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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  July   2025 
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2. Painting a BEF infantryman 
using Contrast      by Andy  

 

A number of times on the RFCM forum the question of using  Contrast paints has been 

discussed.  

I have put a photo montage together using the paints as they were intended, then 

enhancing with standard acrylics and shading. 

 

Method 

1. Apply a white undercoat or primer to the figure. Then apply Contrast Agoras Dunes to 

the cap, uniform and putters. Avoid painting the face, hair and shoes. 

 
 

2. Next paint the face and hands with Contrast Darkoak Flesh. 
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3. Paint the shoes and hair with Contrast Wiyldwood. 

 
 

 

4. Paint the rifle stock with Vallejo Mahogany Sand. 

 
 

 

5. Paint the webbing with Vallejo buff. When done apply Army Painter Strong Tone ink. 

If you want lighter webbing use Soft Tone. 
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6. Final work and touch ups. Vallejo Basic Skintone to highlight face and hands. Vallejo 

Dark Grey Blue for the canteen, Vallejo Leather for the bayonet scabbard. Vallejo Light 

Brown for the entrenching tool handle. Vallejo Brass for cap badge and buckles. Vallejo 

Air Gunmetal for gun barrel and tip of the bayonet scabbard. 

 
 

 

The use of the Contrast paints to start with takes away a lot of initial work, as the paint 

applies very easily, as well as removing the need to layer and shade, making this a good 

way to produce a BEF force very quickly.  

 

Unfortunately, I have yet to come across a suitable express style paint to replicate 1914 

German Field Grey, but there are some excellent Contrast paints for the French and 

Belgians. 
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3.  8GK8@EƩ0@9FIE<ƌJƩ48K<ICFFƩ
diorama  by martin  
 

There are a variety of Waterloo dioramas in existence. 

In the 1980 I visited one in Bath that used 20mm Airfix figures. 

 

The Siborne diorama is probably the most famous version of the battle. 

It has suffered from fading colours and small size that is difficult to see. 

However, it is very old (1830) and very famous.  Therefore, I have put together some 

photos. 

 

At present the diorama is on display at the British National army Museum (NAM) in 

Chelsea, London. Entrance is free. The museum have created a very good interactive  

website which takes the viewer closer in. 

 

My personal interest is in the manufacture of the figures. 

The figure size seems to be about 8mm height for an infantry man. 

For 200 years ago the quality is superb. 

 

 
 

The figures seem to be wire armatures with solder added. 

 

 

 
These are the cavalry.  I think the tab at the back is to secure (pin) the figure to the 

diorama.  
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Although these figures are basic, they do look great   en masse. 

 

There are videos and other extensive notes on the internet if readers want a full 

perspective.  

 

Here is a link to some really good Waterloo diorama photos.  

https://generalpicton.blogspot.com/2014/12/waterloo-dioramas.html 

  

https://generalpicton.blogspot.com/2014/12/waterloo-dioramas.html
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4. These Rules Are Mine    by Sean  

 

"This is my rifle. There are many like it, but this one is mine." 
This is taken from the Rifleman's creed of the US marines and of course made famous in 

the film Full Metal Jacket. 

 

I'm going to change it to: 

"These are my wargame rules of choice. There are many like it, but these are mine." 

I say this for many reasons. But a principle one is that you can't seem to move across 

any other forum, YouTube channel or social media post without being bombarded with 

news of the new Chain of Command rules. 

 

I suspect this is the infamous algorithms playing their part. And it's no expressed or 

implied criticism of Chain of Command. But it can feel like there is only one set of rules 

in town and that this particular town isn't big enough for any others. 

 

WW2 continues to be one of the most popular periods to game. Bolt Action continues to 

thrive following the release of their 3rd edition, which at the time saw a wealth of media 

coverage. 

'O' Group, published but not authored by the Too Fat Lardies (TFL) had its own time in 

the spotlight. A set called V for Victory (oddly pronounced 5 for Victory and not the 

letter V for Victory) seemed to gain momentum but disappeared quickly. Maybe it 

lacked the TFL touch.  

