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1.Introducti on   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  September   2024 

  



The 15 Mill Edition 20          September   2024     Page 3 

 

2.Carolingians   by Chris  
I already own 15mm Viking (Peter Pig figures) and a Norman army (Museum Miniature 

ï the old range rather than the new Z range) and a partially finished Anglo Saxon army 

(Peter Pig). So, given I have yet to finish the Anglo Saxon army, well more than one 

army as I am hoping to use the bulk of the figure to both Anglo Saxon and an Anglo 

Dane army, what use have I of yet another Dark Age or if you prefer Early Medieval 

European Army? This is particularly true of an army that I know very little about other 

than they seem to have rather odd looking helmets and were at one stage led by 

Charlemagne. Like a lot of people, I had heard of Charlemagne but other than the name 

and knowing he was important in the unification of some parts of Europe in the post 

Roman period knew very little. To be honest my lack of knowledge of Charlemagne and 

the Carolingians had had zero impact on my wargaming life and looked pretty much 

likely to stay that way until Martin Goddard decided what the wargaming world needed 

was a new range of 15mm Carolingian figures.   

My preferred ancient rules for 15mm games are ADLG, the rule set includes 300 army 

lists with list 153 being Carolingian Frankish 751 ï 888 AD. The army could also be 

used to cover the early part of list 154 Later Franks 888 ï 1049. The army list provides 

for a good mixture of heavy/medium cavalry and foot with a scattering of light troops. 

Unlike my Saxon and Viking armies cavalry will play a prominent role, the cavalry 

being classed as both medium and heavy cavalry and moving from impetuous to impact 

(under Charlemagne) over the period covered by the army lists. This is of course fine as 

the Peter Pig armoured and unarmoured cavalry packs will cover this, and the same 

figures will do for both impetuous and impact cavalry. The lists also allow for some 

light cavalry support with the Peter Pig Skirmisher Cavalry (Javelins) providing suitable 

models. 

 
Pack 51 Armoured Cavalry 
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Pack 52 Unarmoured Cavalry 

Some of this cavalry can be upgraded to elite and the pack of guard cavalry are ideal for 

these. 

 
Pack 56 Guard Cavalry with Cloaks. 

 
Pack 54 Skirmisher Cavalry (Javelins) 
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 The foot is made up of poor quality heavy spearmen and better quality heavy 

swordsmen, this will give the army a good solid core of fighting troops. The Peter Pig 

armoured/unarmoured spearmen and swordsmen packs will provide enough figure to 

cover these.  

 
Pack 43 Spearmen Armoured 

 
Pack 44 Spearmen Unarmoured 

 
 

Pack 46 swordsmen 
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A weakness in the army is its lack of terrain troops, the list allows for a couple of bow 

units plus some light infantry in the form of Javelinmen and bow. 

 

 
Pack 47 Skirmisher Bow 

 

 
Pack 48 Skirmisher Javelinmen 

 

The standard ADLG army is built with a budget of 200 points split over three 

commands. The early list allows for up to three command points to be used over these 

three commands, ordinary commanders costing nothing from the army budget, 

competent 3 and brilliant 6 points, in terms of command points and ordinary general 

costs nothing, competent use one and a brilliant 2 of the three command points.  
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The first command  will be a cavalry command consisting of 

General Brilliant (6 points) 

4 x Elite Impetuous Heavy Cavalry (44 points) 

2 x Impetuous Medium Cavalry (14 points) 

2 x Light Cavalry Javelin (12 points) 

Total 76 points 

 

 

The brilliant commander is used to control the cavalry, impetuous cavalry are 

undisciplined and inclined to charge without orders at enemy in range so hopefully the 

command points are there to give some control. The Medium cavalry can either work 

alongside the heavy cavalry to give a six wide block of cavalry to face off against enemy 

cavalry or to assist the light cavalry in chasing off enemy skirmishers. I see this 

command going down on any open flank, trying to either beat up enemy cavalry or get 

around the enemy army flank. 

