or Knight

Remove 2 fodder for the Siege Train

Remove 1 pioneer materials for the Siege Train

For every pack horse unit not fed, remove the unit from the army

For every military unit not fed – add a HUNGER marker to the unit

If the Army is delayed : Place 4 French foot men at arms at the end of the table – announce that “...word has reached the King that the French Army is now very large.”

If the Army is not delayed : Place no more French reinforcements at the end of the table.

The Battle of Agincourt happens now.

THE BATTLE OF AGINCOURT

“The French Army has finally managed to intercept English army near a small castle called Agincourt.”

“The King has decided, that although outnumbered he has faith in God, the Justice of his cause and the English archers to win the day and the English Army will meet the French in battle”

Line up the counters to form up the two armies:  Players allocate arrow reloads to the English Archers.

The French are placed in 2 or 3 'waves' depending on the size of their army

If their  Army is normal (= no delays on the English)

FRONT RANK:  

4 Mounted : 
4 Foot : 4 Mounted

SECOND RANK



8 Foot

If the Army is large (= English delayed)

FRONT RANK:  

4 Mounted : 
6 Foot : 4 Mounted

SECOND RANK

2 Mounted : 
6 Foot : 2 Mounted

THIRD RANK: 



4 Foot

The English Army forms up thus:

2-3 Archer : 2-3 Knights : 2-3 Archer

Battle Results

Lack of fodder for the English Knights’ horses has no effect as they fight on foot.

In the battle phase a HIT = Remove the unit from play (it represents many casualties and the remainder leaving the field).

The First Wave Attacks – 

Step 1 : Archery effect – one hit per Archer unit – this uses up the arrows they carry individually and doesn't use up any of their reloads in the first wave (against second and third waves, reloads are required).

Step 2 : Close action – For every unit with an arrow reload – one hit (remove reload counter).  If no reload, they have no effect.  If the Archers have more than one HUNGER marker they need to use up 2 reloads to have the same effect as their accuracy has reduced.

For every English Knight unit – 1 hit.  If the Knights had tentage they are fresh and do an extra hit in the first wave only.  If the Knights have more than one HUNGER markers they do no damage.

For every French Knight unit – 1 hit 

If the French do more damage than they receive the First Wave wins and the battle is over and the French have won

.

Otherwise the first wave survivors withdraw and take no further action and the second wave attacks.

Second Wave Attacks

Resolve combat as for the First Wave

If the French Second Wave does more damage than they receive the Second Wave wins and the battle is over and the French have won

.

Otherwise the second wave survivors withdraw and take no further action and the third wave attacks (if there is a third wave)

Third Wave attacks

Resolve combat as for the First Wave

If the French Third Wave does more damage than they receive the Third Wave wins and the battle is over and the French have won

.

Otherwise the survivors withdraw and take no further action.  If the English are still standing after three waves, they win.

Offside Report: Agincourt Logistics by Andrew Hadley
Jim kindly postponed his session until after dinner so we could make some progress at least on my game. After dinner we were asked to come up with a logistical plan for the English en route to Agincourt. Despite some mathematical puzzles and some bad calls, we crushed the French in battle and we only went hungry for a day. I was very pleased we won – I shot a longbow from the English position years ago and would have been very disappointed to lose. It was certainly a different take on medieval warfare and very enlightening – I hope it goes well when confronted by the squaddies at the Royal Logistics Corps!
Onside Report: Come One and Eorl by Andrew Hadley
After lunching, James, Jerry, John, Nick and Mukul sat down to try the latest update of the Scottish part of my Come One and Eorl game. I had (hopefully) addressed some of the key problems that came up in the last playtest: holding TITLES, naval movement and combat, map information, card consistency and some smaller issues. It transpired that I had probably made progress on two areas, but that the TITLES may have become overcomplicated. Fortunately the naval movement worked pretty well I thought. 

The players split up the spare land in Alba (Scotland) between themselves, nearly coming to blows in Galloway. Nick managed to force his way to the throne of Argyll, and John made a fortune crushing SUPPORT up and down the SW coast with his huge army and fleet of Vikings. James seized Galloway, but in doing so manage to provoke some ‘ethnic’ cleansing of Britons in revenge by the two Scandinavian players. This was an interesting development and I seemed to have created the some of the right incentives for conflict without forcing it. 

