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1. Introduction    by martin    

Welcome to a magazine called "The 15 Mill" (The Mill). 

The magazine will be published quarterly (4 times a year). 

 

The Mill is dedicated to matters relating to 15mm wargaming. 

All scales and sizes of figures can be used to great effect in gaming. No size is 

intrinsically better or worse.  That is the stated policy of the Mill. 

 

Any wargaming product listed as "15mm" has a home here at the Mill.  

The Mill's mission is to promote 15mm. 

 

Another aspect of the Mill is that all 15mm focused contributions are welcome. There is 

no requirement to be "the best", "professional" or "awesome". The Mill is for ordinary 

gamers, who enjoy using 15mm figures et al and are happy to share their interest with 

others. In fact, the Mill would rather have articles based upon a normal table set up with 

normal figures. Gamers trying to impress others with their "table size" might find the 

Mill not to their liking. 

If any gamer has an article or pictures, then please send them to  

martinraegoddard@gmail.com 

There are no article "size" limitations. Each article will be credited by a first name only.  

 

¶ The Mill does not publish for profit. 

¶ The Mill does not accept advertising. 

¶ The Mill can be downloaded free of charge from the PP website. Just search for 

"Peter Pig". 

¶ The Mill advises readers to be very cautious of any trader that does not provide a 

proper geographical address (PO box is not acceptable) and telephone number. If 

these are not provided, then proceed with caution as they are avoiding contact for 

a reason. 

¶ The Mill will change format issue by issue, due to evolution. 

¶ The Mill has no pretensions about challenging other magazines. 

¶ If you can help with articles and ideas, please do so. 

¶ Articles can be in non-English language too.  

¶ There are no regular articles with strange names. Thus, a review will be called "a 

review" 

Hope you enjoy this magazine. 

martin Goddard   

June 2023 
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2. French and Indian wars  By 

Derek 

This is a project about playing French Indian wars (FIW) using RFCM Washingtonôs 

army as a start point. 

 

Piggy Chase  
Each player must select which units he will assign to ambush/scouting duties during the 

expedition. A player may allocate up to half his total number of units (rounding 

up).  These units generate the following number of dice: 

  

Regular                   1  

Militia                       2 

Indians/Rangers    3 

 

Each player must then allocate these scouting units to front, left or right flanks. A player 

may change the allocation each round from those troops selected. Once the first round 

commences no additional troops may be added. 

The chase is played in 6 rounds. Each round the total number of points for each area 

(front/Front, Left/Right, Right/left) is totalled and this number of dice thrown. 6ôs are 

successes 1ôs are fails.  

Compare and note opposing scores. Once all 6 rounds are complete the player with the 

higher number of successes chooses to be either attacker or defender and as they have 

beaten back the opposing players scouting forces. Depletions are then performed as per 

the Washingtonôs Army rulebook. 

Each 1 rolled means 1 unit from that area is unable/unwilling to scout in the following 

round. It is possible that both sides could have nobody scouting in a round. 

If a player chooses not to scout an area, or is unable to scout an area, any successes may 

result in losses for the column of troops. Column owner must roll over the number of 

successes on 1 dice or lose a base of their opponentôs choice (No more than 1 base per 

unit in total). 

  

Terrain  

Each player has 6 pieces of terrain available of which 1 must be a double sized template 

of woods. This double sized template should be made up of 2 normal sized templates 

which can be placed in any configuration and overlap into another set-up sectionôs area. 

These are laid down first by the owning player. 
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A new piece of terrain in introduced of ñEmptyò. This piece is as described. It has clear 

line-of-sight and does not hinder movement. 

Within a terrain template the blocks LOS excluding a linear feature the maximum 

observable distance is 3ò (Same as falter test distance). 

All other normal rules for terrain set-up apply. 

  

Flankers  

There is no Flanker action in this version due to the much smaller number of troops 

involved. 

  

Movement  
Unlike Washingtonôs Army rules, where fighting normally occurred in cleared areas of 

farmland the fighting in The French-Indian war was almost entirely in natural terrain. 