 

The second command  is the solid foot command consisting of: 

General Ordinary (0 points) 

6 x Mediocre Heavy Spear (36 Points) 

4 x Light Infantry Bow (16 Points) 

Total 52 points 

The list only allows for mediocre heavy spearmen, so I have added light infantry to act 

as a screen. This command is about holding some ground and dying slowly, it does not 

require much command hence the use of an ordinary general. It can work as either a six 

wide block screened by the four light bow or split into two blocks of three heavy spear 

and two light bow. The light bow could also be used to occupy any terrain or used in 

ambush if the terrain placement allows. This command is likely to go down in the centre 

or one of the wings if this is closed off by a waterway. 

 

The third command:  
General Competent (3 points) 

3 x Elite Heavy swordsmen (30 points)  

1 x Heavy Swordsmen (8 points) 

2 x Bowmen (14 points) 

2 x Light Infantry Javelin (8 points) 

1 x Heavy Cavalry (9 Points)  

Total 72 points 

This is another strong foot command with four heavy swordsmen who can either work 

as a four or could add width to the spearmen, they can also act as a deterrent to any 

heavy cavalry. The bow are there to deter any enemy light cavalry or to act alongside the 

light infantry javelin in occupying any terrain. The one heavy cavalry is a mobile reserve 

although I may swap this out for another heavy  swordsmen.   
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3.A Wargames Show 
Retrospective      by Sean 

 

I remember when shows were the be all and end all my wargaming year. An old, now 

gone, friend of mine, Martin, and I would travel the length and breadth of the country to 

wargaming shows. Living in the north Midlands as we did, all points of the compass 

were accessible. 

 

York was probably the furthest north we went. The Vapnartak show was always good 

fun. Lots of good games to look at plus a busy bring and by. Peter Pig were generally in 

attendance. I remember when they took Civil War Battles as their show game. I had 

been aware of the development through the old Yahoo Group and after a demo with 

Martin, I promptly bought 2 of the black box armies.  

 

Triples at Sheffield was a must go show. It was held over two days and we would make 

the 2-hour drive both days back then. There was usually 5 of s packed into my old Ford 

Escort, travelling across the Peak District through Leek, Buxton, and Bakewell. 

It was held at Sheffield University in the Octogen. All the big traders (minus Peter Pig!) 

were there. There was a large central hall (in the shape of an Octogen!) but also several 

floors and little nooks and crannies where you would find the odd trader or game hidden 

away. The yellow stygian lighting was not great, but I still have many fond memories of 

the show. It was never the same when it moved to a more modern venue and in fact only 

lasted a couple of years before it ceased to exist. 

 

Partizan in its many forms was another great show. It still is having survived its 

transition to a very modern well-lit venue at the Newark Showground. But back in the 

day at Kelham Hall, it had real character. Again, lighting was not great, but there was a 

real atmosphere with the place buzzing with activity throughout the day. Peter Pig were 

regular attendees with a show game. I think the last one I can remember is Washingtonôs 

Army. There is a picture of me running the game in Henry Hydeôs Wargames 

Compendium. I am happy to sign anyoneôs copy if they ask nicely. 

 

There was one year where the hall had been double booked and the organisers managed 

to arrange a huge marquee to hold the show in on the lawns of the hall. That was a good 

show with a make do and mend attitude! 

 

The óWorldsô at Derby held at the Assembly Rooms was another firm favourite, now 

lost to the mists of time. It was at Derby that I first encountered Peter Pig; around 1991 I 

would say. Back then a pack of 8 figures was 80p! The Peter Pig catalogue was typed 

out on a piece of folded A4, with ACW, Vietnam, the fledgling WW2 range and I seem 
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to recall 20mm Partisans. I can also remember Peter Pig selling a cardboard castle of 

some sort, but my memory may be playing tricks on me. 

I used to quite enjoy watching the WRG tournaments at the Derby. There was invariably 

some heated argument over some rule or other. I remember seeing representatives from 

South Africa and Italy there amongst others. The games looked way too complicated for 

my small brain, but they fascinated me all the same. 