Mukul and Jerry collected some sizable forces in central Alba but weren’t able to exploit it properly due to my poor communication of some of the rules. So the clarity, and probably (regretfully) the complexity engendered by the attempt at “accuracy” need some serious attention. The main outcome for me was that we took nearly three hours to play one turn, although inevitably much of this was due to discussion, explanation and ideas generation. I’ll have to try and get at least one playtest where we actually run through 5-6 turns!

Offside Report: James’s session at Game Design Weekend by Andrew Hadley 

To the surprise of many, I was late for Conference, turning up well after 12 to miss even the name of the session James was running. We appeared to be discussing some research which used statistical analysis to draw some obvious, some interesting and some controversial conclusions about modern warfare, casualty rates and defensive advantages. Without really understanding what was going on, I plunged headlong into various and developing arguments which moved, as ever, at breakneck speed. I believe we sparked some good ideas for further exploration (although I can’t believe how absorbing the relative merits of the median and the mode seemed at the time). 

DAY TWO – Sunday 11th October

Offside Report: Second Life face to face by Andrew Hadley
Jim and others had set up a demonstration of Second Life with multiple laptops for the skeptical, lazy and downright Luddites in the club to have a look at the latest sensation. It looked interesting, and full of potential, but I (sadly) remain skeptical. I seem to be able to find too many real Life things to occupy my time at present to want to have a Second Life as well. 
Offside Report: Mukul’s session on Past, Present and Future by Andrew Hadley
Mukul had a number (3?) of areas he wanted to explore in his session. We talked about the first one – ensuring drama in games, especially operational megagames – for the whole session and I don’t think we quite covered the other issues. We didn’t seem to reach any definitive conclusions but I think it did generate some ideas, including some radical ones about letting player preferences decide game structure or shifting roles in order to focus on the action. Some contradictions were discovered here which are probably down to people’s varying preferences, for example the importance of being part of a team; identification with a specific role; dislike/like of detailed process…
Offside Report: Brian’s super-villains game by Andrew Hadley
This was a very entertaining discussion about super-villains which ranged over a number of topics including the nature of evil; the difference between a henchman, a minion and a sidekick; and the different methods of 'winning'. I hope Brian takes this forward as there seemed to be a lot of enthusiasm and ideas flying (!) around the room. I was particularly interested in the idea of balancing the achievement of goals with moral limitations, and the difference between heroes and villains being chiefly that the former have limitations whereas villains will stop at nothing. 
Offside Report: Paul’s Of Gods and Men megagame design by Andrew Hadley
I had spoken to Paul about his megagame a while ago and had been (and still am) very excited by it. Paul and Bruce's game centres around the three faces of the Gods, ensuring changing roles, inconstancy, and a lot of really interesting dynamics. Paul asked us to think about a number of challenges, after briefly explaining the format of the game. The discussion was really lively, with all of us getting more and more worked up at the idea of taking part in the game. Several of us asked to be players rather than umpires because we didn't want to miss out! 

One of the key pieces of feedback was that Paul and Bruce might want to do more to expand the options and excitement of the 'Cities' part of the game which looked more like a traditional politico-military megagame role which might be less exciting than the God or Hero options. We also suggested that he bring the game to CLWG to try it out and get more feedback from the group. 

Offside Report: Jerry’s Crete session by Andrew Hadley
This was a discussion about how Paddy Griffith's recent Crete 1941 game/learning session at RAF Duxford, which was attended by Jim and other CLWG members. Paddy had chosen to run an advertised learning session as a game, which did not seem to work as planned, despite most of those involved apparently enjoying the day. Jerry wanted to brainstorm how it could have been done better. 

I certainly learned a lot about Crete through the discussions, although I'm not sure it was strictly a design session! But it did change some of my views on Crete, which I'd seen as a subject not really worth gaming – I now think it could be an interesting topic (that's not an offer of another session, Mukul!), although more as a planning game than a tactical one. This linked well with the earlier discussions on game drama and choosing the right style for the players and the period. 

