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The Newsletter of the Tunbridge Wells Wargames Society

February 2003

EDITORIAL

Good Nen s and Bad \eu 5

Th=l.:i:'-::::.::':l'..':-i-::.:S:';,;h,irstVilla-seHall.inu'hichwehavebeenmeeting
for so lon-:. .i:: :-.-: ::.r--, ;.r:::J ihe il:sr i-iremen's snike. apparently through an electrical fault in
rhe cerirn. :. '--. -'-. :.'.l. ,.\:.:c: ',\as romli1 desrroy'ed. This was obviousll'a much bigger blorv to the

perrtt-.-.:: ::-:i:11 :;::rciub.butnehavelostequipmentand,ofcourse,aplacetomeet. we
:3c a :. - .;-: - :c:;,:c i-lncin*s rtre Speldhurst Hall which this editor, at least, thought was a pieasant

: :;: :-: :..:---.:;. -:.1u$ a bit offthe beaten track for non-drivers. It will not be rebuilt for at least

: :i ::::. :.. r.:--.s. 33g[ u e shall have to decide as a club whether or not we want to meet there when it is

:;::-:.t ,: lre meantime the committee will be considering alternatives, and if anyone has either

!:,: :.:: J: riicrls about a suitable meeting place, or information about one, they would be glad to know.
;I :.ie e irher io rhe Secretary (address below), or the editor. In recognition of our use of the hall and the

.roiiging attirude of the people who run it, the AGM voted to make a contribution from club funds -
alhough the hall was insured there will certainly be expenses facing their committee over rebuilding

and re-equipping the place.
The 'could be worSe' sort of good news relates to the fire and its results. Luckily for us, the

club equipment was nearly all in a side room which rias the only'part of the building which did not lose

rts roof and escaped the effects of the fire. The onll ioss \\e had uas the box of hills, which was

desrroyed completely, with everything else stored under the stage. and it appears that the hall insurance

ma) pa) for these to be replaced. The loss of a meeting place ri a: thus the main problem for us, and

ihis ha: been solved by the quick action of our Treasurer. \lalcolm Dove. who was responsible for
;eci.iring King Charles' Church Hall, Warwick Park. Tunbrid-ee \\ ells. and booking it for the whole of
:-,,-:.LrnournormalfirstSundayofthemonthdate. \\'ethusharenoinmediatecrisis.andcan
;.:isiler options for a future meeting place at leisure,

There is also some unalloyed good news. in that there ha. been a marked gro*th in

me;cersnip and in attendance at club meetings. uhich staned in the laier pa;t of last lear and seems I,-.

be cc,r.rr.uing. For several months norv attendance at Sunday n.teelings ha: be:n up from arou:rd l0 to
arounj l,- p,eople. We don't know the causes of this (any' ideas ?.1 but ir is rery rielcome at a time *hen

the uaigaming magazines seem keen on articles about a decline of the hobby. We particularly'*'elcome

1nore ) orniii ;nembers to the club, and if new members have suggestions about improving the club,

please 1ei i-i hear them.
Finaii;,. racktotheeditor'sperennial appeal -weneedmoreafticlesorotheritemsforthe

magazine. Tl,:-'..i.. r en much to Malcolm and Gabriel, without whose contributions we would not

have had rhe ii.r 'Rani' and File'of 2003. No-one else has sent me an)'thing for about six months, so

unless 1.ou ger *r,:ing it rr,ill be another long gap before the next issue. Remember, anlthing with a

wargames. fantasr. niltran modelling or military history connection is welcome. Among possible

contributions * ouio c-;

1. Battle reports, or accumts of historical battles
2. Reviews of rules (or yor.n orxrt rules if not too long)
3. Articles on computer wargam€s as well as on tabletop ones

