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INTTRODUCTION 
 

     The purpose of this book is to provide a simple set of fast moving rules, to simulate 

battles using model soldiers in the “HO” scale.  This Scale is also referred to as 1/72nd or 

20mm, and these figures are the most commonly available (and cheapest) on the market 

today.  As such, it should be easy for the tactically inclined gamer to find armies of 

whatever time or country he or she may be drawn to. 

     These rules favor simplicity over “realism” and provide a fast moving and exciting 

style of play. They give you the feel of a historical battle… without the death and tragedy 

of the real thing. 

      With this game, you can test your knowledge and understanding of strategy and 

tactics, while you enjoy the company of like-minded friends.  You can reenact actual 

historic battles or create your own unique scenarios.  The game is quite open-ended and 

has a lot of possibility for surprise, intrigue, fun and (hopefully) victory. 

 

WHAT YOU NEED TO PLAY 

 

     For this game you will need a tabletop, some model soldiers, a half dozen regular six 

sided dice, a measuring tape and a few friends.  To make things more interesting you may 

add model scenery such as trees, hills, buildings and forts.  Any number can play but 

each player should have at least 12 troops to command.  Players are then divided into 

opponents, each representing sides in a historical conflict.  The game can take anywhere 

from one to four hours. 

  

ORGANIZING YOUR ARMY 

 

      In these rules, you will often hear the term “unit.” A unit is a group of soldiers who 

act as a team.  They will stay in their assigned groups as they advance on the enemy and 

if the unit suffers 50% causalities they will run away as a group.  

     How close together do the soldiers have to be to move as a group? Generally, about 

one to two inches depending on circumstances. 

 

     Most companies sell HO soldiers in boxes of 50 infantrymen or 12 cavalrymen.  I find 

that 12 soldiers make a good-sized unit for the size of the average dinner table and the 

rules that follow, this makes a unit easy to maneuver and looks like a real troop on the 

march.  So, out of the 50-soldier box you have 4 units with 2 left over for the commander 

and perhaps a standard bearer, who carries the flag or a radioman for more modern times. 

     For the ancient and medieval armies, it is usually practical to sort units by weapons 

and armor.  For instance you can divide them into groups of 12 unarmored swordsmen, 

12 archers in armor, or 12 unarmored spearmen.  By doing this you can fight more 

effectively by concentrating your resources and focus on your enemy’s weaknesses on 

the battlefield.  There is also historic precedent for this organization. 

     Modern armies tend to mix things up a bit.  A unit of 12 men usually boasts 9 

riflemen, 1 light machine gunner, 1 man with a grenade or rocket launcher (a grenadier) 

and a leader armed with a pistol or sub-machine gun. 

     Artillery units are organized around a cannon or heavy machine gun.  Two soldiers 

will be assigned to any such weapon if it is to move and fire.  If such a weapon were 

mounted on a motorized vehicle, that vehicle’s crew would count as a unit. 
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PAINTING YOUR ARMIES 

 

     Soldiers sold as 25mm scale are typically made of pewter, and those labels HO or 

1/72nd are typically made of soft plastic. Both need some preparation so that the paint will 

adhere to the model.  In either case, they typically are sold with a base so small that they 

can barely stand up.  To solve this problem glue each soldier to a small “penny-like” 

washer.  

                 
 

       With plastic figures you should soak them in vinegar for 24 hours, before you glue 

them to the base. The vinegar will draw excess oils out of the figure giving the paint a 

better hold. Rinse off the vinegar with water before proceeding. Once dry, use a spray 

primer to give the paint an even better hold.  Hold the spray-can about a foot from the 

figure and give it a light, even coat of paint.  With pewter figures skip the vinegar, and go 

straight to the primer. Simple, right? 

     Now that your soldiers are prepared, paint them with a small brush in the colors you 

desire.  True, this takes some skill and practice to get the realistic paint scheme on your 

troops.  I recommend you first paint the dominant color of the figure’s army (such as gray 

for civil war confederates). Then paint the flesh, belts, boots and finally the weapons.  

The back of the box the soldiers came in, usually has a painting guide to help you choose 

a historically accurate uniform scheme if you need a place to start. 

     If you want your troops to have a worn or dusty appearance you can try “dry 

brushing.” Dip your brush in the desired color (Light tan usually works best) and then 

wipe most of the paint off with a dry rag or paper towel. By brushing your figure with a 

dry brush, paint will adhere to the higher protrusions and leave a somewhat random 

residue that looks like the effects of a sand storm. 
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     If you want to bring out the detail of the figure (and hide some of your mistakes), I 

recommend “black washing.” Mix some black paint with water (or thinner if your using 

oil paints).  Then brush the “black-wash” over the entire figure. The paint will seep into 

the cracks and crevices and the water will simply evaporate.  This will sharpen details 

and give your troop a somewhat dirty appearance…as if he has been in battle or 

something. If black is too striking you can use the same technique with brown or gray 

paint.  For faces, red-wash can create a more “human” look.  

     After the paint dries, spray them with dull-coat.  Dull-coat is a clear coating that will 

protect your paintjob from sweaty figures and casual use.  Use it exactly as you used the 

spray primer applying a light and even coat.   

