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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  March   2025 
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1. Special scenery piece for 
AK    by Dex 

My key aim was to build something that would be 'special' but would also fit into the 

internal lore of my AK47 Imagination, Zamibia. Some years back I made some 

billboards advertising, among other things, Mimi's Parlour. The idea was somewhere 

between a bar, casino and gentleperson's club which was trying too hard to be classy. 

Some inspiration was taken from the bar in the Tarantino movie 'From Dawn 'Til Dusk' 

and from an actual bar/club I used to drive past that was near Milton Keynes. My aim 

was a dive with aspirations above its station. 

 

The starting point was a 15mm 'Arab/ Middle Eastern' 3D printed building sourced via 

E-Bay or Etsy. This had the blocky configuration I wanted. It was based on an offcut of 

5mm Foamcore cut to the required ground size. Some scenic scatter from the spares box 

provided walling, trash cans and a pile of old oil drums. A wire fence was added with a 

couple of matchsticks as posts and wire mesh for the fence. The car was also a 3D print 

I'd picked up at a show (it's actually a misprint but the tactical deployment of a couple of 

trash cans keeps the damaged part out of sight). A parasol was also sourced from a bag 

of plastic palm trees found online. 

 

The colour scheme was inspired by the aforementioned bar/club near Milton Keynes but 

also linked to one of my AK47 armies that mostly consists of female militia, with pink 

camo, supported by some pink tanks (such as the Lee Grant that features in the Girls 

Und Panzer anime series). Standard acrylic paints were used covered by a wash, then 

highlighting and finally some flock and tufts where appropriate. 

 

The signs were designed in MS Word. The posters and internal floors were designs 

found on the internet and then resized to fit the available spaces. All were then printed 

using a standard inkjet printer. The name signs were pasted onto plasticard strips before 

being glued to the building. One word of warning with the printed signs and posters was 

that, unless left to dry out for a couple of days, the ink would run when PVA adhesive 

was used for application.  

 

Finally, I found a very cheap pack of pink string lights online. These come with a built 

in battery pack and fit inside the ground floor adding an extra internal atmospheric pink 

glow to the building windows. 
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2. Wars of the Roses DBA 
Army   

 

by Martin  
 

Here are a couple of photos of a DBA army built mostly from 15mm Peter Pig 

miniatures. (DBA Army list # IV/83a - Wars of the Roses English Armies 1455-1485 

AD) 

 

The force was painted by Colin O.  of Portchester and was generously donated as a prize 

for the Alton St. Georgeôs Day DBA in 2022. Normally it would have been given as 

First Prize, but as painter Colin also won the tournament and declined taking his own 

army home again (!), it went to Runner Up Pete D., and now resides in the West 

Midlands. 

 

Rear rank - mounted Men-at-Arms, Hobilars and border horse, fronted by dismounted 

Men-at-Arms. 

Middle ranks  - billmen, stiffened by added Men-at-Arms, and longbowmen. 

Front rank  - Artillery (organ gun), Welsh spearmen, mercenary hand gunners, Irish 

kern and militia levy rabble. 
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3. %<I<ƌJƩ8Ʃ)@KKC< Tip  by Sean 
 

This is aimed mainly at members of the RFCM forum. If youôre not a member (...why 

not?) but frequent other forums/groups (there are others?), you can still make use of this 

advice.  

 

This is something my old grandad once told me. If youôre returning to a set of rules after 

not playing them for some time, or youôre brand new to the rules, have a read through 

the RFCM  page relevant to that set of rules.  

 

Iôd still recommend reading through the rules again. But having a review of the old posts 

on the forum can highlight some bits you might have missed. There might be 

clarifications posted by Martin prior to a previous gaming day. There might be boom 

recommendations, painting tips, ideas for scenery or just some general discussion that 

might get the juices flowing.  

 

Iôve done this recently with the Western rules. When you play as many sets of RFCM 

rules as I do, you can get things slightly wrong as you introduce rules mechanics from 

one set I to another.  

 

Another tip from old grandad was if you fail to plan you plan to fail. So have a dig in to 

some of those older posts on the forum . There are some great little nuggets hidden away 

in there. 
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4. The Pitt Rivers Museum, 
Oxford  by Simon  

At the back of the Oxford University Natural History Museum is a door to a whole other 

museum: the Pitt Rivers. Itôs effectively one large room, with a ground floor filled with 

anthropological exhibits and galleries forming the first and second floors. The latter are 

easy to miss (lifts and stairs are on your right as you enter the main room), and indeed I 

did so on my previous visit. 