Others that have garnered support include Bltitzkrieg Commander, Battlegroup, Rapid 

Fire Reloaded and possibly Flames of War. Itôs a crowded market. For any one set of 

rules to rise above the crowd and stand out it takes more than a  novel mechanic or two 

to capture the current zeitgeist. It takes publicity. It takes the authors, or their fans to 

shout from the rooftops that their version of WW2 is this seasons must have.  

 

Of course, a good set of rules is in the eye of the beholder. If you've only ever played 

one set of rules and you enjoy playing them...why change? What if you play the current 

market leader and don't enjoy them? Is it your fault for not realising that they are the 

best thing since sliced bread? 

 

Go to almost any wargame show these days and I can almost guarantee you'll find one of 

Chain of Command, Bolt Action or Flames of War being played as a demo or 

participation  game. Again, no criticism, it's just that they have almost become 

ubiquitous for WW2 wargaming. 

Read a wargames magazine with a WW2 article or scenario, and it will be couched in 

terms of using one of the above 3 sets of rules. Populism is on the rise in many areas of 

life, including wargaming rules it seems.  
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So why am I ranting and typing furiously on a Sunday morning? What is my point? 

Can't I just get to the gist of what I want to say without all of this waffle and 

procrastinating? Why am I bothered?  Who cares? 

 

It will come as no surprise that given a choice, I will always play a game using Peter Pig 

rules. Therefore, if asked to play or put on a WW2 game, my default will be PBI.  

The new version of PBI came out recently and I think itôs great. No, I donôt know much 

about WW2. Itôs never been a huge interest of mine. Iôm more of a horse and musket 

fan. You wouldnôt know it looking at my bookshelves, filled as they are with Max 

Hastings, Antony Beevor and James Holland books. Iôm interested, but not 

knowledgeable about the period.  

 

But I do enjoy a game of PBI. I must do as I own around half a dozen armies for it. I 

enjoy travelling down to the south coast to play a game or two with the chaps. Iôll take 

my figures and scenery to the Stoke club and encourage anyone to give them a go. 

Invariably, players enjoy the game. It looks nice. It plays quickly. Each game is 

different. It ticks all of the boxes. 

Alex at Storm of Steel did a nice video comparing the old and new PBI. But other than 

that and Martinôs own excellent video series, the wider wargaming media seem to have 

their eyes closed to PBI.  

 

Grids may have something to do with it. Some people just canôt get past the thought that 

a wargame with a grid is just a board game. I have so many thoughts on this, it would 

double the length of this article. Suffice to say, my view iséwhat does it matter?!?  

Some canôt get past the idea that you need a tape measure in hand to be playing a proper 

wargame. I read the other day on a Bolt Action forum (I like to be well informed on my 

subject!), a player was arguing whether his opponent could measure to the tow bar of his 

half track or should in fact be  measuring to the hull of the vehicle. A matter of less than 

a centimetre. Really? Not for me Iôm afraid  but more power to your dice if that kind of 

granularity is right up your strasse.  

Really, itôs up to the loyal fanbase of the Rules for the Common Man rules to step up 

and conduct a media blitz. Articles in one of the three glossy magazines, blogs, Youtube 

channels, podcasts. Whatever media is your choice, let the wider community know what 

is on offer. It takes time and effort and in some cases, money. But it canôt be just down 

to the rules authors to mount a media offensive. 

Do bear in mind this is solely my fevered brain thinking about this stuff. It is a strong 

possibility that no one else cares. Iôve tried Bolt Action, Flames of War and Chain of 

Command. Iôve enjoyed playing each, but never to the extent that I want to invest time 

and money into them. Again, Iôm not looking to denigrate either the rules, their authors 

or the players of these other games. But it does make we think in my more idle 

moments, why rules become popular.  