     A final word on plastic, it bends and paint doesn’t.  As you get more and more 

use out of your collection paint will occasionally flake off.  This requires a touch up  

from time to time and explains why pewter figures are typically more expensive (they 

bend less). Such is life. 

 

THE HEROS 

 

     In every army there are heroes, men & women of 

exceptional skill and bravery who deserve a place on our 

tabletop battlefield.  Pick 20% of your soldiers for this 

honor by painting a silver ring around their base.  Heroes 

receive a +1 on everything they do from an extra inch 

of movement, to an extra inch of range for their 

weapon.  Also they receive a +1 to every dice roll they 

make.  These are the troops a wise player will place to best 

advantage on the battlefield and just might carry the day. 

       Naturally, 20% of your opponent’s soldiers are heroes too… 

 

THE COMANDERS 

 

     Out of every 50 soldiers one will be a commander.  A 

gold ring painted around the base designates commanders.  

These warriors are always chosen from the best of 

your heroes, so they receive a +2 in all things a hero 

would receive a +1 at.  Commanders are also the only 

soldiers on the battlefield that can stop routed troops from 

running away (see MORALE later in this book). 
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THE BATTLEFIELD         

 

     Two average card tables, pushed together, make a suitably sized battlefield.  If you 

have something the size of ping-pong table, so much the better. Then disguise the table as 

a field of war.   

     Drape a green or sand 

colored cloth over it and 

place books under the 

cloth make hills.  Lichen 

bushes, and model trees 

can be found at most 

hobby shops to denote 

woods. Roads are made 

with masking tape. 

Rivers can be denoted 

with blue “painters tape,” 

which is available at 

hardware stores.   

       You can arrange “the 

board,” as the battlefield 

is often called, any way 

that is consistent with the 

battle you intend to 

simulate.   

 

SCENARIOS 

 

     Unlike chess, the opening positions of the opposing forces are not the same at the start 

of every game. You can have an equal number of identically armed troops from different 

sides, march onto the battlefield from opposite ends, and see who holds the field at the 

end.  However, many other possibilities exist. 

     You may have one side in a castle at the start of the game, with the besieging enemy 

positioned just out of missile range.  If so, have the attackers outnumber the defenders by 

two or three to one- to compensate for the castle’s advantages. 

     Another scenario involves a convoy of troops, whose mission is simply to cross the 

board. An enemy force waits in ambush and will try to stop them.  This is harder to gauge 

how many troops to how many enemies there should be.  A lot depends on terrain and the 

kinds of weapons used (arrows vs. rifles for instance). 

     Some scenarios can be based on the actual battles of history. For instance, the battle of 

Little Big Horn would be a “victory” for the U.S. Army if one 12 man unit got away 

instead of the 100% causalities suffered by Custer 
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BASIC RULES 
 

 

TURN SEQUENCE 

 

     Now that your armies are painted, the board is set, and you have a friend or two over 

it’s time to actually play the game.  This is done in “turns”.  A turn is a series of steps that 

each player goes through, one by one, to bring his army closer to victory.  It can be seen 

as a few seconds in the life of a soldier in combat but lasts about 5 to 10 minutes for the 

players of a wargame.  In order, the turns are: 

 

 

 

1- Initiative           

2- Movement 

3- Missile 

4- Melee 

5- Morale 

 

 

 

     Play continues turn after turn, until one side has achieved its objective and a victory is 

declared.  Ties are also possible. 
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INITIATIVE 
 

     Each turn begins with each side rolling a six-

sided dice. Only one player per side rolls for 

this, no matter how many players are involved. 

The side, which rolls the highest, wins the 

initiative.  In the case of a tie, the dice are 

rolled again.  The winner of this turn can either 

move his troops first, or allow his opponent to 

do so.  

      Early in the game, when the opposing forces 

are far apart, it can be a good idea to see what 

your enemy is up to, by watching his 

movements and responding to counter them.  As 

the forces get closer to each other, it is often 

best to move first, to place you troops in key 

tactical locations before your enemy can get 

there. 

 

 

MOVEMENT 

     
    As was said in the initiative 

rule, troops move one side at a 

time.  It is up to the player to 

decide how many of his troops 

move…if any at all.  They can 

move in any direction on the 

board and can walk or run as the 

player decides.  

 

 

 

Different kinds of troops move at different speeds as follows; 

 

                             Walking Troops                        Running Troops 

On Foot…………………3 inches………………………..6 inches 

On Horse……………….6 inches……………………….12 inches 

In Chariot ……………...5 inches……………………….10 inches 

In Wagon………….…... 4 inches………………………..8 inches 

Pushing Cannon………...0 inches……………………….3 inches 

In Motor Vehicle………15 inches……………….……..15 inches  

 

*If troops “run” they cannot shoot in the Missile turn. 
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*Motor Vehicles can move slower than 15” if the players wishes. Also they can always 

shoot in the Missile phase. 

 

     Heroes and Commanders get the most out of their horses, chariots and even motor 

vehicles. So, they are granted appropriate bonuses for their abilities.  Therefore, a hero 

“walks” 4 inches and “runs” 7 inches per turn. If a commander is in a tank, that tank can 

go 17 inches per turn. 