The second floor is what interests us here, it being dedicated to weapons and armour 

through the ages, collected by General Pitt Rivers on his travels. Some pictures of 

whatôs on show follow. 
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Various 20th Century firearms, including (in the top left case) an M1916 ñRed 9ò 

Mauser C/96. This was a variant of the 7.63mm ñBroomhandleò carried by 

Churchill in the Sudan, firing the 9mm Parabellum round. 
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Various nasty things for hitting people with 
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Concealed ñtigersô clawsò, fighting rings, knuckledusters, wrist knives and fighting 

bracelets 
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A range of blowpipes ï some with a spear blade attached 

  



The 15 Mill     Edition 21          Page 13 

 

 
Circular throwing knives / war quoits 
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Japanese swords. From top to bottom: early 17th Century pair of swords [daisho];  

ñnew sword eraò tachi; wakizashi short sword. 

 
From top to bottom: 14th Century tachi; pair of katana; pair of armour -piercing 

tanto daggers (also used for committing seppuku). 
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Left: parade armour of c. 1850. The arpon and shoulder-guards are cut from long 

plates similar to a Roman legionnaireôs lorica segmenta. Chain mail may have 

featured in the (missing) sleeves. 

Right: 18th Century unkai-style suit of armour. Following earlier, more 

flamboyant, styles of armour, this simpler version used no metal in the apron and 

thigh-guards which were instead made of silk-covered canvas covered by lacquered 

leather. 
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Left: Edo period complete suit of armour (c. 1750), including a 32-plate helmet 

with demon crest. 

Right: mass-produced retainer hotoke nimai-do armour of 1650-1750, featuring a 

red-lacquered riveted cuirass.  
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Left: 17th Century okegawa-do (tub-shaped armour): the lacquered lamellar plates 

are hinged at the sides. Typically mass-produced for a daimyoôs retainers in the 

15th and 16th Centuries. 

Right: no idea, but it looks quite cool, a bit like an armoured Ewok? 
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WW1 German sniperôs helmet 

 

 
A selection of combination weapons 
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19th Century weapons illustrating the transition from muzzle- to breech-loading 

rifles 
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Revolvers, from various periods 
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Assorted sizes of flintlock pistols, with one or more barrels 

If youôre ever in Oxford with half an hour free, the Pitt Rivers museum is well worth a 

visit. 
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5. Extolling the virtues of S 
and A  Scenics  by Sean 

 

Many of us in the Weymouth and North Midlands/London branch of the RFCM 

community have been using S and A Scenics for many years.  

 

I first used them around 20 years ago, buying hills, trees, roads, and felt cloths from 

them for my wargames table at home. I think martin first talked about them in the 

Battles in the Age of War rules. Since nearly all RFCM rules now are played on a 

gridded surface, the templates that S and A produce have become a great way of laying 

out the scenery required for each game. 

 

They are incredibly reasonably prices, look great and are robust enough to withstand the 

trials and tribulations of any gaming table. I have in the past used pieces of felt or fuzzy 

foam to allow me to make my own templates. Indeed, I have spent hours cutting out my 

own from hardboard. I once made an entire set for Longships, that I still use to this day. 

 

However, for consistency in appearance and ease of use, S and A became my one stop 

shop. This came to a halt for a couple of years, post COVID when production stopped. 

However, towards the back end of last year, Simon restarted again and a few of us took 

advantage, stocking up on some essentials. 

 

For Bloody Barons and Conquerors and Kings, the template sizes are slightly different 

to the standard 12òx6ò, so I have now ordered complete sets for both games. I intend to 

keep a Really Useful box for each set of RFCM rules with a complete set of scenery in. 

This will ensure I have always got the right number of hills, buildings woods etc without 

having to look through several boxes. It is certainly not the most cost-effective way of 

doing things, but it satisfies my need for some order in my wargaming life! 

Find them at https://scenics.co.uk/ 

  

https://scenics.co.uk/
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A typical wood template (below), but can have many uses  

 
 

 

 

Typical gentle hill templates (below). Simon will make these to 
whatever size you wish if the stock items arenõt to your 
requirements.  
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6. Operation Smash  by martin  
   
 
Introduction  
A short game of a pre-dawn raid by British paratroops /marines  on  a German held 

Normandy gun battery 6th June 1944.  

Using PBI rules. 

 

Germans  
Raw 

Bases 

CC 

1 officer (SMG) 

11 Rifles 

2 LMGs 

3 MMG 

¶ Single AC arrives if countdown hits a multiple of 5 for either player. 