Thanks to everyone for a really interesting weekend, especially those that put on sessions!
November 2009: Company Commander's War by James Kemp
Rather than run a conversational design session at the November 2009 meeting I decided to try and do something that was at least vaguely playable. My reasoning was that I'd been somewhat frustrated at the conference with discussions of games that looked like they could actually have been played, and I'd felt that perhaps by playing it we could have tested whether or not the perceived problems were actually real.

Anyway, I did a sort of role-playing game about re-constructing an infantry company after the evacuation from Dunkirk. John Rutherford was the first person to arrive (after me) and so I cast him as the first officer to report to the village in Devon in which I'd decided to put the company. I had chosen that county only because the OS map of Devon/Dorset was the first to hand when I was collecting materials for the game, they might equally have ended up in Scotland! John's character, 2/Lt Robson was a recently commissioned officer who had been sent to France within days of being commissioned and then evacuated a few weeks later.

On arrival in the village by train 2/Lt Robson discovered that he wasn't expected, and nor was his company! He set about contacting the local policeman, the vicar, chair of the parish council and other notables in the village. Staying overnight in the village pub he established that the company could be billeted on the Mill when it arrived. Within a day the remainder of the company arrived by train under command of the Major (Jim Wallman). Shortly afterwards Lt Hanse (Mukul) and 2/Lt Duff (Dave Boundy) reported for duty. The company was swiftly sorted out into platoons and sections, on the basis of sharing out the experienced men and the good NCOs as well as those with dodgier records.

The first few weeks were played out in organising the company, the accommodation, acquiring weapons, worrying about area of operations, responsibility for guarding bridges etc and also getting everyone to do lots of drill. Having worked all this out and got to the beginning of September I moved to monthly turns where the OC set the training priority and each month I asked for volunteers for Officer training (and later on Commandos) as well as setting some small incident for resolution, e.g. scrounging a coal lorry, or the Christmas do. If I was going to run this game properly I'd do some more research on some of these things and ensure that the players had some better background. As it was I was making it all up as I went along, including the mechanisms, so it was in areas no doubt thinner than it ought to have been, and probably quite ahistorical.

On the whole we managed to pass four and a half hours playing the game before I drew it to a halt so that we could have some discussion. For me the main point is that there is a game in all of this as there are many decisions to be made. Largely it is a building/development game in its purest sense, although what you are building/developing in this case are your soldiers. Probably the best way to improve the game would be to make a small card for each soldier which could be updatable with their stats, rank etc. That would simplify record keeping as the platoon commanders can just keep those in front of them organised into sections etc. The platoon commanders could also have a mechanism for developing people which would give them some decisions about how to improve their platoon, and also about how to interpret the OC's training priorities.

We had some discussion at the end about leadership styles and now these should affect the development of a platoon/company. This certainly needs further thought, and I think it could be a good way to develop things, but I'm not sure exactly how it ought to impact on the game mechanisms. If I do get further thoughts from people then I will do something on this.

One thing I am conscious of was not having a well thought out mechanism for exercises, partly this was because I didn't think we had enough time to break into a proper wargame. My inclination would be to play this sort of game as a campaign, and play each exercise as a largely kriegsspieled wargame using the figure resolution of the combat mechanisms (which I did prepare, but didn't use and I think I'll need to re-do in the light of the outcome of the session).

On another point, we semi-randomly picked 6th Battalion DLI to be the battalion that we were part of. A quick look at google afterwards showed that 6 DLI were a territorial battalion and went to France with 50th Northumbrian Division in early 1940 and then were evacuated through Dunkirk, they went to North Africa in April 1941 (when we finished our game) and then fought through the rest of the North Africa campaign, Sicily & Italy. They came back to the UK at the end of 1943 and were in the assault troops on Gold Beach on 6th June 1944 -  probably one of the few battalions to have been at the sharp end all the way through the war.