     Cannons cannot be fired and move in the same turn.  If you need speed they can be 

hooked to a caisson (short wagon) in one turn, and move at wagon speed the next turn. 

To fire a cannon in such case, you need to first spend one turn un-hooking it. This is a 

major pain in the rear, but nobody said war was easy. 

 

      There are a few things that will effect troop movement such as: 

 

Going uphill……………..-1 inch     

Going through bushes…...-1 inch 

Wearing Armor……….…-1 inch 

Going Over Obstacles…...-1 inch  

Going Through Rivers…..-2 inches 

Going on road……...……+1 inch          

 

 

MISSILE 
 

     In the missile phase, troops that stayed still or walked can shoot, or throw, their 

weapons.  Each side is considered to shoot at the other simultaneously, unless one side 

has surprise (see HIDDEN TROOPS later in this book).  

     Simultaneous fire, means that two 

opposing soldiers can shoot each other 

dead in the same instant.  This sucks for 

the troops, but it happens.  Since shooting 

is done by rolling dice, you may have one 

side roll and then the other just for the 

connivance of it.  After both sides have 

rolled, troops declared as causalities are 

removed from the board. 

     Troops can only shoot at enemies they 

can see. If your opponent is behind a hill 

or building he cannot be shot if there is no 

line of sight. This works both ways, by the way, If you can’t see him, he can’t see you. 

The only exception is when troops are in Melee.  If you have troops of each side fighting 

hand to hand, other troops cannot fire into that fight for fear of hitting friend as well as 

foe. 

 

     To hit an enemy, a troop must roll an 8 or better (8+) on 2 six sided 

dice.  
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    If the roll is successful, the enemy soldier is considered to be dead, or too badly 

wounded to continue to fight. He is a causality. 

     The player who is receiving causalities decides which soldier to remove from the 

board.  He must choose a figure that was in range of the enemy soldier who scored the 

hit, but otherwise it is completely the receiver’s choice.  Heroes, it will seem, know how 

to duck. Only if a trooper is completely by himself can he be singled out for death by 

shooting.  Therefore, a wise commander stays with his troops and doesn’t wander off 

alone. 

     You can improve your troops chances by using the following modifiers when 

possible: 
 

MODIFIERS FOR TARGETS 

 

Target in Concealment…...-1 

Target in Cover…………..-2 

Target in Building………..-3           

Target Wearing Armor…..-1 

 

     This means that the smart general uses the bushes, trenches and buildings to his best 

advantage. Concealment is anything that obscures a shooters view but will not stop 

bullets such as bushes. Cover, is anything that will stop a bullet such as a stonewall or 

sandbags. Buildings provide both cover and concealment, thus the higher modifier. 

Armor is any kind of clothing specifically designed to stop enemy missiles. Figures 

depicted in anything from chain-mail shirts to modern flack vests are given this modifier. 

 

“Your troops couldn't hit the broad side of a barn!” 

 
     This is often true.  However, if the target your troops are shooting at actually IS the 

 broad side of a barn, or a similar building sized target (such as a parked tank), give that 

troop a +4 to hit.  

     Some weapons are simply better at hitting targets than others.  Use the following 

modifiers to your dice roll if your troops have the following firearms depicted on the 

model soldier rolling to hit. 

  

MODIFIERS FOR WEAPONS TO HIT  
 

Automatic Rifle…………+1                        

Sub-Machine Gun…….…+1 

Shotgun………………….+1 

Light Machine Gun….…..+2 

Heavy Machine Gun….…+4  
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     Of course, some weapons are designed to kill more than one enemy at a time.  

Cannons, flamethrowers and machine guns come to mind. Cannons kill by sending 

explosive shells toward the enemy and the “blast zone” produces multiple causalities.  

      Cannons were sometimes loaded with 

“grapeshot,” which sprayed hundreds of lead balls 

at the enemy as he came in close.  Heavy machine 

guns (the kind you need 2 troops to carry) create 

the same effect as they spray bullets at the enemy 

at close range. 

     The kill zone of a heavy machine gun, 

flamethrower, or grapeshot-loaded cannon is  

precise. Measure 12 inches from the muzzle of the 

gun and mark that spot then measure 3 inches to 

the right and 3 inches to the left of that spot.  Now 

trace the left and right ends back to the muzzle. 

     You now have a cone shape that is 12 inches 

by 6 inches originating at the gun, this is the kill 

zone.  Roll 1D6 to determine how many troops in 

the kill zone become causalities. This is the only instance when you do not need to roll to 

hit your targets, if they are in the zone they can be killed. It can be helpful to make a 

cardboard or wire triangle to denote the kill zone during play.                                         

     Of course heavy machineguns have a greater range than 12 inches but when they do 

engage targets at greater range they can only hit one at a time.  Grapeshot or 

flamethrowers however, never exceeds 12 inches of range. 

 

     The blast zone of a cannon’s shell is hard to predict. Roll 8+ to hit an enemy unit with 

a cannon, then roll 1 dice to determine how many soldiers become causalities in that unit.  

As usual, the player receiving causalities, chooses who is hit in that unit. 