¶ Assets = Surprise 10,  HE 6,  Smoke/illumination  6 

 

British  
Veteran 

Bases 

CC 

3 platoons 

Each of  

1 officer (SMG) 

2 SMGs 

5 Rifles (1 can become PIAT at any point in British turn on 5,6  but cannot change back) 

3 LMG 

¶ Assets = Surprise 6, Sniper 7, Smoke/illumination 8  

 

Smoke 
Smoke = illumination. 

The term smoke is used so that players who use PBI know how it is deployed, moved 

and lost. 

In this game SMOKE has the opposite effect than in normal PBI.  

It has the same pattern as normal smoke. 

It has the same D6 rolls for remaining. 

When present, a smoke marker makes the square visible to all.  

This allows shorting into that square from and across the dark squares. 
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The  smoke  square cannot return shoot into dark squares. 

 

Scenery  
All squares count as partial cover. EXCEPT bunkers and gun emplacements count as 

buildings. 

 

2 Bunkers (single square).  Count as buildings. Destroyed if successfully assaulted. 

3 Guns (single square). Count as buildings.  Destroyed if successfully assaulted. 

4 Minefields  2D6 per base upon entry. Partial cover. 

4 Barbed wire Cannot enter and leave in same turn. Counts as marsh. Partial cover. 

 

Changes to normal PBI  
1. Countdown = 21 

2. Proximity vision only. Unless illumination on target square. 

 

 

Game setup  
1.Choose British or German 

2. German lays out scenery. Not in any edge squares. Guns  must not be in proximity to 

each other. Bunkers have no restriction. 

3. Germans deploy. Maximum 3 bases per square. 

4. British deploy. Apply deviation. 

5. British have first turn. 

 

Victory Points  
British  

Per bunker cleared= D6+4 

Per gun cleared destroyed 2D6 +2. 

Roll for each item separately. 

Dead German CC= D6 

 

German 

Each dead British base. Include  morale loses.= 1 points. 

Dead British CC= D6. 
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7. Monte Casino January to 
May 1944 - A PBI Scenario by 

Miles and Simon  
 
 
Introduction  
2024 saw the 80th anniversary of the battles of 1944. Having done D-Day on the 75th 

anniversary with quite a big table which we took to several shows, it was time to cover 

something else. As the Italian campaign is very much under-represented, with seemingly 

a lack of games in this theatre of war, I thought this would be a good place to go. 

 
Designing the board  
I bought some time ago one of the Italeri / Sarissa Battle sets in 1/72nd scale, which 

included part of the Monte Cassino Abbey in MDF. So, I thought it would be a good 

place to start.  

After doing my homework and some background reading on the campaign, it was a case 

of: where do you begin? After playing about with the terrain layout, I abandoned the 

idea of a 6ô x 4ô table, deeming it better to keep it to a standard PBI 4ô x 4ô table. Since 

we were in the final stages of play-testing the new rules [since published] as well, it was 

a great way to showcase them.   

When thinking of the table, I obviously had to include the part of the Abbey that I had. I 

liked the idea of incorporating the castle in the lower part of the mountain range, and I 

really liked the idea of including part of the town itself.  

After a bit of play testing and working with the squares to see what could fit, I 

eventually came up with the map as seen below. This featured at Colours 2024 in 

Newbury and will be at Beachhead 2025 in Bournemouth. 
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Key to table squares ï standard PBI terminology, with the addition of ñvery rough 

hillò 
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I have to thank Matt Hay as he, with his polystyrene bits and his very good cutting 

machine, helped me take my ñtable ideasò and turn it into reality. Without him the actual 

table would never have looked as good as it did. 

 

 
The build-up of the polystyrene base board 

 

 

There are other bits and pieces that were added from various sources. For example, 

Colin gave the table a couple of buildings to help represent the town, made from MDF. 

 

 
Checking the look of the overall concept before joining the pieces 
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Iôve included a little bit of extra road going up to the Castle and to the Abbey entrance. 

But I think people will allow me that? Also, I had to continue the main road through the 

town for the look of the thing, since this represents the A6 to Rome, but gives no tactical 

advantage to anyone. Some of the ñtownò pieces would actually be woods and other 

templates in a normal PBI game. But the actual positions of the Objectives, the overall 

number of Templates used and also the 20 Partials all strictly conform to the standard 

PBI rules. 

 

 
Filling the Abbey with bomb rubble 
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I have also placed coloured tile square markers on each corner, to determine which type 

of square each one is. I used a simple ñtraffic lightò system: green is ñopenò, Yellow is 

partial cover and Red is difficult terrain. 

 

 

Game design principles  
This scenario is a micro game of the various Monte Cassino battles in 1944, using Peter 

Pigôs new (ñ2025ò) PBI (Poor Bloody Infantry) rules. In reality, this could never all be 

put on a sensibly sized table, so this is only a representation of the battles for the Abbey. 

