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Issue 2. April  2019  

PART  2  
There is a part 2 this quarter, due to the large amount of input. This is good news. We 

have put it into two parts in case the pdf is too big for download on the reader's  thingy.  

Hope this works? 
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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. 

No nicknames. 

Also no photos of faces, unless in the distance. 

 

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

. 

 

¶ 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". 
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¶ 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 may well have a variety of editors due to the work involved. 

¶ 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. 

 

 

Hope you enjoy this magazine. 

martin goddard  April 2019 
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The gamette  by martin  
Each issue there will be  a complete set of rules.  

This will be called "the Gamette". 

The gamette  will always cover games that need only a few 15mm figures per side.  

Each gamette will have a military background or relationship. 

 

Each gamette will also need only a limited game space. 

It is hoped that players will explore the rules and then send in an improved or changed 

version that can be included in a future edition of The Mill. 

 

In addition Peter Pig will make a specific pack available for  a limited time to provide 

the figures needed for the gamette. To help with this, the pack will always be released a 

month before the gamette is published. This will allow gamers to buy the relevant pack, 

paint it and thus have it ready for the gamette rules releases.  

 

 

 

 

 

 

 

 

Edition 3 gamette will be "John has a long moustache" 
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One's  

Own   

Petard  

Story  

 
A gamette presented with edition 2 of The 15 Mill.   

April 2019.
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One's Own Petard Story (OOPS), 1643 
"You say petard, I say canard." 

1. Introduction 
In this time sieges were common.  

The subject might be a fortified manor house or a castle. 

 
PP = Petard Party 

 

The quick way in would be via the main gate or any other minor gate.  The defenders 

would have quite rightly blocked such ingresses. 

If the gate was accessible to the attacker, it would usually be wooden with bracing and 

other complements. 

 
 

The answer for the attacker was to use a petard. 

In its simplest form a petard is a bomb. 

In detail, the petard is a bell-shaped bomb that is pressed up against the central face of a 

gate.  It is held in place by a frame and possibly additional supports.  The petard needs to 

be in the middle of the gate.  Otherwise it would cause little damage if left on the 

ground.  The bell shape ensures that the charge affects the gate, rather than all those 

standing nearby. 

Being gunpowder-filled, the petard needs to be ignited by match (fire). 
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The petard would be the size and shape of an upturned water bucket.  

This is mounted on a stretcher-type frame. 

The petard party would usually consist of several men carrying the petard and carrier 

(quite heavy) plus some other fellows to clear the way and provide cover. 

Petard party members would be brave, gullible, manly, unlucky, sneaky in any 

combination.  The party leader would need exceptional drive and superior leadership 

skills. 

The petard party might include men with hand-thrown bombs to suppress the enemy.  

Additionally, the party would need hand-to-hand weapons in order to "fend off" any 

sallying defenders. 

 

This gives the problem of getting the petard to the gate, propping it up and then setting it 

alight.  This would be a simple proposition if it were not for the defenders trying their 

very best to kill the petard party.  

 

If all goes well the petard party gets back alive, blows the doors off and creates access to 

the fortification for the storming party (led by Norman).  Very little point destroying the 

gates if no-one uses the opportunity to assault.  Doubtless that did happen though. 

What might go wrong? 

 

¶ The petard might kill the petard party members (hoisted by their own petard). 

¶ Party might get shot to death. 

¶ Party might drop the petard. 

¶ Petard might not go off 

¶ False gate allows the defenders to still have a defendable barrier. 

¶ Match might go out, especially in bad weather. 

 

This might make the reader ask "why bother?"  The answer would be, that men like 

blowing things up. 

 

We have really enjoyed playing this gamette. 

 

2. Aim of the game 
The aim of "One's Own Petard Story" (OOPS) is to simulate the act of using petards 

against fortified gates in the ECW.  

There will be two or more players acting together as attackers. 

Each player has a petard team of 5 bases (the petard pair counts as one base/figure) 

The players will attempt to get to the gate, detonate a petard, blow down the gates  and 

get back before the other player. 
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3. What figures are needed 
Each player needs: 

1.  A pair of men carrying the petard.  These men are carrying a "stretcher" which in turn 

carries the actual petard.  It is quite heavy. 

2.  Two leaders.  These men will provide covering shooing and leadership.  There are 

two in case one is lost (euphemism for being shot to death). 

3.  Two bombers.  These men add confusion to the enemy awareness.  These men will 

also have hand axes, pistols or similar.  They will take the place of a petard carrier if 

necessary.  The petard is the prime piece. 