 

The ranges of the various weapons are as follows:      
 

Thrown Weapon (Spear or Grenade)..….8 inches 

Bow or Crossbow……………….……..12 inches 

Catapult………………………..…….…15 inches 

Pistol……………………….………..…..8 inches 

Smoothbore Musket…………………....18 inches 

Rifle…………………………………….20 inches 

Sub Machine Gun or Shotgun…….……12 inches 

Light Machine Gun………………….....20 inches 

Heavy machine Gun………………..…..25 inches 

Grenade Launcher………………….…..15 inches 

Rocket Launcher…………………….....15 inches 

Cannon Shells…………..………………No Limit,  
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*For those unfamiliar with military weapons see WEAPONS DEFINED  later in this 

book. 

 

*For damage to buildings and vehicles that is caused by missiles see Busting Buildings 

Down and How To Stop A Vehicle in the Advanced Rules section. 

 

     A final word on the Missile Turn.  When all modifiers are considered, a natural 

roll of 12 on two dice will always hit.  This means you rolled boxcars with two sixes 

showing.  In some cases, modifiers may have put you over the top, but that natural 12 

will always hit anytime a target is in range and can be seen by the shooter. 

 

 

MELEE 
 

     Melee is combat at hand-to-hand range.  In it, each soldier is too close to his enemy to 

use his rifle as anything but a spear or club.  To enter into melee, one figure moves 

toward his enemy during the movement phase, and gets to the point where his base 

is touching his enemy’s base. Naturally, this is done before the missile phase so nether 

soldier will be able to shoot this turn.  The opposing figures are “locked” in melee, until 

one, or both, become causalities. 

 

     Each troop involved in melee rolls 1 dice.  The one who rolls 

higher wins and the loser is causality. 

 
     At the start of the next turn the winner can move and shoot and do all things he did 

before.  The loser is removed from the board. In the case of a natural roll of 6, you 

automatically slay your opponent.  This means that if both players roll a 6, both figures 

will be removed from the board…a double kill. War is hell. 

     In the case of all other ties, the figures will remain locked in melee until the melee 

phase of next turn.  At that point, they will continue to fight it out and each will roll 

again. 

     In the case of a 2 on 1 melee, each soldier 

will roll one dice and the soldiers who are on the 

same side will add their rolls together. Then 

compare the result to the single roll of their 

opponent.  

      It is possible for the outnumbered figure to 

kill one of his opponents a melee turn, and be 

locked in melee with the surviving foe at the 

start of the next melee phase. The same principal 

applies to a 3 or 4 to 1 conflict. 

     There are ways to improve your odds besides 

bringing lots of friends to the melee.  Wearing 

armor, being behind a castle wall, or standing shoulder to shoulder in a close formation 

with your well trained fellow troops can help.  Locking your opponent in melee from the 

back is another.  The following modifiers can be added to the dice roll. 
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Wearing Armor………………+1   

On Horseback………………...+1 

Defending a Wall……………..+1 

In Close Formation………...…+1 

Attacking from Behind……….+1  

 

                

 

 

MORALE 
 

     When things get really bad, brave hearts sometimes fail.  Now that all the shooting 

and stabbing of a turn is over, count the survivors. 

     If any single unit has lost half its troops they will rout! 

 

 
     The exception is your heroes, and your commander.  These individuals never rout!  If 

they run from the enemy it is by choice, not compulsion. 

     A routed unit will flee from the enemy at the next movement phase as initiative 

directs.  They will move their run distance with no intention of returning to the fight.  

      If the routed unit is surrounded or locked in melee, they will surrender.  One troop 

must then guard every five enemy prisoners and march them off the board. If the 

prisoners are somehow rescued, by friendly troops form a non-routed unit, they will still 

not return to the fight. 

     If both sides routs simultaneously even troops locked in melee will flee.  

 

     The only way to save a routed unit, is for the commander to personally rally 

them.  
 

      The effected player must move his commander into the fleeing mob.  For the rest of 

the turn the routed unit will not fight or run, but listen as the commander gives a rousing 

speech.  At the start of the next turn the unit will have “rallied” and can return to the fight 

with, or without, the commander among them.  They will not rout again. 
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ADVANCED RULES 
 

     Advanced rules are not hard rules.  They just cover things that do not come up in 

every game.  Keep in mind, that Battlefields- From Broadswords To Bullets rules are for 

all historical eras. Some weapons types and tactics, therefore, require special attention.  

     Within that notion the rules are still meant to be generic, fast moving and fun.  

However, if you specialize in a more specific time period and wish to modify these rules 

as you distinguish between specific weapons and equipment…go for it. 

 

 

MUZZLE LOADING MUSKETS AND RIFLES 

 

    From the 1600’s to the 1800’s troops 

were commonly armed with weapons 

that had to be loaded at the shooting end.  

Naturally,  our troops will need time to 

reload these awkward things between 

Missile Turns. 

     To reflect this, soldiers with 

muzzleloaders must surrender a 

movement phase, or a missile phase, to 

the act of reloading. Thus, a musket-

shooting troop can shoot every missile 

phase, so long as he never moves. A 

moving soldier could shoot every other 

turn as he reloads on the run. At the start 

of every game, all troops with 

muzzleloaders are considered to be 

holding loaded weapons. 