The show moved to Derby University mid 2000ôs, I think. It was a good move, as with 

so many other shows it created space and much better lighting. I played in the show 

game of Regiment of Foote, run by the late, great Rob Roriston. This prompted the 

purchase of two more black box armies along with the rules!  

The show moved on two further occasions, both ironically taking it further away from 

Derby and it eventually faded away. 

The Midlands was always served very well with shows, though most of them have 

disappeared. Alumwell is one of the few remaining. Peter Pig used to be ever present as 

one the first traders you met to your right as you entered the hall. I played many of the 

show games there and always had a great time. Being only an hour from home I once 

took a Bloody Barons game, playing the battle of Towton. I had painted around 800 

Peter Pig figures for the game and built the scenery to represent a snowy battlefield. 

Some club members joined me to play, including my friend Martin, in what was our last 

game together. I was feeling rather pleased with my effort until a chap came up to me 

and said it would have looked much better in 28mm. I thanked him for his words of 

advice and returned to the game. 

Reading and Newbury both held shows Martin and I attended over the years, including 

Warfare and Colours (originally Armageddon). One of these, and I cannot remember 

which was around the release of the original Patrols in the Sudan. Martin was 

gamemaster and I played the Fuzzy Wuzzyôs against the British. There must have been 

some magic in Martinôs approach becauseéyou guessed it! I bought 2 black boxes and 

the rules! 

 

 

Martin and I drove down to Salute at the Kensington Town Hall on a couple of 

occasions. I cannot remember an awful lot about that venue, other than on the way home 

we were chatting so much about future products we ended up in Reading rather than 

heading north! 

 

 

The move to Olympia was great. Over two floors, there was a huge amount of space and 

an improvement in the lighting. One memory of Peter Pig was playing PBI 2 with 

Martin and a couple of other players. I was playing some US Paratroopers against 

Germans. I recall a US platoon commander making a daring run across the table, 

triggering opportunity fire left right and centre, only to survive and to jump on the 

objective to win the game. It was at the same show that I bought the previous edition of 

Bayonets and Ideology which were very much based on PBI. 
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The move to Excel was likely necessitated due to growth in attendance, but it is not my 

favourite venue. I either helped or joined in several Peter Pig show games there 

including AK47 Reloaded, PBI and Hammerin Iron. Miles will be able to attest to us 

both seeing the most amazing run of dice rolls either of us had ever witnessed when a 

young lad destroyed 3 of his dadôs ships in short order whilst playing Hammerin Iron. 

Fond memories! 

 

And of course there was Fisticuffs held in Weymouth. Martin never came to this one 

with me. I first attended in the late 90ôs when it was a 2-day show. It ended up in the 

Pavilion which was a nice venue. The last one I attended I think I played Vietnam with 

Les. But I remember Stewart and Chris doing Mons and Big Mike using Regiment of 

Foote for a big ECW siege type affair. 

 

Many of these shows have now ceased to exist. Probably not a bad thing. Internet 

shopping has all but stopped big purchases for me at shows and its rare you see 

something new on a traders stand due to the news usually being announced across social 

media when companies bring out something new. 

 

My preferred way to spend a weekend is now to attend the Peter Pig game days. I can 

still put an order in with Martin to collect on the day and get 2 or 3 games played whilst 

I am there. I do still attend Partizan, Alumwell and occasionally Salute, Colours or York, 

but they do not have the same sense of anticipation that they once did. That is not a bad 

thingéit certainly cuts down on the impulse purchases! 
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4.Moby Dick  updates  by Tom   

 

MOBY-DICK; or, THE WHALE Game 

I had a chance to play John Rigley's Moby-Dick game at a local convention in Vermont.  

He had run it a number of years ago at Historicon.  It was a really fun game, with clever 

mechanics and a fantastic theme. 