March 2010 Meeting Report by Peter Merritt
OFFSIDE REPORT –Alien Crisis Committee Game by Jon Rutherford

Although only down to six people, John R did his 'first contact' UN committee game set in the modern day. Beginning with a warning from a mad scientist who wants money and political backing, the players represent the forces of law and the rightful, established order in various leading member states of the UN Security Council (without the usual temporary ‘make-weights’ who didn’t get invited). I played the ex-Soviet Union, Brian the USA, Jim the UK, Mukul France(!) and Dave B China...!

I won't go into too much detail (in case he does it again), but I think even he was slightly taken aback at the sheer devious/callous/underhand responses - although with such a committee, God knows why?! Play involved being posed various policy-setting problems over an extended period, and how much co-operation there would be. The general consensus this time was to (a) have a scapegoat among the scientists (difficult for me as many of the ex-Soviet ones had undergone ‘traumatic interviews’ after some earlier failures of mutual trust); (b) to ensure the survival of our dominance even if in a reduced slave hierarchy; and (c) to fight to the last Chinaman…….

I’m even more crap at committee games than military ones, but I found this a real fun game. All I can say is try it – and "Welcome masters and all hail the new world order", as they said on a wonderful SF take-off of The Simpsons.....

OFFSIDE REPORT – Operational Napoleonic System (Slater-Cameron-Wallman Inc.) – “Eastern Front © 1809 – same enemy, fewer tanks…”


This was my first go at the new operational Napoleonic system which has been under discussion for some time now. Although running exactly the same scenario and starting positions (the beginning of what became the Leipzig campaign, as per the recent megagame), the game developed in a *completely* different way from last time - which is probably one of the best definitions of 'why we do it'?! 


Jon was the Tsar with forces in the south, whilst Mukul was the Prussians in the centre as that happy-go-lucky liberal Francophile, General Blucher! The northern forces of each side were minor and unplayed as irrelevant to the start of the campaign. Dave B and I were cast as French, with the former generously accepting the crown as Napoleon when I chickened-out! Our starting positions were 60% under ‘Big N’ (6x corps, including the Guard) moving rapidly up from the SW, whilst 40% (4x Corps plus cavalry and ‘odds & sods’) under yours truly covered the centre, probed generally eastward - and tried not to die while waiting for orders…

As far as I can make out, instead of being ultra-aggressive this time the allies pulled back to the major river line of the (Elbe?). This was quite reasonably designed to try and frustrate Napoleon who needed a 'quick win' to intimidate Austria. Unfortunately, whilst the Prussians easily blocked my moves in the centre/north, in the south there were more crossing points which led to a swift French re-concentration as I sent two corps to ‘Big N’. This led to a forcing of the river line, which seemed to me a bit like Sedan 1940, after which the badly outnumbered Russians, now caught in the open by superior numbers on an expanding front, were very roughly handled and the entire river defence position in danger of being rolled-up from the south.

The Prussians had held the river line quite solidly, but eventually (in response to pleas from the south) mounted a costly three-corps cross-river assault against one of my covering corps. This worked (locally at least), but they had failed to notice that I’d found a minor undefended crossing point to the north – and now moved a corps to overrun their LOS and crossing! With Dave B now running rampant in Southern Germany and the Prussians about to ‘form square’ on a strategic scale, the game was halted.


I have to say that now, having played the system from a position of responsibility, I *really, really* like the Napoleonic 'feel' of operations it gave, both in options and ‘tempo’. And what was more, not only was Dave B a great commander, he was also a pleasure to work with – uncannily so at times, as more than once our preparations, suggestions or orders for future ops ‘crossed in the post’ only to find that the other one was already doing it, as when (for example) the two corps I sent south to force the river there had already arrived when Dave’s note reached my HQ in the north, or I force-marched another corps to cover a crossing, only to find one of Dave’s units already in situ (and with orders to join my command)!

True, a two-man team (CO & 'staff') might be better if playing for longer, but everyone - even Dave '8-Corps' Boundy - did not seem unduly pushed; it would just have given more time to write detailed sitreps (although we all managed some). However, two umpires easily (?) ran the entire thing, so perhaps next time I could assist with this, to give one of the designers a go?! It would then start to build up a pool of control experience which I think we're going to need as I would love to see a 'series' coming on........