Due to this movement is hindered by the following rules. 

Before any unit is moved the owning player must declare how many units of movement 

he is using. This includes any changes to formation or facing and refers to all except 

empty terrain.  

 

If the unit is to change formation or facing 1 dice is rolled. If the result is a 1 it has failed 

and stays still but goes into disorder. It may still move ahead as declared at the owners 

choice but may elect to stay still whilst the officers scream and shout at the rank and file. 

For each unit of movement performed the player rolls a dice. For the first bound if a 1 is 

rolled the player losses 1ò of movement. For the second bound of movement a roll of 1 

or 2 loses 2ò of movement. 

 As the unit gets more ragged in its formation. If three bounds are to be moved a roll of 

1-3 fails etc. Indians and Rangers never lose more than 1ò of movement regardless of the 

number of bounds of movement they take. 

A unit of Regulars or militia (not rangers) that moves through woods will automatically 

become disordered if they move 2 bounds in the same turn entirely in a terrain feature as 

these features are very ñterrainedò 

  

Ambushes in terrain  
Each player may pay for up to 3 Ambush markers from their army points list at a cost of 

10 points per marker. These markers are numbered on the face downside with either 1,2 

or 3.  The owning player secretly allocates any of his Indians and/or Rangers to a 

specific number. A player may have troops in more than 1 counter. Any other counters 

are considered to have a couple of scouts but no combat force. 

 

These markers are deployed on the table in any terrain piece that blocks line-of-sight 

before any troops are placed from the remainder of the Army.  
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For the attacker, these are troops pushed forward on the final approach to block any 

ambushes. For the Defender these are to try to ambush troops approaching. 

Ambush markers are moved before any other troops in a turn. They are treated exactly 

the same as any other unit regarding distance moved, dice rolls, etc.  

 

When 2 opposing ambush markers move within 3 ñ of each other the owner looks at the 

number and either declare his marker is just scouts and is removed or that he has forces 

there. If there are forces present, they are not placed unless both players have forces 

present. If not, a single half base is placed on top of the marker to signify that there are 

troops present.  

 

If both players have forces present the units involved are placed on the table and the 

markers removed. Placed units may be in any formation but must have 1 base within 1 

inches of the marker. The unit must be entirely in the template but can be placed at the 

edge. These units may be placed at falter test distance and go directly into a test without 

opportunity fire as they have successfully ambushed the opponent.  

Units from ambush markers do not require motivation by a leader if in terrain. They do 

have to roll for Ap as per Artillery. In following turns, they must move towards their 

own base edge at their best possible speed within the rules. Once they are in LOS from 

their own troops, they then follow the standard motivation process. 

 

Once a player has a final marker left on table he may, at his own choice, declare it as 

scouting only and then remove it or continue to worry his opponent. 
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3. The Battle of Huntersville, 
1862 by John G-L 

 

ACW battle. Read oné.. 
 

 
 

(Above) Rebs mass on One Tree Hill while cavalry ride off to secure the vital 

road junction. 
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(Above) Raw Confederate troops hold the village of Huntersville 

 

 
(Above) The battlefield showing One Tree Hill in the centre and Huntersville 

at top right. 
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(Above) A Federal division prepares to assault Huntersville 

 

 
(Above) One Tree Hill seen from the Federal lines 
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4. PBI Terrain   by John W 
 

I have been looking at variations on PBI terrain.  

This was inspired by Martinôs idea for a jungle game recently, which went down very 

well with the players and presented them with a few different situations. So here I 

present some alternatives which players might like to try. They are all based on what I 

think are realistic battlefields or theatres of war. I am sure there are many more that 

could be added. The first one, ñNormalò, is the PBI standard. If something doesnôt seem 

to work in a variant, then either leave the terrain piece out or reach a compromise with 

your opponent. 

 

Normal  
2 roads (1 up/down the board, 1 across), 6 double square pieces each (no more than 3 of 

one type per side/rivers max 1), 10 partials per side. 