 

The game John ran was in 28mm using Eureka whaleboats, but at $40 per boat it was a 

little too rich for my blood, so I decided to go with 15mm, but this would require me to 

craft or convert everything.  I drafted Peter Pig Pirates, Caribs, and Stonewall 

Napoleonic Sailors. My crews of brave Nantucket Whalers were created via head swaps, 

reposing and repurposing. 
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The Whaleboats (based on historic drafts) are cereal box, balsa magnetic card.  Each 

position on the whaleboat has a magnet mounted with a matching magnet on the figures 

as they need to removable for the game.  The Whales are rubber toy, sliced to give the 

required poses for the game. The toys are perfect in 15mm a bull Sperm Whale is @ 60 

feet long, Moby-Dick in 15mm measures @80 feet a true monster of the sea.   
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I decided to make a mood piece for Moby-Dick.  Since the game begins at the end of the 

novel. 

 

I used an unarmed pirate, modified his pose and cut him off his base and shaped his feet. 

The coffin is handcrafted out of layers of cereal box.   The sea is a 7ò disc with a 

seascape made using the aluminium foil method and airbrushed.  
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My Moby Dick game was a great hit at Historicon.  I pointed out to the players that the 

game begins at the end of the book/movie.  Where the Rachel finds Ishmael floating on 

Queequegôs coffin.   

 

ñIt was the devious-cruising Rachel, that in her retracing search after her missing 

children, only found another orphan.ò 

 

Someone suggested that I should have Ishmael on the table, and I thought it was a great 

idea.  As a centre piece and mood setter.  
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5.Crisis show 2024   by Andy  

 

I visited the Crisis show in Sint Niklaas on Saturday September 7th. This was very 

enjoyable for me as it was my first show in 6 years. The venue was excellent being the 

Sint Niklaas Exhibition Centre, known as 'T Bauhuis. There was a very large entrance 

area with some traders, some games and the main catering facilities (there was also a 

Belgian specialities food van immediately outside the entrance, which attracted quite a 

queue). Entrance was ú10, which included a wrist band for re-entry. Further in was a 

very large hall plus another adjoining hall about half the size. Both were filled with 

games and traders.  

 

 

Very few of the traders were British (thanks Brexit) although Barry Hilton was there 

with two games featuring the Dutch: the land war in Ireland in the 1690s and the sea war 

against Britain in the 1660s. The latter was particularly impressive with the Dutch fleet 

sailing up the Thames opposed by Charles II's RN. The scenery on both banks of the 

Thames appeared to be depicted in 2 or 3mm and was particularly striking. 
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On the plus side there were many traders and punters. The variety of merchandise was 

very wide and the games were impressive. I had a good chat with Barry Hilton as well as 

a couple of Belgian traders, who specialised in books and scenic items, and also a Dutch 

gamer from Limburg Province, who was playing a scenario from the earlier part of the 

Eighty Years War, which looked to be set in the 1580s. There were traders from 

Belgium, the Netherlands, France, Germany, Lithuania and Poland, that I was aware of, 

but there may have been others. There were even a few British visitors, mainly from 

southern England, Claymore being way up in Scotland. 

 

On the downside only a minority of the traders were standalone companies: Deep Cut 

mats, Van Dijk 10/12mm figures, Brother Vinny, Bello Ludi, Micro Art Studio painted 

mdf scenery, some other scenery companies. However, most of the traders were general 

wargames suppliers selling figures (predominantly 28mm), books, rules, paints, tools, 

scenic items etc, most of which could be bought at any decent British show. This was 

good for the EU shoppers, as it meant they could buy stuff like Warlord, Perry, 

Wargames Atlantic, Games Workshop, Victrix etc, without having to get it shipped from 

the UK. Amongst all this were some excellent bargains for the EU shoppers, eg I bought 

a box of Perry Franco-Prussian plastic French Infantry for ú20, much cheaper than Perry 

direct. 
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In summary I would rate this as an excellent show for mainland gamers, but only leave 

the island if you're going to combine with a visit to the numerous battlefields in Belgium 

or northern France. 
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6.0FLK?ƩF=ƩC8NƩƩƍ0,)ƎƩ by  RFCM team  
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1. What players need for SOL .................................................................................... 19 