4. Ideas or discussion on wagam€ (or real) tacdcs

5. Reviews offigures, books, fitns etc

6. .Accounts of meetings, museums, clubs. batlefields etc that you have visited'

it doesn't taavc to i:e amazingly learned. nor parricuiarly lcng - in fact, short items are exfi'emely

helpful in making up an issue. Remember too &u )'ou can advertise for tirings you want or have for

sali,.free. Ttre ideal format would be an e-mail artachment or 3.5 disc with the contributioa as a Word

document or as text only. This hugely reduces the labour involved for the editor (who should be able to

handle WordPerfect documents too). However, the editor can Qpe things out if necessaql, particularly
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if they are not too long. Thus typed or hand written material is OK, and don't worry about grammar 
and spelling which (if the editor notices) can easily be corrected. \ e can usually scan and use maps, 
drawings and photos 

RECID'ff S . AY IEETINGS 

002 
There were 28 members present, including at least two new recruits, a very good attendan 

ere at least nine wargames. In order of scale, there was a 10mm Fantasy game. 15mm gam 
ed a ery nice WW2 Eastern Front set-up, Terry Shoebridge and Ian Foster with another DB 
effectively an Arab-Israeli contest they said), Clive McLeod and others with a Principles oh ar 

-olonial game (Fuzzies versus Brits) and a I 5mm Napoleonic.
I am always reading about 25mm scale d ing out (and prices nowadays are certainly steep), 

but our club seems to have a good deal of25mm wargaming. There were two 25mm Napoleonic 
games, one to Gush rules, featuring the new army of past member Mark Summers, who is hoping to 
come down more regularly in future, the other Russians ersus French, to 'General de Brigade' rules 
(how about a short article on this set ?). The two Warhammer games were probably also to this scale, 
with a 40K game featuring Khorne (hope I got that right against Imperial Guard (sounds like another 
Napoleonic) the other with Gabriel Copus, who has an arti le on his Kult of Speed army in this issue. 
This was a battle of alliances, Dwarves and Empire against n ead and Dark Elves. 

November 2002 
Only short notes on this, but there were over 30 peop e o nev members joined. There 

were ten wargames and a very good number of entries in the Pain: · g ompetition. Don't know what is 
causing this upsurge, but it's very welcome. 

December 2002 
The Annual General Meeting, our first meeting since the fire ,, e Speldhurst hall, and our 

first at King Charles' Church Hall in Tunbridge Wells since the :. of the club. We used to meet 
here, and held our very first Open Day here - imagine trying to get it in o this space today ! 

A healthy 31 present, so numbers are keeping up well, and esp· e the time devoted to the 
business meeting (as little as possible), there were seven games. Three of these were Warhammer 
games. Two were 15mm Napoleonic battles. Andrew Finch and Alan B Jer \ ere developing a rather 
DBA style game (article ?), and there was a very unusual game to apier rules (article ??), based on a 
crossing of the Danube, using boats and pontoons. Another unusual game was a World War One battle 
using Peter Pig 'Squarebashing rules. They are . ery simple and quic' but highly ingenious and 
unusual, and definitely warrant an article. Your editor a.I runs .,ome Hordes of the Things' 
games at the AGM for an one \ ishing to pla . On thi o casi n takers included Ivor Metcalfe, 
making a rare appearance. For some reason, there, no painting competition at this meeting. 

January 2003 
30 present, and there \ ere no less than t\ elve games, possibly a record. Some new members 

signed up. There was the first Painting Competition of 2003, with a good entry. 
Clive McLeod celebrated bi · 30th anniversary as a TWWS member with the same armies and 

game he played on his first appearance - Franco-Prussian War, using George Gush's con ert Air-fix 
armies and ancient Gush rules. The lunros had a Pre-Dreadnought naval game, featuring the h e-
known Franco-Japanese War, and Terry and Frank's traditional DBM series continued . lartin Rowe 
and Ian Kemp had a 15mm Napoleonic game to Napier rules, there were three Warhammer games, an 
the WWl Squarebashing and Andre and Alan rules-developing games continued from I month. 
One innovation was Tony Wyatt's American Civil War game to the excellent Fire an Fury ruJes. I 
must have missed noting a couple of games. 
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REGIMENT OF FOOTE
RULES FOR THB ENGLISH CIVIL WAR

By Malcolm Dove

These rules are published by Rules for the Common Man (RFCM) and sold by Peter Pig. As with all
RFCM rules they are based on the premise that the game should be fun, simple and over in two hours,

and they have some novel innovations. This game is primarily aimed at one player a side.