 

GRENADES 

 

     All soldiers form the 20th Centaury and beyond are considered to have grenades on 

them. Grenades can either be thrown by hand, or launched by various gun-like weapons.  

They use a small explosive charge to create enemy causalities.  Like a cannon, their blast 

pattern is often hard to predict.  When a soldier throws or launches a grenade he 

designates a unit as his target.  If he rolls a hit, roll one dice and divide the number by 

two (round up) this is the number of causalities inflicted.  Thus, grenades can create a 

minimum of 1 and a maximum of 3 causalities. 

 

BUSTING DOWN BUILDINGS 

 

     As defined in the Missile phase (target in building), buildings can be a great asset to 

your foe, so why not just knock ‘em down?  

      Not just any weapon will do however.  To provide such total destruction, a large 

weapon such as a catapult, cannon, or rocket launcher is required. 
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      Grenades will not destroy a building, but if tossed inside can kill enemies within, or 

simply be used to take down a door (one hit with a grenade and a door is gone).   

     Similarly, any two soldiers can batter a door in in the melee phase. Just declare that 

they are battering the door and, as long as those soldiers are not otherwise engaged, the 

door goes down at the start of the next turn. 

     For purposes of these rules catapults, cannons and rocket launchers all do the same 

damage to buildings.  That damage is one dice roll per hit.  Each time you hit a 

building with such a weapon, roll to determine how many points damage you did to it.  

Once the damage is equal to, or greater than, the buildings point value, the building 

collapses and all the troops within are causalities. 

 

     The point values of buildings depend on what they are made of. 

 

Thatch Hut………….1 point 

Wood Cabin………..4 points 

Stone/Brick ………..8 points 

  

    This destruction is assuming a building is of “average” size, meaning about 6 inches by 

3 inches.  If however you are bombarding a castle, you will need to designate it by walls 

and towers.  Naturally, a catapult may knock down a wall about 6 inches long and all the 

defenders who stood upon it would be causalities, but the castle’s towers and keep would 

be just fine.  

 

* As previously stated rolling to hit a building is at a +4 to hit. 

 

 

 

HOW TO STOP A VEHICLE 

 

     Vehicles will be stopped by the same kinds of weapons that knock down buildings, 

and the principal is much the same.  The exception is catapults, which were made to 

knock buildings down and were not designed to track moving targets. 

      When you hit a vehicle with a cannon or rocket launcher, roll one dice.  If you meet 

or exceed the vehicles point value, the vehicle is totally destroyed and its occupants 

become causalities.  The point values are as follows: 

 

Wooden Wagon…………….1 point 

Jeep or Civilian Car……..….4 points 

Armored Jeep or Car……….8 points 

Tank………………………..12 points 

 

* the +4 to hit a building doesn’t apply to a moving 

vehicle, no matter how large it is. Standard 8+ to 

hit. 
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HIDDEN TROOPS 

 
     Many scenarios call for troops to be hidden behind bushes, or by the darkness of night.  

To do this right requires some preparation. 

     Make a few numbered markers before the game.  These can be poker chips with 

numbers painted on, or whatever you can contrive.  Then, give each player a piece of 

note paper to record which numbered markers represent hidden units and which represent 

nothing at all.  A ratio of 3 fakers to 1 hidden unit is typically good. 

     At the start of the game all markers are placed on the board for all to see.  Your 

opponent will not know which ones represent real troops until one of two things happen.     

     The first possibility is he places a figure within 6 inches of the marker, if real troops 

are there place them on the board immediately, if not just remove the marker from the 

board, as it is revealed for the fake it is.  

      The second possibility is you choose to reveal your own troops by shooting at your 

opponent. Place them on the board at the start of the missile phase and roll to hit.  Having 

just revealed yourself in this way the opponent CANNOT SHOOT BACK AT THE 

REVEALED UNIT until next turn.  This is the element of surprise at work and it’s what 

makes ambushes effective.  

     After hidden troops are revealed they cannot go back into hiding, no matter how much 

they may want to. 
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THE CAMPAIGN GAME 

 

     In a campaign, battles are linked to each other as a series of events.  Each game 

represents one battle in a continuing war, and he who fights and runs away indeed gets to 

fight another day. 

     For instance, you could map out a valley on a sheet of graph paper with villages, forts 

and roads all placed just so.  One player defends the valley and writes on a piece of 

notepaper where he has placed his units. 

     The invading player then moves his units onto the map. Each map movement is 

considered a “Great Turns.” Movement in a Great Turn equals the distance of one whole 

game board at once.  

     Such a game may look like so; In a Great Turn, the invader sends two units to secure a 

crossroad.  After the invader declares his troops are there, he asks his opponent if he has 

any troops on that spot.  If the defender says yes, the table is set up and the battle fought. 

     In these games, players have to decide which battles are worth giving your all and 

which are not.  Getting half your troops annihilated at some crossroad means you may not 

have enough left over to assault the enemy castle in the next battle.  The lives of soldiers 

are thus more precious to the leader, and more realistic tactical and strategic thinking is 

required.   
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MAKING BUILDINGS 
 

     You can always start with commercially available, model railroad buildings in 1/72nd 

scale, but these rarely do for war-gaming.  You need each building to accommodate your 

troops and have doors and windows placed where they can be defended.  Making your 

own buildings from scratch is always preferred. 