So, all in all I am certainly happy to afford it equal status with Bernie’s fabulous old (free-form) Peninsula campaign of too many years ago - and it doesn't get any better than that in my book.

June 2010 Meeting Report by James Kemp
What you missed at Sunday's Chestnut Lodge meeting in June (unless you were one of those present) were some good conversations and two games: 

* Come One, Come Eorl - another megagame tryout from Andy Hadley;
and 
* D-Day beach landing - an improvised game by Jim Wallman.

We started with a chat as Jim, Mukul & I watched some of the Stalingrad episode of World at War which Jim had on DVD on his laptop. This while we cut out some of the cards for playing Come One Come Eorl. Once John Rutherford, Andrew Hadley and Brian Cameron also arrived we started playing. 


Come One Come Eorl 
This was another tryout of the streamlined rules using the Welsh part of the game. I found that it was relatively easy to pick up, although there was obviously come benefit to be had from having played in a previous version and understanding who all the characters were and what they were after. In all we had a very civilised approach, rapidly came to a relatively amicable settlement of power and lands and then attacked the English. We sent out two columns, with myself in charge of the Northern one and fought in three battles, being victorious in both the ones I was fighting in (not a coincidence I believe). 

Overall I had a positive experience and think that this is probably more or less done from a mechanistic point of view. There needs to be a little more work on fleshing out the briefings, but Andrew already knew that as we were working off the previous set with hand-written
amendments. The game pieces were good, and the suggestion there was around making each army easier to identify by using flags stuck onto foam board counters. 
I look forward to playing the megagame. 


D-Day Beach Landing 
Seeing as it was 6th June we couldn't have a meeting and not have a session about the Normandy Landings! 

Jim had drawn a map of a typical beach sector on a large piece of squared paper. The Germans were pre-positioned and fired at the closest target they could see. There was also some random artillery/mortar fire using a couple of dice and the map grid to determine where it landed. The attacking forces were two companies of infantry with some supporting assault
pioneers and a mortar. Jim had found some generic 'jenga' blocks in a local pound shop and used these to produce a series of section level markers. The system was very simple, each section could take up to five hits (being eliminated on the fifth hit), had to roll 1d6 and score more than the number of hits sustained to leave cover, and moved 1d6 squares each turn. When being shot at hits were scored on a 6, or 5 & 6 if in the open. 

I started as a company commander, but managed to get killed as I got off the landing craft. I then moved to being the senior platoon commander as the Company 2ic took over command. I then became the Coy 2ic as well as being a Platoon Commander. We took about 40% casualties on the beach but managed to get mortars producing smoke to screen the closest bunkers from effective MG fire. The assault pioneers then blew a hole in the wire and I personally assaulted a bunker because I couldn't make any of the troops come with me. This
proved decisive and we were then able to move more freely and outflank the central bunker and deal with it. The other company didn't fare quite as well as we did, but it also managed, eventually, to get off the beach. 
What the game had going for it was the relative simplicity of the mechanisms and the realistic level of control (or rather lack thereof) of the troops. Once casualties had been taken it became harder and harder to make troops do what you wanted. Also the plan was what counted, and how troops landed in the wrong place interpreted it. We had a slightly better  time than the other company simply because there was less ambiguity on the bit of beach we
landed on, so the chance of misinterpretation was lower. Most of our company ended up in front of the correct breach point, although a couple of sections went right instead of left. 
September 2010 Meeting Report by James Kemp
At the September meeting my game used the whole session and was looking to explore some of the things that might drive farmers to becoming insurgents in modern Afghanistan. I'm not quite sure that I achieved that, but it was a fun session and mostly worked as a game, although the economic model was quite broken. I'll leave it to some of the players to tell us the story of what happened. I had Jim, Mukul, Dave and Daniel as ordinary farmers, John R was the leading farmer and the acting Governor of the valley (not that he managed to persuade the others to do what he said much). Nick Luft was the local Chief of Police and Rob Cooper was the local cleric, and also a Taliban representative.