Infantry are based on -1Ctmm r 3Omm stands ri ith .l figures per stand (cavalry 30 x 40 and 3 figures), 2
to 7 stands makin_s a::Sr:e:.:. . ilical i;;1'. ',v:11 hare benieen 50 and 60 stands and12 to l5 units.

The game starts r*ith m abstract campaign, rritr boe sides moving towards the battle. After each

march dice are thror*l to discover rrtat haprns - characters ate met, 'rnhealthy and hostile regions

crossed, toxns risited and camps rrnde. These events can either reduce your army by sickness, witch
hunts desertioo erc or increase Se quality of units, by finding extra supplies or reinforcements. At the

end, the side tirar mad€ fte mostr marches becomes the attacker and depending on the number of extra
marches mad€ 6e d€femd€r has a chance of losing units or having them delayed.

rlr:. :h: :":.:ileii. generals - 3 per side - are used to motivate units to action, provided a sufficientll
ii:: :. :,:: ;s made * ith fwo dice the unit may then dice to see what it can do. Each action has a cost

;.s .nidn{, move 3" 1AP, to shoot 2AP) so depending on the score achieved a variety of actions can

:: r:";e rso tbllowing the above on a throw of 5 a unit can wheel IAP], advance 6" l2APl and shoot

ii {Pl r. Once all 3 general have failed to motivate units. the turn ends and the opponent's tum starts.

Shooting is straightforward and can be done twice in a move if sufficient APs are available. Each

shooting stand throws a dice, any unit hit gets a saving thro*'. and fwo unsaved hits destroys a stand of
figures.

Hand to hand combat is again simple with lots of dice !hro*r. it does seem very bloody ffom the few

tests I have run. In a cavalry m6l6e the victorious side immediatell' pursues off table. They can return

on a 5 or 6, but are likely to be difficult to motivate as the I ii ill be a long way fiom a general. This
seems historically accurate.

As rvith all rules morale is very important, each hit rrom shooting and from a lost or drawn melde

causes a test to be taken. On a4,5 or 6 the unit fails. one faiiure means no advance next move. r\i.Lr

failures retire and three failures rout and unit desrror ed.

Unlike most other games there is a finite time limit. At the end of each of hts moves the defender

deducrs rhe score ofa dice from 23, when this countdoun reaches zero the game ends - so it could last

ber,re;n i aic ll moves with 7or 8 being average. Alternatireil a plaler can attempt a parley by
Jicin3. :: .-;cesstul ending the game early. Presumably onl; the iosing side riill try this to minimise

1!..,::,c:-.=r3.Fr),1 ruies.thevictoryconditionsaredifferentforattackeranddefender,theattacker
:.;1:nS p,-r.rlnlr tc,r ,;i:ncing etc. So an attacker that sits back and shoots is unlikely to win even if they

r.rii mrrre oi th: err;i:t;.

r-rn :re rvhole I thir* the se ,.r iri gir e plavers a good game and if games only last 2 hours, a return match

:=n :e Dlaled on the same da;' ;sing their opponent's army.

I plan to play scme games at the club, and will happily involve anyone interested. Peter Pig will be at

the open day with the fullraage of RFCM ruIes.
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USING A KULT OF SPEED.ARMY
b1' Gabriel CoPus.