     Balsa wood about 1/8 inch thick, or foam core board is recommended.  Both are 

available at most hobby shops, and are easy to work with using regular Elmer’s Glue © 

and an Exacto® knife. If all you have is cardboard, that can do too. 

     A special trick is to construct a destroyed set of 4 walls on a platform, then build a 

house over it, but do not glue the two together.  This way, when the building is 

“destroyed” just lift the house off to reveal the ruins.  After all, once a house is destroyed 

other troops can rush in to take cover behind the rubble. 

     You can of course just paint stone buildings gray and thatch huts yellow, but adding 

texture adds realism.  Cut out paper shapes and glue them to the balsa walls before you 

paint them to simulate stones, bricks or boards.  Most party supply stores sell textured 

ribbon that when glued to balsa or foam core board and painted looks remarkably like 

thatch. 

     If you do build that great big castle, build it in separate pieces.  Walls, towers and 

gatehouses need not be glued together.  In fact, if they remain separate pieces, the 

configuration of your castle can change from game to game depending on your scenario.  

Also, when a wall is destroyed simply remove it, or better yet, replace it with a “pre-

destroyed” section of ruble you have created.  
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A WORD ON HISTORY 
 

     It is likely you have an interest in history or you wouldn’t be reading these rules in the 

first darn place.  Still, there is a wide range of subjects covered by that one word and 

perhaps; you wish some help in narrowing it down.  These rules work for any historical 

military encounter from Alexander’s march into India, to the war in Iraq.  Naturally 

Alexander’s army will spend a lot more time in the Melee turns, and the Iraq players will 

use the Hidden Troops rule in just about every game. 

 

HISTORICAL ERAS 

 

  Eras of military history have various pros and cons for the wargame.  Here is a brief list. 

 

The Ancient Era- From the Pharaohs to the Romans (with the Greek City-States in 

between).  This era has troops marching in close formation to engage in decisive melees.  

Calvary often comes in chariots and people often lived in walled cities such as Troy. 

 

The Medieval Era- From the fall of Rome to the Renaissance. This era centered on 

armored knights, charging in close formation, on horseback, into ranks of men-at-arms 

and peasants.  Archers were often surprisingly decisive in the outcome of battles, and 

towards the end cannon were employed to knock down castles. 

 

The Early Modern Era- This covers the time of the English Civil War to the American 

Civil War.  Troops still marched into battle in close formation and not until the end was 

the smoothbore musket replaced by the rifle.  This is a great era for colorful uniforms, as 

a brief look at Napoleon’s armies will attest.  

 

The Colonial Era- this is when the industrial nations of Europe and America went to war 

with the tribal peoples in Africa, Asia and the Old West.  Spears were thrown from the 

Afghan hills at British soldiers armed with rifles.  The tribal chieftain often out smarted 

the well-educated general at places like Little Big Horn and Isanniawana.   

 

The Modern Era- The First World War and everything since.  Weapons, such as tanks, 

replace horses and each side has machine guns and grenades.  Troops no longer march 

into battle and have no idea how to fight in close formation.  Tactics rely on speed and 

surprise as much as firepower to win the day.  

 

     For more information on specific armies and wars, I recommend the Osprey Men At 

Arms Series ©.  These historical books are available at most hobby shops and cover 

EVERY historical conflict you are likely to be interested in.  
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WEAPONS DEFINED 
 

 
 

For those not familiar with weapons, here are some quick definitions for the purpose of 

the game. 

 

Melee Weapons- Swords, axes, knives and bayonets are only useful in melee and all are 

treated equally by these rules. Spears can be thrown in the missile phase or used as melee 

weapons. 

 

Spear- A thrown pole with a sharp tip.  A figure shown holing a spear is assumed to have 

another two or three in his possession and can throw every turn in the game. 

 

Catapult- A large lever, built outside an enemy’s fort, to throw stones at it until a wall 

crashes down. They were usually built at the site they were to be used, and not made to 

be moved around. 

 

Pistol- Any gun that can be fired while held in one hand and shoots only one bullet for 

every pull of the trigger. 

 

Musket- A long barreled gun that has no rifled grooves inside its barrel so the bullet will 

only travel so far. Prior to the American Civil War, this was the most common soldier’s 

weapon of the early modern era. 

 

Rifle- A long barreled gun with groves inside the barrel that spins the bullet, allowing 

greater range and accuracy.  Before the American Civil War only special units were 

given rifles but during it, every soldier could be expected to have one. After the civil war 

most armies replaced their muzzle loading rifles with ones that could be reloaded a lot 

faster. 

 

Automatic Rifle- Starting in World War Two, with the introduction of the Browning 

Automatic Rifle (BAR), troops became more and more commonly armed with rifles that 

fire more than one bullet with a single pull of the trigger.  The American M-16 and 

Russian AK-47 are such examples. 
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Sub-Machinegun- A small barreled weapon that fires pistol ammunition fully 

automatically.  The American Thompson (Tommy Gun) and German MP-40 are such 

examples. 

 

Shotgun- A long barreled weapon the fires a half dozen pellets with each shot. Typically, 

a civilian weapon but occasionally used by troops. 