 

Pair of 

men 

with the 

petard 

The 
petard 
party 

Leader Bomber 

Leader Bomber 

 

Each player will therefore need 5 bases.  These are best based on coins in order to 

minimise the surface area used. 

 

Above. The initial petard party. 2 officers, a petard pair and two bombers. A gamette 

pack containing two of these teams is available from the Peter Pig website.  
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4. The figures and scenery 
The figures progress to and from the gates by moving along the 24-strip path.  Some 

trees, buildings and other scenery would enhance the aesthetic of the game.  The path 

can go through or alongside scenery.  A bridge would be ideal for the latter stage of the 

strip if available. 

The figures should be mounted upon bases that are modest in size.  The figures need not 

be in special colours as a petard party.  Camouflage was not used to any great extent, 

except for the blackening of faces at night time on petard runs!  

Petard parties might have breastplates, but not any cumbersome armour that would slow 

them down unnecessarily. 

Typical clothing colours are browns with linen present.  Sashes might be orange 

(Parliament) or red (Royalist).  Petards and bombs are black. 

 

5. The game table 
The game table (path) is 24 inches by 2 inches in size. 

This is broken down into 24, 1-inch strips.  The figures move from 1 strip/rung/place  to 

another in order to make progress toward the gate. 

The first strip is numbered 1, and the final strip is numbered 24.  Beyond the final strip 

is the actual gate. 

 

 
Above. The complete petard track. This is a modelled version. A simple track will 

suffice.  The numbers are written on plastic squares. The various parts glued on are from 

Peter Pig scenery ranges. 

 

Above. Places 1 to 7. 1,2,3 = absolutely safe. 4,5 = artillery hazard. 6.7= risk from own 

piquets when returning.  
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Above.  Places 8,9,10  very dangerous due to snipers. Best avoided by rushing through 

in one turn .  10-14 all safe, as it is covered.  15-17 random shooting from the defenders. 

Above.    18,19 very dangerous as it attracts targeted enemy shooting. D6 wounds . 

20-22. Abatis (spikes and traps) might cause turns to be lost. Frustrating.  
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Above. 23, 24 in range of sally fire from the defenders. Quite dangerous. 24 is where the 

petard part y attempts to bow down the gates. 

 

Then the party has to go back to the start again! 

6. Playersƌ set-up tasks 
Each player needs to compete the following table before any game play (or horseplay) 

starts. 

Table of set up tasks 
Order Task Notes 

1 

Choose a name for 

the fortification 

that is being 

assaulted. 

Name must be that of an English car 
maker.  

e.g. Hillman, Wolseley, Humber, 
Rolls / Royce, Jaguar, Sunbeam, 
Vauxhall, Morris, Bristol. 

2 
Choose a 

movement method. Choices are X, Y or Z. 

3 

Place figures on  

game table All figures must stay together.  
Except dead ones which are sadly 
left behind. 
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 He's wearing lots of armour!! 

 

7. Hazards 
Many hazards contrive to impair the petard party's progress. 

They consist of 

1. Enemy artillery.  Although not directed at the PP it may interrupt progress. 

2. Sniper.  Even at night time there might be enemy shooters attempting to "pick 

off" those that show themselves.  The PP would be prime targets for wary 

defenders. 

3. Random shooting.  Defenders may see the PP and decide to engage it at range.  

Might include talented hunters using fowling pieces. 

4. The bridge.  There is usually a clear way near the gate, specifically intended to 

stop attackers sneaking up to the gate unseen.  This might typically be a bridge 

over a ditch. 

5. Abatis.  The defender will usually place barricades or obstructions to slow 

attackers and hurt them.  There was no barbed wire in the period. 

6. Sally fire.  This category includes all close-range dangers.  This would include 

point-blank shooting from above or through the gate, things thrown from above 

and bombs. 

Risks and hazards are only imposed when a player ends his movement in a 
hazard area.  
This means that a player might forgo a move in order to try again in his next turn to move across the hazard without 

stopping. 

If a player on a hazard does not move, he will take the hazard risk again.    
 

Hazard rolls are made by the opponent.  
This is because he enjoys making the opponent's team suffer. 
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Below. The two player parties making their way along the path to glory. The nearest 

party is in place 4. The other party is in place 7. Any wounds received can be cancelled 

by a saving throw. The owner choose whom the wound is upon. If the petard team dies 

another base may take it's place at a risk. 
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8. The game table 
There-and-back game table 

Start / end position  Detail  
1 

400 yards out 

Back slapping 
All are encouraging and wishing you luck.  Even John Beck. 