2. Overall rules ........................................................................................................... 21 

3. The table ................................................................................................................. 22 
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5. Building the shooters .............................................................................................. 24 

6. Who starts the game.  ñWhat time is it?ò ............................................................... 24 

7. Positioning .............................................................................................................. 25 

8. Cover ...................................................................................................................... 26 

9. Start positions for shooters ..................................................................................... 28 

10. Game  setup ......................................................................................................... 28 

11. Turn sequence ..................................................................................................... 28 

12. Movement method .............................................................................................. 28 

13. Aim method ......................................................................................................... 29 

14. Shooting method ................................................................................................. 30 

15. When to end the game ......................................................................................... 32 

 

The term ñSouthò can indicate men outside the law in a bad way.  

It can also indicate the geographical position of towns in relation to those regulated well 

by the law. This might be near the Mexican border. 

SOL can be set in a town street, woodland, rocky  gulch etc. 

 

The  historical setting of the game is set during the years  1862 until 1884. 

A group of shooters wish to ñhave it outò with an opposing group of shooters.  

These groups might be the gunfighters of film or trappers, Mounties, agents, soldiers etc. 

The game takes place in  a period lasting a couple of minutes. 

The shooters face each other after a short or lengthy period of mutual dislike. 

The playing table might be representative of a town street , wood clearing, rocky pass 

etc. 

Players can use whatever scenery they have to hand as a surround to the table. This 

surround is for visual purposes only. No figures will be jumping through windows or 

leaping  from on high. 
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Game summary  
Two players.  

Each player builds his shooter gang. 

The two possible modifiers are to buy cover or/and skilled shooters. 

The figures start at random positions determined by a pair of D6. These are used for how 

far  along and how far in to the table. 

Each turn a figure can shoot, aim or move. No combinations is allowed, just the one 

action. 

All movement is from square to square with no diagonals. 

Shooting cause wounds. 

Wounds can be gambled to convert them to head (dead) shots or leg (no more move) 

shots. A failed gamble is a lost chance to wound the target. 

A third wound kills a figure. 

A player lose the game once his gang had suffered two morale failures. 

Morale is only taken if nay gang member is dead. 

Morale is easier to maintain if the figures have moved forward (braver). Skulking near 

the base edge makes morale poorer (cowardly or uncommitted). 

 

All t he  mechanisms are very simple in order to create a fast game. 

 

Pace is the key to gunfights, not detail. 
 

Small disc have been used to show figure status. 

Red counters show a wound. 

Blue counters show a figure is aiming. 
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This man has single wound (red) and is aiming (blue). 

 
What players need for SOL  
Players need figures. Any pose is fine  but standing is recommended. 

Players will also have dead figure models too. 

A table 6 x 10 squares.   

Three pieces of cover if  points paid for such by the player . 

  



The 15 Mill Edition 20          September   2024     Page 21 

 

Overall rules  
¶ No diagonals 

¶ Distances/ranges are in terms of squares  between figures. 

¶ Each turn is roughly 3.25 seconds duration(?!) 

¶ There are no  specific rules for hand to hand combat . This is subsumed into close 

range shooting. 

¶ Figures cannot be in the same square as other  figures. They can pass through 

squares occupied by own side figures or any dead. 

 

Examples of distance/range 

 

A 1 

 2 

 3 

 B 

Range 3 

 

A 

B 

Range 0 

 

  

A 1  

 2  

 3 B 

Range 3 
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The table  
¶ 6x 10 squares 

¶ Each square = 1 inch (other sizes are OK too). 

 

The start corner for each player is their closest left square. 

 

     start 

      

      

      

      

      

      

      

      
Start      

 

 

Here is table for SOL. This one is made from a game mat offcut with  

Black dots added to form a grid.  
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Setting up the game  
1.  Build shooters. 6 points 

2.  What time is it? 

3. Loser places his cover (if any). 

4.Loser places shooters. 

5. Winner places his cover (if any) 

6. Winner places shooters. 

7. Winner as first turn.  
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Building the shooters  
Each player has 6 points to spend. 