 

Light Machinegun-Any machinegun that fires rifle ammunition and can be fired and 

carried by one soldier.  Examples are the American Browning 30 caliber, M-60 and the 

German MG-90. The hand cranked Gattling gun of the 19th century needed a crew of 

two to operate, but due to the slow rate of fire, it can be treated as a light 

machinegun in this game.  

 

Heavy Machinegun- Any machine gun that requires a crew 

 of 2 to manage, but needs no crank to fire it, such as the  

original Maxim Gun of World War One or the American  

Browning M-2 that is still in use as of this writing. 

 

 

 

 

 

Grenade launcher- A weapon that fires a grenade using a gunpowder charge.  In World 

War Two, special grenades were fitted onto the ends of rifles, by Viet-Nam they used a 

shotgun looking weapon called the M-79. Today they are found mounted under the M-16 

rifle and are called the M-203.  The Soviets developed a weapon called the Rocket 

Propelled Grenade (RPG). It is treated as a grenade launcher, not a rocket, for this game 

because of the relatively low explosive yield. 

 

Rocket launcher- From the first Bazooka to the modern AT4, this 

 is a tube that a soldier places on his shoulder to launch a small  

missile at his foe. Against troops, a rocket launcher works like a  

cannon: causing 1D6 casualties in the targeted unit. 

 

 

 

 

 

Cannon- These rules use “cannon” to describe every kind of crew served artillery 

weapon, whitch fires shells of over 1 pound of explosive.  From Cromwell’s artillery to 

the main gun of a Sherman Tank, all cannons are the same for purposes of this game. 
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FIGHTING FICTITIOUS WARS 

  
     Some gamers are not very interested in historical struggles, but prefer fantastic wars 

that never happened, and probably never will.  Cool!  Here are some ideas for fantasy and 

post-apocalyptic combat. 

 

 
 

FANTASY 
 

     Unfortunately, few companies make HO scale Dwarves, Elves, Orcs or Wizards. 

Some do however, and if you happen on a box I recommend you scoop it up while you 

can.  Of course, Vikings and Romans can make a good substitute in a pinch. 

     What makes fantasy cool, is not just the miniatures however.  Elves, and Orcs are 

different from humans and will have different advantages and disadvantages.  If you add 

in magic, that can also be quite a game changer.  Hear is how we break it down. 

 

MEN- Humans in a fantasy world act exactly like they do in our world so there are no 

new rules that set them apart.  All of the historical rules apply. 

 

 WIZARDS- Magic using sorcerers are not people 

you meet every day.  They are rare and special 

characters, not to be trifled with.  Paint a purple ring 

around their base to distinguish their special abilities 

and each side should have only one or two. 

     Wizards can cast one of two spells; fireball and 

lightning bolt.  To cast any spell successfully, a 

wizard needs to roll 8 or higher on two dice during 

the Missile Phase of the turn. If they fail to roll an 8 

or better they have no magic this turn. Wizards can 

only cast one spell per turn. 

      The fireball spell works exactly like a flamethrower, enemies within the cone will 

suffer 1 to 6 casualties.  
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      Lightning bolt works like a long-range sniper rifle.  A successful roll will kill one 

enemy soldier on the battlefield regardless of how far away he is from the wizard. 

Lightning bolts can only be used on enemies the wizard can see, and the wizard’s player 

can only designate a unit he is attacking, the player receiving the causality chooses who 

dies. 

 

ELVES- In fantasy literature Elves are quick and 

nimble folk, who possess uncommon grace and 

poise.  For that reason they may run and shoot in the 

same turn, something no other race can do.  They 

also are described as brave and wise, so they cannot 

be routed no matter how many causality they take. 

However, the elves are a dying race and their 

greatest heroes are all in the distant past. So, no elf 

warrior has a silver or gold ring around his base. 

 

DWARVES-  Short but sturdy, Dwarves are known 

for their stubbornness and bravery.  For this reason 

they also cannot be routed (this is the ONLY thing 

they have in common with elves!). But, there are 

other things to know about dwarves. 

    Due to their short stature they cannot run.  A 

walking speed is the best they can do, but they can 

still shoot their bows and throw their spears like 

everybody else. Due to their tough physique they 

have a one in six chance of surviving an attack that 

would cause another being to become a causality.  Therefore, for every Dwarf who is hit 

roll a dice, if you roll a six he shakes it off and goes on fighting. Dwarves do have heroes 

but no commanders.   

 

 

ORCS-  Savage and brutal, the Orc knows no mercy and 

expects none in return.  Orcs do fear the enemy, but they 

fear their commander more. As long as their commander 

lives an orc unit will never rout the field of battle. However, 

when an orc commander dies, every orc unit will rout and 

only the orc heroes will remain. Orc soldiers cannot be 

rallied, once they start running there is no stopping them. 

    And run they do. Orcs in fantasy literature are described 

as extremely fast pursuers, so they get an extra one inch of 

movement when walking or running. 
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POST- APOCALYPTIC WORLD WAR III 
 

     The world is ruined.  The nations 

of the world have blasted each other 

almost into the middle ages.  And 

yet, the war goes on.  Armies of 

Americans and Russians ride into 

battle on horseback toting M-16s 

and AK-47s.  Vicious marauders on 

motorcycles plunder wagon trains 

full of food, but thankfully, the 

wagons are often protected by 

troops with rockets and machine-guns. 