Risk = None. 

2 

3 

4 
300 yards out 
Enemy artillery.   Random shots. 

Risk = Roll D6 once.  1 = lose 1 man.  Very dead, no 

wound. 

5 

6 
250 yards out 

Own piquets 
Risk = On way back roll D6 once.  1, 2, 3, 4 = wound. 

7 

8 
200 yards out 

Sniper 
Risk = Roll D6 once.  1, 2,3,4 = dead figure.  No saves. 

Owner chooses who dies. 

9 

10 

11 
150 yards out  

Covered approach 
Risk = None. 

12 
13 
14 
15 

100 yards out 

Random shooting 
Risk = Roll one D6.  1, 2,3 = wound. 

16 

17 

18 
30 yards out 

Over the bridge 
Risk = Roll D6 once = number of wounds.  

Apply wounds at rate 1 or 2 per figure. 

19 

20 
20 yards out 

Abatis 
Risk = Roll D6.  1, 2, 3 = lose next turn. 

21 

22 
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23 10 yards out 

Sally fire  
Risk = Roll D6 per figure i.e. 3 figures =3 rolls.   

Any 1, 2 = wound on that figure.  

Do this every turn whilst party is in these spaces. 

 

Fire the petard now  (strip 24) .  D6 per figure.  6 = 

Explodes 

If fail then stay another turn.  No move but try again. 

Any double 1, 2 = hoisted by own petard (throw for each 

figure: 1, 2, 3,4 = wounded) 

24 

Gate Being in 24, counts as being at the gate. 
 

 

Start  

"Smoke, fires, warmth" 

 
9 
 

"Crack and splinter"  

 
18 
Over the bridge 

1 10 
 

19 

"Rattle and clack" 

2 11 20 
 

3 12 
"Dark scared night"  

21  Abatis 

4  

Enemy artillery 

"Occasional mumps of 
powder" 

13 22 
"Scrabbling, stabbing"  
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5 14 23 
 

Sally fire. 

6 
Own piquets.  

Risk on the way back. 

15 
 

Random shooting 

24 

"So close" 

7 
"A face a rustle" 

16 

"A glow of match" 

Gates 

"Blow the bloody 
charge!" 

8 
 

Sniper 

17 Instruction 

 

Cut this picture into 3 
strips and glue end to 
end. 
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9. Movement 
¶ A player's figures all stay together as a party. 

¶ The party cannot be split. 

¶ A player must choose one method of movement from the three choices at the 

game start.  There are three choices. 

¶ This method must be used for all movement by that player. 

¶ Players take it in turns to move. 

 

A player will either move the exact (entire) score he has achieved or he may opt 
to not move.  Exception = upon reaching strip 24, movement stops in order to 
blow the gate. 
 

¶ If a player opts to not move, his turn is over.  

¶ If a player starts one side of a hazard and ends the other side of it, then he does not 

suffer that hazard.  He has instead rushed through the danger area so fast that the 

enemy has not seen him. 

 

Movement methods 

Title  
Mechanism 

Notes 

X.  NOW! 
Short erotic dashes (it's the 
way they run). 

2D6.  Only count 

odd scores Moves can be erratic.  
More chance of clearing 
/ avoiding risks. 

Y.  READY, STEADY GO! 
Steady pulses of hurrying. 

2D6.  Only count 

scores of 2, 3, 4, 5, 

6, 7 

Predictable and shorter 
distances.  Scores of 8, 9, 
10, 11, 12 are lost. 

Z.  WAIT FOR MY WORD! 
Leaders taking turns at 

manoeuvre. 

2D6.  Only count 

highest D6.   

 

Any double = zero 

movement. 

Slow movement, with 
occasional flashes of 
footwork.   

 

e.g.  roll 3, 5 = move of 5. 

e.g.  roll 3, 3 = move 0. 

If there is no leader at all -1 from any movement achieved.  e.g. 3 becomes 
2. 
Deduction made after D6 score accepted. 
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This movement must be entire or not at all.  
This will allow players to "jump over" some hazards and thus avoid risk: this simulates a 

good dash that gives no effective opportunity for the enemy to do damage. 

A player may either move the exact distance rolled for by his movement D6 or elect to 

forgo his move and allow the other player to start his own move. 