I have been using this t1'pe of ork army t-or a couple oilears nori. Like all ork armies'ii

takes a lot of trial and erroito g.iit . most out of. but here are m) obsen'ations so far'

The army i,u,,.ry fa!t, but very,fragile vehicles, with abore-average close combat rrc'':; ard

belorv-average anti-tank *.uporty. Its anti-infantry firepower works out about average' as the pc'g'1

ballistic skill can be balanced by ielatively nu*"rol, asiault weapons. The best thing you can reai''' d"

is to take as many mobs in trukks as you can' and get them into assaults, hopefully on your second rurn

Use the cover of woods and hills when deploying,and don't be afraid to crash through dangerous terr-";r

if needs be. All vehicles come with Cretciinriggers, so any immobilised trukks will be got moving

again on a 4+ atthe start of your next turn,and ylou only get stuck on a 1 anyway' The risk is normali"

well worth taking. Try to deploy these units as close to the enemy as possible'increasing your chances

of reaching them-quici<er. You will have to expect to mke losses as you advance, just make sure )'ou

have enoulh numbers to overwhelm the enemy on one or fwo areas of the board.

upgrades: I would recommend giving all the I ehicles armoured tops, because it stops them

counting as being open-topped (remembeithat an open-topped vehicle is much more vulnerable to

U"irg rfr'", ,p. .r-p.ilutly fro.n orAn*te hits). An1; vehicies that need to advance quickly should also

be gi-uen turbo boostas and red paint jobs. I only bother ri ith armow plates on more important

vehicles, such as m1 * arboss's i*t t' as they rarely * ork. needing a 6 ! If they do work they are a great

source ofannolance to your opponents though"

Mob impror ements: j tit" to givJeach mob a nob,armed ri ith at least tank-bustas bomz,or

preferably a pou er-kla*. to deal with vehicles, and a burna per mob.also good against rear armour on

vehicles. or 3s & pt-r\\'e r weapon against infantry, or a flame-ihro*er *hich is very versatile' I give all

the nobz e!) armLrur tbr a bit more survivability as well

What to Take

Hereisarundc,rinonthi\ariousvehiclesandunits,andml humbleopinionsonthem'

\\,arboss and retinues: I have found that putting a realll po$erfril retinue of Nobs with the

Warboss is not such a seat idea: it's just too many p'oints put inside one rather flimsy vehicle' and if
you,re unluc4 enoughlo get a crew stunned..ruit on their trukli. thev are sruck inside it and very

vulnerable. Because ottirii I hare started taking a mob of skarbolz riith the warboss instead' with a

nob with a po$ erkla* the1 are nearly as tough as a retinue of nobs. but cheaper'

Big N{ek: I mighr uke one of these, with a little retinue of mekboyz and grot oilers. If I have

the points to spare, I ieni ro put mine in a Gu:r Wagon,and give hrm al<ustom force-field to toughen it

,p i Uit (all hiis on r ehrcles riithin 6" of the field c-ount as glancing). If you give him tools, he can also

try to fix damaged r;h:;les,
Nobz \\ arbike )Iob: This is something which I have not y'et fried, simply because I have not

got the models lor ,: Ihere are also some rules out now for Warbosses on bikes' I should imagine it

iould be a very goc\l .'ii rhough, especially if it is led by a warboss on a bike'

Stormbol z: Ihese arJ excellent troops, but quite points pric.ey, so I would tend to use them

only in a bigger eame \lso. they deserve to be used in quite large units, at least 72, and preferabll i i-

20 of them.
Ardbol z; \t-,I irro sure about using these in a Kult of Speed. The benefits of their j- ='' e

have to be weigheo up .=ainst the fact that they take a wound on a 4+ if their vehicle is desiri''':i'

whereas the humble ,.riLbo1 , only take a wound on a 6+ if that happens' I don't bother ri ith them in :