     This post World War Three nightmare can be yours, 

with just a little creative modeling.  Buy a box of 

modern Russian and US soldiers, along with a box of 

Cowboys and Cossacks.  Use an exacto knife to cut 

horse-riding figures off at the waist and then do the 

same to a modern foot soldier. Then simply switch 

upper and lower body parts and glue them together.  

The result is a horseman with an assault rifle, and a foot 

soldier with a shotgun or sword. Send these misfit 

armies against each other to fight for the new world to 

come. 

 

POST- APOCALYPTIC WARFARE…WITH ZOMBIES 
 

     There are a few companies that 

actually make zombies in HO scale. 

However, if you can’t find them, just use 

HO scale civilians.  Model railroad 

hobbyist use HO scale citizens, so they 

are easy to find. Just paint in gruesome 

colors and ta-da, zombies.  

     For survivors, you can use the same 

method mentioned above to create a unit 

of humans on the run or adapt cowboys 

or Viet-Cong guerillas to the purpose. Now, the human player can move and shoot 

normally. There can be human heroes and a commander as well. It’s the zombies that 

have all the special rules in this setting. 

     Zombies are mostly mindless killing machines, 

but the zombie player will naturally want to use 

strategy and tactics to win. So, one zombie will be 

designates as the commander of the undead (with a 

gold ring on the base and everything).  The zombie 

commander has some of his brain capacity left and 

can lead the horde within their limited abilities. 
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      Zombies have no weapons of any kind, and cannot drive cars or ride horses.  Since 

the Missile Turn means nothing to them, they tend to run every turn. Zombies also have 

no fear of death (been there, done that), so they will never route no matter how many 

have been shot by humans. Each individual zombie has but one desire, to eat human 

flesh. Therefore, once they kill a human, every zombie that was involved in the melee 

will stop and spend one turn dining on his victim.  Not even a zombie commander can 

stop a zombie feast! 

     Zombies will always outnumber humans by three to one at the start of the game…but 

it gets worse.  Once the humans start shooting their guns, zombies from miles away will 

come running to the promised buffet.   Before play begins, six points will be chosen on 

the edge of the board and marked so everyone can see.  Each turn after gunfire begins, 

roll one dice to determine where the wandering zombies are going to arrive. Once the 

location is selected roll one dice again to see how many flesh new faces arrive on the 

battlefield at the start of the next turn.   

     With zombie reinforcements arriving almost every turn, the Humans will eventually 

have to run away to safety. A scenario where the humans have to swoop into town to 

rescue stranded survivors, or loot food from and abandoned supermarket, works well for 

them.  A scenario where they have to stand and fight…not so much. 

 

The End 
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QUICK AND EASY TABLES    

 

 

   

 

 TO HIT A TARGET                                                                                   

 

       8+ on 2 six sided dice 

 
 

       MODIFIERS FOR TARGETS 

Target In Concealment……………….-1 

Target In Cover………………………-2 

Target In Building……………………-3 

Target Wearing Armor…………….…-1 

     

         

      MODIFIERS FOR WEAPONS 

Automatic Rifle……………………..+1 

Sub-Machine Gun…………………..+1 

Shotgun……………………………..+1 

Light Machine Gun…………………+2 

Heavy Machine Gun………………..+4 

 

                                                                                          
 

             MELEE MODIFIERS 

Wearing Armor……………………+1 

On Horseback………………….…..+1 

Defending A Wall…………………+1 

In Close Formation…………….….+1 

Attacking Enemy From Behind…...+1 

 
* Heroes always get a +1 to everything 

          they do and commanders a +2. 

 

 * A natural 12 will always hit using a 

    missile if the target is in range.  And 

    a natural 6 will always kill an opponent 

   in melee. 

        TURN   

    SEQUENCE 

 

1- Initiative 

2- Movement 

3- Missile 

4- Melee 

      5-   Morale           

  

                        MOVEMENT RATES 

                                   WALKING                      RUNNING 

On Foot………………….3”……………………..6” 

On Horse………………..6”……………………..12” 

In Chariot……………….5”……………………..10” 

In Wagon………………..4”……………………..8” 

Pushing Cannon…………0”…………………….3” 

Motor Vehicle………….15”…………………….15” 

  
     MOVEMENT MODIFIERS 

Going Uphill……………………-1” 

Going Through Bushes…………-1” 

Wearing Armor…………………-1” 

Going Over Obstacles…………..-1” 

Wading Through River……...….-2” 

Going On A Road………………+1” 

  

      MISSILE WEAPON RANGES 

Thrown Weapon…………………8” 

Bow or Crossbow………………..12” 

Catapult………………………….15” 

Pistol……………………………..8” 

Musket…………………………...18” 

Rifle……………………………...22” 

Sub Machine or Shotgun…………12” 

Light Machine Gun………………22” 

Heavy Machine Gun……………..25” 

Grenade Launcher……………….15” 

Rocket Launcher…………………15” 

Cannon Shells…………..…No Limit  
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