 

Woods, buildings, hills, rough hills, roads, rivers, marsh, rough ground, gully/dead 

ground, partials. 

 

Desert  
No woods use rocky outcrops instead, no rivers, only an up/down road, normal partials. 

 

North Russia/Finland  
Only 1 building each, 1 lake each allowed (impassible), normal partials. 

 

City/Town Streets  
2 roads each (1st player places up/down road, 2nd player places cross road and 2nd 

up/down road, 1st player places 2nd across road), no rough hills or marsh, 1 wood each, 

up to 4 buildings each, normal partials. 

 

Bocage 
2 roads each (see City for layout, roads must be double hedge lined, no gully/dead 

ground, no partials. 

 

Pacific Islands  
No roads or rivers, 1 building maximum each side, normal partials. All objectives are 

full cover. 

 

Italy/Aegean  
Up/down road only, across road replaced by a river with 2 fords as well as a 

bridge(objective) on the road, 2 rough hills minimum for each side, normal partials. 
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Jungle 
No roads, 1 building maximum each, up to 5 woods/jungle each, normal partials. 

 

Western European Village  
 

All terrain as normal except a minimum of 2 buildings for each player. A village must be 

built around the crossroads objective with any buildings chosen. Once built any 

remaining buildings can be outlying farms. Berthing rules apply. 

 

 

  



The 15 Mill Edition 16   June 2023     Page 11 

 

5. 1?<Ʃ 8KKC<ƩF=Ʃ'<EBJƌJƩ#8ID, 
1862 

By John G-L 
 

This Civil War Battles game was played as part of a campaign based on the Task Force 

Games board game, ñGrand Army of the Republicò.  I think it demonstrates that CWB 

can give even a badly outnumbered force a reasonable chance of victory ï the 

Confederates were one Falter Test away from winning the game. 

 

Emboldened by the excellence of their new C-in-C, the Confederates take the offensive 

and march on Washington.  Their army consists of 12 infantry, 3 cavalry and 2 artillery 

Strength Points, with 2 wagons, and is commanded by Robert E Lee with the aggressive 

Earl Van Dorn as his second-in-command. 

 

The Army of the Potomac has new, untried generals to replace McClellan and Burnside.  

It has been heavily reinforced and now comprises 12 infantry, 2 cavalry and 4 artillery, 

drawing supply from a naval squadron in the Potomac.  The army bars Leeôs way.  The 

generals turn out to be Phil Sheridan and John Pope. 

 

The Confederates play two Battle Cards, each worth 4 War Points.  Lee adds 7 WPs and 

Van Dorn adds 2, for a total of 17 WPs.  The Union have no usable Battle Cards.  They 

get 5 WPs for Sheridan, 0 for Pope, plus 1 for naval support ï a total of 6.  The 

Confederates start the game with 71 WPs to the Unionôs 60. 

 

The Union have 18 SPs, so reduce the Confederate total by 4 under the ñDefender 

Advantageò rule, leaving 13.  Lee is heavily outnumbered, but 11 extra WPs could 

redress the balance.  If the Confederates take a basic 600 point army, the Union have 

831 points. 
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Lee decides to form his army in two divi sions, as follows.  
 

1st Division 

1 Veteran brigade, 6 bases    90 

3 Average brigades, each 6 bases 180 

2 smoothbore guns     48 

1 rifled gun      26 

 

2nd Division 

1 Veteran brigade, 5 bases    75 

2 Average brigades, each 5 bases 100 

1 Raw brigade, 5 bases    30 

2 smoothbore guns     48 

 

     597 
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Sheridan has three divisions.  
 