 

Blocking  
The petard parties must be careful not to get in each other's way. 

If the party rolls a score that would put it on top of or 1 space ahead of the other party, it 

gets obstructed. 

Effect =it will stop in the space just behind that other group. 

 

 

10. Wounds 
Figures will often receive wounds. 

Each time a wound is received, the player may choose which of his figures to place it on. 

If a save is made, the wound is ignored. 

If the save fails then the figure is dead. 

 

If a figure dies, he is removed from the game.  Players might wish to replace removed 

figures with casualty markers. 

 

Wounded petard team 

The petard is carried by a pair of figures.  The pair count as a single figure for wound 

save purposes.  The fail means that one man has died and the other needs assistance to 

carry the petard. 

A dead petard figure will cause a player to miss his next turn. 

 

Replacing a dead petard figure 

Any other figure can be used to try to replace the petard figure.   

This mechanism requires a player's   whole turn. 

Method. 

Roll a D6. 

1, 2 = figure intended to replace the petard figure is lost from the game; the petard figure 

not replaced. 

3, 4, 5, 6 = risked base removed from party but petard base now all OK. 
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Wounded figures 
Choice of figure Saving roll  Notes 

Petard carrier 
2, 3, 4, 5, 6 Tends to be shielded by others 

in the party.  If everybody else 
is dead,  this score is still 
applicable. 

Leader 
3, 4, 5, 6 Heroism has an effect on 

toughness. 
Bomber 

4, 5, 6 Tend to be the prime target for 
the enemy. 

If the wound "save" fails then the figure 

becomes dead. 
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11. Blowing the gate 
When a player's figures are in position 24, he will attempt to blow the gates off. 

He may not try this on the turn in which he gets there. 

 

Each attempt uses a turn of the player's movement.  He must keep trying, or come home 

if only 1 figure is left.  Once the gate has been blown, both parties must get back to the 

start point.  This may mean that a slower party does not get to the gate before it is blown.  

At this point the late party may either proceed to the gate, in order to check the job is 

done. This is done by being in space 24.  Thus gaining mission points, or head back to 

the start. 

 

Both players can be at the gate attempting to blow it. 

 

Neither player may turn around until the gate is blown.  They can remain 
stationary though.  
 

After the gate is blown, the petard carriers do not change status.  They are so tired, that 

they continue as the same status of "petard carrier". 

 

How to blow the gates 
Method 

Blowing the gates takes a complete turn for each attempt.   

This means that getting to the gate ends a turn.  

The next turn is when the blowing-up attempts start. 

Roll 1D6 per figure (petard team counts as 1).  Any score of 6 blows the gates off.  No 

scores of 6 = gates not blown yet.  Keep trying. 

 

Hoisted by their own petard  
In the following rules, "double" means 2 or more. 

 

Double 1 or double 2 

If a double 1 or double 2 is scored, the gate is not blown but the group is hoisted by their 

own petard.  

Effect= roll for each figure. 1,2,3,4= wound. Then do saves. 

The party can no longer attempt to blow the gates. They must go back to their lines. 

 

Double 6 

If a double 6 is scored, the gate is obviously blown. 

Effect= roll for each figure. 1,2,3,4= wound. Then do saves. 

 

 



The 15 Mill Edition 2   Page 21 
 

12. Game length 
The game last until every figure is dead or until all the remaining figures get back to the 

start space. 

If one player has lost his whole party the other player still  continues until he gets back to 

the start.  
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13. How successful was the mission? 
¶ Each player earns mission points.  

¶ The final total gives an indication of how the mission went.  

¶ The higher the score, the more success that has been achieved. 

¶ All D6 rolls may be re-rolled (once: all or none) at the player's behest. 

¶ A player still gets his mission points if his party is all dead. 

 

Victory scores 
The following will create a cumulative mission score 

Mission points  Value Notes 

Player blew the gates 3D6+3 Only 1 player may claim this. 

Each figure that returns home 3 

The more men that live the 

more likely they are to follow 

your lead next time. 

Using method  Z for moving -4 
Lose 4 because Z is the best 

movement type. 

Square 12 is furthest reached D6-1 

The further you go, the braver 

you are. 

Square 16 is furthest reached D6+1 

Square 20 is furthest reached D6+3 

Square 24 is furthest reached 2D6 
All figures painted and based 

with at least 3 colours 3 
Good attitude to organisation 

and warfare. 
 

The player with the higher score is the winner.  
Notice that a player who does not himself blow the gates may still score 

highly if he gets back to the start and loses few men. 