 
All figures are armed with  a gun with a range as big as the table. 

 

Each man/woman costs 2 points. Maximum 3. 

Skilled costs 1 point extra. Maximum 2 figures 

Cover costs 1 point extra. Maximum 2 covers 

 

e.gs 

3 shooters = 6 

2 shooters, 1 skilled and1  cover= 6 

 

Who starts the game.  òWhat time is it?ó 
High noon is 12pm, midday. 

Players are seeking high noon (value =12). 

Method 
Each player must choose one of the four methods.  

They must not choose the same method as it would give the same outcome. 

The method is chosen before and D6 are rolled. 

The closest to 12 is the winner. 
If both players have a score the same difference from 12 then the score that is lower 

(before)  than 12 is the winner. 

If the matter is still not resolved, then both players re-roll their pair of  D6  using the 

same choice of method. 

 

What time is it?  

Method What to do Probability 
expectation 

Add  Roll 2D6 and add the two scores. 7 * 

Multiply  Roll 2D6 and multiple them with each other. 12.25 

Yours and mine Add both playerôs dice scores (ie add up 4 

D6). 

14 

Double Add up playerôs 2D6 and then double. 14 

*      This might be chosen as it will never  be higher than 12. 
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Positioning  
Figures (shooters) and cover will need to be positioned at the game start. 

 

Each figure/cover is positioned as follows:- 

Roll 2D6 

One score is the left to right square, starting at the left. 

The second score is how far into the table from the left right position. 

Players can use either D6 score for either position. 

If both position options are already occupied, then a complete re-roll is allowed. 

 

e.g 3,5   can be 3rd square  along and 5th square into the table.  OR  can be 5th square 

along and  3rd square into the table. See blue squares below. 

 

      

      

      

      

      

      

      

      

      
S      
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The player has positioned his two figures (gang). 

The nearer  figure rolled 2 D6 and score  a 6 and a 2. He has decided to 

use the 6 for side to side  positioning and the 2 for forward movement. 

He did this to avoid being too close to the opponent figures at the game 

start. 
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Cover  
Cover comprises of 3 pieces. 

Usually a  barrel, dead horse, stack of crates or water trough. 

The player who owns/bought  the cover will position it. 

 

Use the same  positioning rule as for shooters. 

 

Cover does not prevent shooting line of fire. 

Only figures in cover square  count as in cover.  

The cover is not compromised by the shoot direction of any shooter. 

 

Examples of cover laid out 

  



The 15 Mill Edition 20          September   2024     Page 28 

 

 

Start positions for shooters  
Use positioning  rule. 

 

Game  setup  
1. Build shooters. 6 points.  

2. Position cover. 4 pieces. 

3. Position shooters. . 

4.  What time is it. Winner has first turn  (that is an advantage). 

 

 

Turn sequence  
First do morale. 

Shooters are activated from ownerôs left to right.  

Front to back if in same column. 

Player selects a figure and declares one action :- 

 

¶ Move 

¶ Aim  

¶ Shoot 

 

This is the only action the figure may have in the current turn. 

 

Movement method  
(Free vector) 

Player has declared ñmoveò. 

Roll D6 

Wounded  that achieve an even number get nothing. i.e they need an odd score to move. 

D6 squares. 

Figure does not have to use all the allowed squares. Figures cannot end  in the same 

square as other  figures. They can pass through squares occupied by own side figures or 

any dead. 
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Aim method  
Player has declared ñaimò. 

The aim action uses the whole turn. 

If the figure moves the aim is lost. 

Aim also allows figure to shoot unaimed at opponent figure that comes within proximity  

in the opponent turn. This will count as an aimed shot. 

 

The player does not need to note what he is aiming at, just that his figure is pausing for 

a   moment in order to take in the situation and plan a  shot. 

 

 

This figure is aiming because he has used his turn to carry out an aim 

action. He is awarded a blue counter to show he is aiming.  
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Shooting method  
Figure must have a straight line of sight to target. 