Cavalry 

1 Average brigade, 4 bases      44 

 

1st Division 

1 Veteran brigade, 6 bases    90 

1 Average brigade, 7 bases    70 

1 Average brigade, 6 bases    60 

2 rifled guns      52 

1 light gun      16 

 

2nd Division 

1 Veteran brigade, 6 bases    90 

2 Average brigades, each 6 bases 120 

1 Raw brigade, 6 bases    36 

2 smoothbore guns     48 

 

3rd Division 

2 Average brigades, each 6 bases 120 

1 Raw brigade, 6 bases    36 

2 smoothbore guns     48 

 

     830 

 

The Confederates are the attackers.  The terrain includes a river protecting the ñfarò 

objective ï a road entrance, and Sheridan deploys his weak 3rd Division there.  The 

central objective is Jenksôs Farm, just too far forward for Union troops to deploy in it; 

the veteran Iron Brigade starts just outside the farm.  The Union lose 4 infantry bases 

and a gun in the pre-battle sequence, while several brigades (including all the 3rd 

Divisionôs infantry) are late.  Most importantly, Benningôs veteran Georgian brigade has 

forced-marched to occupy Jenksôs Farm. 
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The thwarted Iron Brigade exchanges fire with the Georgians at the start of the battle. 

 

 
 

Zouaves and Greenôs Brigade line hedges to the left of Jenksôs Farm 
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The outnumbered Confederatesô plan, perforce, is simply to hold the farm until nightfall.  

A second brigade advances into the farm to support the Georgians. 

 

The Iron Brigade and the Georgians repeatedly exchange fire, with heavy casualties on 

both sides, while Union reinforcements pour onto the field and try to get into position.  

A Confederate brigade advancing in support beside the farm is devastated by Union 

artillery and withdraws.  Two Federal brigades cross their hedges to attack the flank of 

the farm ï the Zouaves are disordered and take two full turns to sort themselves out, 

effectively taking both brigades out of the battle. 

 

 
 

 

The Iron Brigade attempts to charge but fails the falter test.  However, the Georgians are 

under heavy pressure, fired at by both the black hat men and dismounted cavalry, and by 

Turn 5 are both battered and disordered.  With the battle score at 1, both sides know that 

Turn 6 will be the last. 
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On the last turn the Georgians take a crucial morale test and withdraw from the farm 

boundary, losing another base.  The weakened Iron Brigade fails to follow up, but a 

Pennsylvania brigade behind them charges through (becoming disordered in the 

process), and hits the remnants of the Georgian brigade.  The combat is short and bloody 

ï the Georgians are wiped out.  The Texan brigade beside them passes its morale test 

and remains holding part of the farm ï the leading brigade of the Union 3rd Division is 

just too late to try clearing them out. 

 

The Union have gained a Definitive Win.  They lose 5 SPs but the Confederates lose 9 

and retreat back to Virginia.  Leeôs invasion has been stopped. 
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The Pennsylvanians have destroyed the Georgian brigade and now ñcontestò the 

objective. 
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6. The Bolshevik Cavalry by 
Mark  

 

 

Putting RCW and WW1 Peter Pig óheadsô on Peter Pig Mexican civil war and wild west 

cavalry figures to create the rag tag, biker gang look of the Red Armyôs (in)famous 

improvisational cavalry formation ï The Horse Army ï specifically its two founding 

Divisions:  4th Chongar and 6th Stavropol. 

Gamer & Bricoleur: Mark Cabaj (Canada) 

Painter: Graham Birkley (UK) 
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A closing word from Mark  
A bit of praise for Graham Bickley. The painter here. 

 I love working with him: entertains anything I throw his way. 

 

The ability to head swap so easily, plus the superior quality of PP, is why no range 

comes close to the PP range for this period (and probably other ranges). 

 

Red Cavalry  
I have 9 - soon 10 - Red cavalry units, nine of which are PP, one of which are Eureka 

(WW2 partisans - nice). The 10th unit will be a Bashkir unit, using Serbian cavalry with 

Russian peaked hats. I love them all, the but the swaps are my favourite. Those two 

óhorse armyô regiments are attached.   