 

Do note that no player can turn for home until the gates are blown.  However, 

a player may decline to move in order to reduce risk to himself.  This is 

known as cowardice in "military circles". 

 

 

 

14. Suggested soundtracks 
The Best of the Bothy Band. 
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Master and Commander OST.  Tracks 1, 3, 5, 8, 11 

The Last of the Mohicans OST.  Tracks 2, 3, 8 

Outlander (the series) OST.  Tracks 1, 6, 10 

Blood on My Name by the Brothers Bright 
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When I first met Peter Pig by Stewart 
 

I first met Martin and the Peter Pig team at Fisticuffs 2003. 

I then went along to the Weymouth club ñthe Levellersò and started playing PBI. 

My first Peter Pig force was 8
th
 Army & Africa Corps for PBI.  

Now I have 12 different infantry types plus armour for each period of WW2. 

 

In 2004 I joined the Peter Pig play test team, the set this year was Blood Barons (Wars 

of the Roses). 

 

This was my first large purchase of figures some 975 figures + guns and steaks enough 

for two armies and to play all the scenarios in the rule book. 

 
This was the first professionally printed and bound rule book by Peter Pig published in  

2005. 

Fourteen  years and fifteen  new or updated rules sets later, and I am still helping the 

play test team. 

We are now working on the  2nd Edition of Bloody Barons. 

 

May I have another 15 years of meeting some great like minded people and playing with 

my little men. 
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Square Bashing day by martin 
 

Firstly I should  be upfront in stating that I write from the perspective of being one of SB 

design  team.   

 

The first version of SB was brought out in 1998. SB is now in its 2nd edition. Two 

editions in 20 years is about average for Peter Pug rule sets. 

SB was novel in using a square grid upon which the figures moved and fought. The idea 

of using a square grid (not hexagonal) has proved to be "Marmite". Some players really 

enjoy it and some do not like it at all. 

 

The idea behind the use of grids is to restrict the game to one level of command. This 

means that sending some units to a location does not de-generate into concerns over 

their formation, positioning and stance.  Instead, those are the tasks appropriate to a 

much lower level of command (usually a battalion commander). These lower order 

commands are not the concern of a general making his army move and fight as he would 

intend.  Haig never visited the front lines to check that the riflemen were using cover 

properly or that battalions didn't crash into each other whilst marching.   

 

The grid saves a lot of time that might be used to check that units are within a required 

range from enemy, distance from own units and appropriate formation. 

This all means that on SB day players could maneuver their armies without being 

"caught out" by some great reveal. They could move their units with confidence.  

 

Fighting is between two opposing squares. In this way it is clear whom is  involved in 

the fight and the distances to support and affecting units. 
 

Games on the day 
A few notes on my games in particular. 

I played against two Turkish opponents. In both games I maneuvered to be the attacker. I 

was helped by my cavalry scouting and aggressive generalship.  The Turkish army was 

much depleted because they were in a defensive posture. The  Turkish were relatively 

poor quality armies (the players were not poor quality at all!) . I advanced with my 1917 

Russians, but was held up initially by a combination of rough scenery and the poor 

quality of my own  infantry battalions. My cavalry came to my aid by clearing the open 

area up to the enemy front lines.  Then came the problems. Those dug-in Turkish 

machine guns gave the Turkish infantry some backbone.  I broke the line in a couple of 

places, but not enough to secure all of the  objectives.  At the game end I lots on victory 

points.  The victory point system is multi- criteria. The Turks gained victory points for 

holding their line, bludgeoning my advanced units and relieving Turkish units before 

they were annihilated.  The Russians did less well because of their huge losses on the 

lead infantry battalions. During the game both players employed assets. My Russian 
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barrages were frequent but poorly detected, so they often over shot. A pair of German 

planes turned up, but did little damage to the Russians. One of the host players had come 

up with a simplification of the pre-game which worked very well indeed. There is 

always something can  be improved in a game system. 
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Square Bashing day report by Simon 
 

Simon organised and sorted all the details out. He is the "Organiser", a new Marvel hero 

whom drops in to "places" and organises them! 

 

 
The Draw  for  the  first  round  -   
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The 15 Mill Edition 2   Page 32 
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Stewar t  and  Paul  getting  to  grips  with  the  gritty  action  on  the  Western  front  

 
More  Western  front  action  with  Chris  C's  French  vs  Sean's  Germans  

 
 