Kult of Speed _- . -l
Skarbolz: ihese are one of my favourite Elite troops; the extra strength can make ali ih:

differance in c.-,mbai.especiaill againsttough enemies like Marines' I would onil t+f't mi:' :iar i'-e

one "retinue" unit oi rhem in a bigger game, though

\4artiike Squ*Cron The Oik -Varbikes repr€seitt exsellerri r?!r.re- l, : -i: r j. -:. : r': -

oniyhaveoneor11t.riaobsoiihemI'.rouleisugg€ste-rpgradingt!er:':i':'Oulric:rs i.;:rl:-i;is;Sire
is well worth paying out tbr. as :he1 alriays deploy at th€ start o.f the battle ano tire.' gri ? riee 106'

*or* U.foi. tfr. fr.rt turn takes place. which can make all the difference for gefiLng ihat r-rrst shot' or

even eharge, in.
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Warbuggies/traks: I have gone offthese a bit recently. I used to use lots of them, with lw'in

linked rokit launchers in an anti-tank role, but I found that they were not hitting their targets that often.

and the rokits, being only strength 8, bounced offanyhing with average or better arrnour. I have tried
using them with twin-linked big-shootas, which are pretfy good antiinfantry weapons, and in a big
game I will wheel out my kustom mega blasta armed buggies! They don't hit that often, and cause a

glancing hit on the vehicle firing if they backfire, but are strength 7, AP 2 blast if they hit, which is

pretfy nasty against Marines!
Trukk Boyz: These ladz are the backbone of my army, I usually take 3 mobs of them,

otherwise you ri ili find I ourself outnumbered, even by expensive points cost armies, which is not good

for Orks...
Tankbustas ,:.'.\ai.:akether.ne ircaballouedofthese.butrrytoavoidthembeing

assaultedbl enen', s:-j:: :-- :i i-i* l;: L-: i jih uhatthel arebestat,blowinguptanks(and
themselres in th: :..s:

Burna br:,1"2 , -;i::c,::;eo ax:n_:'.lrese. brrt I riill do some time. I have discussedhow
eflectire bui:.- ::. :r,--,3. !L' 3 uiiit canJurg tbur of the thin-es could be preqv nasfy.

pglh F\grprs Squadron. I have 1et to fry these, but should imagine the combination of
,.iarbii.e:-.=.--,;re:rrkespeedrrouldbeprettylethal. Onlydownsideisthesmallunitsizeoflto3
:,f then-.

Fighta bommerz raid: The bigger the game is.the more \\ onh\\hile it is to use these. There

;s :.',:, a sli_eht risk that the pilot gets a bit over-enthusiastic. and srrafes everything on the table!

I ,,i uru16 onl1, bother using one against an army with a lot of int-ann-r. u'ith softer arnour and/or

tou_elness.

Outriders-see Warbikes above.

Battlewagon: These are pretty good vehicles. and although a heavy support choice, you can

acfually use them as a transport for a lot of units, meaning 1'ou don't use up a heavy support choice for
them. They also enable you to use bigger squads as thel can) up to 20 Orks. I tend to arm my up with
zzapp guns, and leave the big-shootas on them. I don't rother riith bolt-on big shootas, as they are fired
by the passengers so probably you would only get a te'.i rurns north of shooting from them before they
get out and altack the enemy...

Looted Vehicle: One of my favourite parts oi an1 Ork army! Recently I have been using a

looted basilisc. It has an extremely effective gun. b';t i i,ru do have to practice guessing ranges, which
luckily, I am very good at (if nothing else). Give it jnCireci t-ire ability, stick it behind a wood or some

other cov'er. but not in a place where it will get damageJ if 1ou get a bad looted vehicle test and whizz
2d6" fonvards into a solid object.. Another good choice is a Leman Russ, Mine has extra arrnour,

lascannon in the hull and healy bolter sponsons. Cun l'rukks are useful if armed with lobbas, as they

can indirectll fire like the basilisc, and be an amrolance to enem) infantry, possibl.v- pinning them if
).ou are luckl . I don't use guntrukks with kannons ot 77^pp suns as they are too hagile to attempt a

tanli banle or rr)'to close in and zzapp the enemy'. Gun \\'agons are listed in the Imperial Armour l
book. a: hearl support choices, but I presume that thel could be classed a-c ransports like Battle
Wasons are. I use a converted Chimera with a kannon - no it's not a biro.honest. I intend to try. one

*ith a z;:rp iun. as it only costs 10 pts to put on this vehicle. and it has good Enough arrnour to hare a

chance r r ;.aciins enemy vehicles and using it.