On the whole the things I learnt from today were:
- this is a game that probably works better in an annual turn basis rather than trying to do monthly real time, as the agricultural decisions can be made quite rapidly and it is just a distraction to try and string it through the game. Also the turn based structure makes it easier for a single umpire to keep everyone at the same point in time.

- I need to indulge in quantitative easing, or alternatively sort the economic system to make it easier to scale things up from basic subsistence farming to full on agriculture. So things to look into are the rate at which more land can be brought into production, and reasons 
why the level of productive land is so low. I also need to look at a valley wide weather effects as well as the localised stuff. That way there is a higher community effect as all the agriculture is co-dependent.

- Another things is looking at the relationship between the town and the farming hinterland. There needs to be a a two-way relationship, the town needs the food the farms grow, and the farmers need the services the town provides. Some thoughts in the post-game discussion were around levels of infrastructure in the town being necessary to support some of the things that the farmers might want. e.g. needing mechanics to support tractors.

- consumption from the farmers could be delivered by a range of quality of life indicators, perhaps allowing for a tension between the Islamic and non-Islamic natures of some of them. So there could be an 'easy' western track and a more ethical Islamic track. Either way some sort of geometric progression would probably do it and also give the players some sort of indication of how well they were doing compared to the others.

- there is probably a triangle of technology, belief & opium that can be used to give specific flavour to the game, and perhaps also draw out the conflicts in a more three dimensional way.

- there need to be more women to make more scope for marriages to take place.

Generally there is a lot of streamlining that I can do, which will improve the game. Much of this is pretty obvious from the tryout and not much needs to be said, stripping out some of the layers of complexity and perhaps ignoring the task allocation part of the game except for 
those that have roles that might change during the course of the game.
 
Also perhaps having a slightly different family tree style approach to the record keeping. You'll see how it changes by the bits that get posted up on my website at:
http://www.full-moon.info/doku.php/rules/clwg/coin 

And a final governing thought in streamlining things is to keep Jim's question in mind. "Why is this Afghanistan rather than Ambridge?"

Fantasy Naval Warfare: Offside Report by Mukul

Jim Wallman put on a session on ancient, Greek trireme, style naval warfare. The set of rules are based on Ed Smith’s old naval Greek trireme rules. I think I want to play this game again with some tweaks. For some reason I really liked the game but it seemed sluggish, or I wanted bigger more decisive results, ships sinking not land warfare at sea. I wanted the main weapon to be the ram and boarding to be a secondary weapon.

It happened like this...

Earl Mookaal led the King's Yendorian Heavy Squadron located in the middle of the Channel of Blood. Left to his own devices due to the seasickness of Lord Bounide took the decision to hang back and let the light squadrons engage and disrupt the fleet of Chief Paul of the barbarian Hill tribes. Apparently Mookal wanted to use the power of the heavy ships to deliver a fatal and horrible ram to some sucker who had picked on his little buddies. An initially very low pace allowed time for the little ships to clear out the way so that the heavy squadron didn't hurt its little buddies by accident.
The barbarian godless stinking pirates did trip over themselves with chief Hill’s own big bruiser ramming one of its own ships, but crafty Trevori led his squadron on a very fast and exhausting arcing run past the developing slog in the middle of the channel and then turned in towards the King’s heavy squadron. Perceiving this threat Earl Mookaal ordered the squadron to meet Trevori's mob at full speed and then crunch!!!!! The Yendorian crashed into Trevori mob holing them......and then, well, you'll have to come back another time to find out what happens though I suppose you all know the outcome anyway. King Martin was ever so grateful to Earl Mookaal that he made him a lord, and as for the barbarian Hill tribes, they scrapped their ships and went back to what they know best, up in the hills with the sheep and let’s leave it that it. 

Reading a bit on the internet,  it seems really quite interesting the differences in ship types and methods of fighting, their range, their ability to stay at sea and the skill levels needed. What stunned me was the massive loss of life the big naval battles could entail, and the possibility of whole fleets being destroyed. It seems that some odd battles involved some tens of thousands of participants per side. This isn't the scale of fighting I was thinking of, but I think it’s worth another look.
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