It draws on bits of all the battles over the 4-5 months, with the Abbey and town in ruins 

(since this is post February 1944) and aiming to capture the overall flavour of the 

actions, including some of their iconic features. 

The troops used are not any intended to represent any particular unit - especially on the 

Allies side which was particularly diverse, with the participation of many forces and 

countries from the Allied Commonwealth. 

The Germans were mainly from Fallschirmjäger regiments, but again no named units as 

such. This is a representation of the game, to honour and commemorate those that fought 

and fell on both sides.  

A small by-product of running this scenario is the fact that the inclusion of significant 

elevated sections does not detract from the game system in any way. 

 

 

The game incorporates 3 objectives:  
Objective 1: Road Junction (row 5) 

This objective represents the capture of the town, thus allowing access to the mountain 

and the main A6 road, leading to Rome. 

Objective 2: Fort and the Main Tower (row 4) 

The fort benefited from a height advantage and guarded the access routes into the 

mountain range, to the Allied armies in the Valley below. 

Objective 3: Abbey Entrance (row 3) 

The Abbey was very inaccessible due to its position: the capture of the entrance signifies 

the ability to capture the Abbey itself. 
 

 

Special Scenario Rule  
In real life, the Abbey sits on a mountain surrounded by steep ridges. The only ñsafeò 

way to access it is by a road that winds its way up the hillside. 

The cliff faces to the front and side of the Abbey are deemed ñVery Rough Hillsò: they 

will cause additional delays to any forces moving in or out of each such square but do 

not offer any cover to the troops within them. Vehicles and Guns cannot enter these 

squares. Foot units cannot exit these squares in the same turn that they enter them. They 

can still both shoot and be shot at, though. 
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The normal 2 Action Points (for Difficult terrain), or a ñresidualò action, are still need 

for foot to enter or leave Very Rough Hills. These have been included to stop direct 

access from the town or road, as the Abbey is sat up 1,500 metres higher! 

 

 
A view of the finished terrain 

 

 
The table viewed from behind the town 
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The game in action at Colours 2024 
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Alternative view of the game and information sheets 

 

 

 

This was a game put on by the ñFriends of Peter Pigò from the RFCM team. The usual 

team of Miles M, Simon P, Richard W, Colin E and a few others. 
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8. Trains  by Neil 
 

It all depends on your aesthetics/requirements. The PECO TT flexitrack  is better for 

those who want long lengths laid out end to end on a table, but being inherently flexy 

also lends itself to being chopped into lengths and glued to bases that show more natural 

and interesting non-trainset like curves. Points/switches etc are best resin bought though. 

The TT 12mm gauge is closest to 15mm scale but there are some who use smaller N 

gauge (N for 9mm) which matches the notional 'ground scale' of units rather than 

blending with the size of the figures/models. It also allows for the use of commercially 

available scenic items. Personally, I far prefer the unified 15mm all over look so I can 

add figures and hardware. 

 

For those prepared to do something a little different N gauge and 009 (Double O narrow 

gauge) also equates to 3foot Narrow Gauge in 15mm. This was used in the US and 

Mexico and several other countries (2'6" was also a popular gauge if you are prepared to 

fudge the scale a bit) This allows you to potentially use some 009 wagons, parts etc. 

which while the bodywork is overscale (4mm) etc. Can at least provide wheels and 

chassis for kit-bashing mine workings etc. 

 

This pic shows what you can do MacGyvering rly bits n bobs in this case for my RCW 

Transcaspian project - L to R an 009 box van on 00 kit wheels, PP box car, and a coach 

scratch built from 009 quarrymens coach parts on an 00 kit chassis... 
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9. Sci Fi figures  by Simon  
 

Some of the new sci fi figures from PP. These are part of the new TCR (The company 

Rules) range. 

 

 
(above) Legionaries 

 

 
(above) Praetorian (on a flight stand) 
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(above)  Auxiliary troops 

 
(above) Praetorian on lovely scenic background 
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(above) Legionary troops 
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10. TCR game tables  by martin  
TCR= The company Rules. Here are some pictures of table set ups. There are 3 scenery 

types. Vegetation, buildings and horror. Horror can cause damage to any bases within it. 

The  TCR rules should be out for summer 2025. 

 

 
(above) A whole table.  There are 5 objectives in the game. 
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(above). The ñred topsò are objectives that the attacker will attempt to destroy. 

 

 

 
(above) The swirly things denote horror scenery. Risky, but often necessary to 

move through. 

  