"i 
;,1. ::r; y ou are,hope you find my comments of interest. Like any Ork armies.the\ are not

:.r;...t:.r:., r-:e. ruliflouwantanentertaining,challengingforce,theyaregreatfun.An)
; i rr:.etlS \\ n r; :,:, Jp aac @copusg.freeserve.Co.uk

ts;::;r.riil. \\n:- :., :ie E;r:,:,:. and give us a Letters Page in'Rank and File'! (Ed)
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REVIEWS 
In this section you can help other club members b writing a few words on wargame­

related products that you have tried. These could i.nclude figures, paints scenic items, materials, 
rules, books, board or computer games. Even a very brief comment espe,c:ially on .a new product
or publication, can be useful to someone wondering whether or what to buy. 

'Forgotten Victory' by Gary Sheffield (paperback, £7.99) 

This is a work of military history, not a wargames book, and, being mainly a broad general discussi 
would not be likely to affect anyone's rules, forces or tactics. However, if, like many wargamers )-O 

are interested in military history beyond immediate wargame considerations, you could find this an 
extremely interesting book. I find factual books are divided into two classes. One, much the larger 
class, is of books which rehash fairly well-known information, without throwing any particularly fresh 
light upon it, nor drawing any but well-worn conclusions. The other, much smaller, class, to which 
'Forgotten Victory' belongs, is of books which throw a new light on the subject, either through new 
information or new interpretations of existing kno\ ledge. From this class you learn, or are forced to 
reconsider your ideas, whether or not you finally agree with author's standpoint. These are much more 
worth of time and attention. 

Gary Sheffield is Land Warfare Historian on the Higher Command and Staff Course at 
Shrivenham, and Senior Lecturer at King's College, Londo□. He is one of a number of historians who, 
in recent years, ha e challenged prevailing views of the First'\ orld War. 

In this book he challenges the view of the Western Front presented by the War poets, Oh 
What a Lovely ar and Blackadder, and by many historians notabl Alan Clarke. He argues that the 
war was not pointless, but in the circumstances a cruel necess· at it was not directed by 'British 
Butchers and Bunglers' (in the words of J. Laffin) but by leaders\ o certainly made bad mistakes, but 
who learned quick! and were often not free agents, that the BEF ·th which the book is largely 
concerned) de eloped into a highly effective force which defeat the German army with good tactics 
and strategy in the later part of the war. He also discusses the\\· er issues, the causes, the peace treaty 
and its effects the effect of the prevailing view of the war in Alli untries, and whether it really was 
the prevailing view in the inter-war period. 

One striking piece of information that has stayed v 'th me is tha1 the loss rate in British and 
Canadian battalions on the Western Front ran at about 100 a month. From D-Day to VE Day, 1944-5, 
battalions in NW Europe suffered a minimum of 100 casualties per month, and rates of 175 were not 
uncommon. His point is that warfare between well-matched opponents with 20th Century weapons is 
bound to be horribly costly and that such losses do not necessaril reflect incompetence. 

George Gush 

ADVERTS 

You can advertise anything connected with our hobby here or for books, rules, figures or 

anything else you want and which other members might hne. o charge; any items for inclusion 
to the editor. 

I have a lot ofwargames and military modelling magazines, many in binders, which I have reaU run 
out of space for. An one interested? For details, contact George Gush 
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