 

Polish Cavalry  
I will have 8 Polish cavalry units shortly. Three using the 1920 Poles you created 

(thanks again!).   
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7. A Square Bashing Scenario by 
Sean 
L@C;<IƌJƩEFK<J 

 

As per my previous thread, I wanted to try out an old scenario from 1st edition Square 

Bashing with a view of taking it to the club.  

Most of the amendments I came up with in the previous post weren't required. They 

added nothing to the game, and I dropped them after the first turn.  

I'll post my amended scenario for the Mill, buy my laptop is away for repair so I'll have 

to wait for it to comeback to do it properly. 

 

Anyway, I played this game solo. Rough forces were: 

 

BEF 

8 Professional infantry battalions 

2 MGs 

3 field guns 

 

Germans  

18 Regular infantry battalions 

6 MGs 

6 field guns. 

 

I did use the rules for canals. Basically, the Canal sits between two squares. There are 

canal bridges which are the only way across them, but assaulting across one takes 3D6 

from the attacker plus they aren't allowed to count any support. The rules state for a 

regular game to have 3 crossings. For the purpose of the Mons scenario, I had 4. I think 

there were more in the original scenario. 

 

For victory point purposes  the Canal crossings are the objectives and count 1D6 plus 3 

if I remember  rightly. The game is counted as an attack in force for defender 

compensation. 

 

The Germans set up on their start line, but had around 4 infantry, 2 guns and 1 MG in 

reserve. Historically there was a flanking attack by the Germans, and I was initially 

going to say this came on when the countdown reached 15. They were to arrive in row 1 

on the British right flank. I eventually changed this to the normal reinforcements  rolls, 

but still arriving on the flank. Not sure how I feel about this, and I may change it fir the 

published scenario. 
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Anyway, the game itself was a real nailbiter. The British had all of their units on at th 

game start, with a units in Nimy and defending west of Obourg, both in row 4. The rest 

of the army were either in or around Mons itself in rows 1 or 2. 

 

The Germans won the very first attack across the Canal Bridge into Nimy throwing out 

the defenders, damaging an MG base and destroying a gun. However, this was the only 

successful attack across the line for several turns. 

 

One professional British unit at each crossing seemed enough to hold up successive 

German attempts to cross the canal. The usual flurry of point effect barrages and 

suppression barrages caused confusion and mayhem along the front lines for both sides. 

However, professionals in buildings, with a morale high command are very difficult to 

shift either in an assault or through morale tests. 

 

Eventually though, attrition wore the British down and they eventually gave way to the 

mass of grey forcing the crossings along the line. The flank attack actually did little as 

they struggled against determined British defences. The major wins were at Obourg, the 

swing bridge road crossing in the centre and other British left flank opposite Jemappes. 

The final turn saw German uhlans in the streets if Jemappes. Nimy held out though, 

despite at one point being fired on from all directions ( I counted 20 dice shooting at 

them at one point). 

 

Assets worked really well,  and it was the first time I can remember both sides using all 

of their asset dice. In the final turn in an effort to shift the Nimy defenders the Germans 

dropped a point effect barrage on the town only to see it sail over the town into the green 

fields beyond. 

 

The game lasted 7 turns. The British lost 13 bases  the Germans 22. I think the final 

points total was 63 to the Germans and 62 to the British. However, as a scenario  the 

defenders in Nimy would have had to retire due to the risk of being cut off from the 

main army. With the Germans across the Condee canal, the failed retreat from Mons 

would be undertaken at nightfall. 

 

So all in all  a wonderful game (even if it was solo!) and a near perfect historical 

outcome. I'm claiming an overwhelming success. 

 

Anyway...get ready for lots and lots of pictures as per our friends in France. Imitation is 

the sincerest form of flattery and I've done my best to imitate their wonderful pictures. 

 

(Some of the overheads shoe the turn number and what remains on the countdown, on a 

label on the yellow field lower right centre) 
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8. AT rifles  by Tom 
 

Tom has carried out some AT rifle conversions. A bit of Duro! 

 

 
 

 

 

 

  




















































































