 

Shooting  

Shooter initially has 2D6 

Then apply modifiers. 

Then roll D6 and seek a double. 

 

Reason More or fewer D6 Notes 

Aimed +1D6 Used previous move to aim.  

Skilled +1D6 A skilled shooter 

Close range +1D6 Gap of 3 or fewer squares 

Cover -1D6 Figure is in same square as cover. Counts in all 

directions. 

 

Shooter rolls all the D6 together. 

The only effective  result is a single double. 

A single double = 1 hit 
 

¶ A triple is of no use. 

¶ A Quadruple of no use. 

¶ Two doubles are OK. 

 

All hits are initially  on the body, but a shooter may gamble for a head or leg shot. 

  



The 15 Mill Edition 20          September   2024     Page 31 

 

 

To translate the body shot into a head shot needs  5,6. 

To translate the body shot into a leg shot needs  3,4,5,6. 
 

Effect of a hit  

Shot location Outcome for success Notes 
Head Dead Figure is not part of the 

game anymore. 

Body Wounded  

Leg Wounded.  Cannot move anymore. 

Head shot = Dead 

3 wounds total = Dead 
 

e.g. Skilled shooter with an aimed shot. Initial 2D6, +1 D6 for skilled, +1 for aimed = 

4D6. 

3,4,2,1= no double = no hit 

4,4,4,1= no double (triple does not count) = no hit 

3,3,5,5= double = hit 

A third  wound kills a figure.  
 

 
This poor man has two wounds (red counters). 

One more wound and he is dead 
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When to end the game  
All opponent shooters dead = win. 

 

Otherwise carry out a morale test at the start of every turn  when 1 or more own dead 

shooters on the table.  

This will mean that a player takes morale every turn after his forts shooter is killed. 

 

Only do this when 1 or more dead figures of own shooters. 

 

Count range between of furthest forward live (wounded counts as live)   figure and base 

edge. 

 

Roll same or less than this on 1D6 =OK. 

If roll is higher then = fail. 

6 is always a fail. This is because the figure might be more than 6 and should not be 

immune. 

 

If the total of fails becomes 2 the game ends instantly. 

e,g  . 

Shooter B is dead. 

The furthest forward alive figure(A) has a range of 3 from the table base edge. 

The player will need a score of 1,2,3 to pass morale. 

 

 A     

 1  B= 

Dead 
  

 2  C   

  3     

 
 
End 
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7.Battle of Maldon  by martin  

   The battel of Maldon is the Society of Ancients choice for their 2025 battle day. 

The SOA has details on its website for those who want to know more. 

 

Groups of gamers turn up and put on the same battle but using different rule systems.  

 

The day is enhanced by having a talk on the battle. The day is therefore an excellent 

focus session. 

 

These pictures show  four of us practicing a Maldon game using the LONGSHIPS rules 

by Peter Pig. 

The Figures are 15mm PP too. 

 

We played the game 3 times and enjoyed it all. 

Do notice that Maldon is a pretty flat battle field in South East England. 

 
Some of the 5 Saxon units. 
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The Viking army in the foreground 

 

 
A closeup showing a Viking  unit  
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A longshore photo taken by a Viking up a mast. 
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8.AK special scenery piece  by 

martin  
 

There is a new version of AK on the way. ñPeopleôs Editionò will  be out in early 2025. 

This is the third edition of AK since 1997. 

Players can earn some (not many) extra victory points by making the effort to build a 

special scenery piece. 

There are certain rules applied in order to  ae sure the piece has been specifically 

designed for the AK game rather  than a pencil case pressed into action. 

 

Here are the criteria. 

 

1. 10 x 3 inches  so that it f its onto a game scenery template. In addition,  this size allow 

some spare template space for troops t ve deployed in case the special scenery piece is  

very ñpricklyò. 

 

2. There must be at least 1 vehicle attached. 

 

3. There must be a sign. 
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This one has PP western water tower, 3 AK Mercedes cars and a desert 

building all in harmony.  
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These models originally  took part in the  AK games at Historicon 2007. 

 

 