 

 RFCM games have formed the basis of around 90% of my historical gaming for over 25 

years. If you like this sort of thing, then this is the sort of thing you will like.  
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I know what I like, and RFCM games are the sort of thing I like. So thatôs not going to 

change.  

Iôve got to the end of what I wanted to say, and Iôm not sure Iôve said anything really. 

But I feel better for saying it! 

 

 
 
Historicon 2010   PBI.  
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5. Finishing Peter Pig Dark Age 
Shields  by Simon  
Some praise for Peter Pig Range 9 

Peter Pigôs Dark Age range contains many lovely, and to my mind under-rated, figures. 

The Longships set of rules gives a great game, for which it is not as difficult as might 

first appear to build up a force. Each nationality has its own game nuances, and of 

course there are both Raid (with or without ships) and Battle rules within the one 

rulebook. 

There is a fair bit of legitimate interchangeability (particularly between Vikings and 

Saxons), so no need to build up an entire new army to try out a different force. Of 

course, this also means that you can have more variety within a given force, by 

combining figures from two or three of the current ranges. 

I initially built my Saxon force (using Saxon, Viking and Carolingian figures) for the 

Longships rules. However, Iôve now realised that I only need to add a few more bases to 

morph this into a Conquerors & Kings rules army, so will be doing that in due course. 

 

 

My approach to shields 

I hand-painted shields for the bulk of my force ï plain shields for the 5-on-a-base Levy 

and two colours for each of the 4-to-a-base Unarmoured figures. These look nice and are 

another means (beside counting figures) to distinguish between the quality of bases 

when in the heat of battle. 

The Leaders and Armoured bases are in mail, and the most special figures in a force. As 

such, these got the benefit of transfer shield patterns, which I could not hope to attempt 

to paint by hand. 

I went for Little Big Man Studio (LBMS) decals, sized for Khurasan Miniatures shields. 

This match was discovered by Stewart, who also kindly donated me some transfers 

initially to try them out ï thank you Stewart! There are some wonderful designs here, 

that can really make the figures ñpopò. LBMS also make some lovely flags, that Iôm still 

getting to grips with ï maybe something for a later article. 



The 15 Mill     Edition 22          Page 12 

 

 
I used both Saxon and Germanic shield sheets for my Saxons ï here are 

my sheets with the first few transfers cut out 
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Decal preparation 

I applied my transfers having finished all other paintwork and brushed the figures all 

over with Army Painter Soft Tone dip. This acts as a varnish, preventing damage to the 

figures when manipulating them for transfer application. 

For those of us used to waterslide transfers, as sold by Airfix, Battlefront and the like, 

these LBMS transfers can appear daunting at first. But in practice theyôre quite easy to 

apply, and look fabulous if done well. 

The first thing to do is to put a new blade in your knife, as we need to make sharp, 

accurate, cuts. I started by cutting out the diamond-shaped holes to accommodate the 

shield bosses. This was sufficient for my initial trials with Viking shields. 

However, some Saxon shields seem to have bigger bosses. In such cases, I made an 

additional radial cut of about 1mm at each corner of the diamond to help the transfer to 

adapt to the shield better (before hitting on this idea, it was getting hard-to-eliminate air 

bubbles around the edge of the bosses). 

I also ï as recommended by the decal instructions - scribed 8 radial lines (using the back 

of my scalpel) from the boss to the edges of the shield. These helped the decals conform 

to the shieldôs shape when still attached to their backing paper. These lines are much 

easier to score before the shields have been cut out! 

Having cut out the paper from where the bosses will go, you next need to cut the rest of 

the shield out from the surrounding paper. This demands a bit of care and patience. I 

aimed to cut exactly on the coloured edge in each case. If you cut too far into the colour, 

youôll have more touching up to do later. If you cut too much into the ñwhiteò of the 

transfer, there will simply be more (transparent) carrier film to tidy up round the edge of 

the shield. The fit wonôt be perfect in any case ï just get it as good as you can. 

I found it easier when cutting to rotate the paper rather than to move the knife, making 

short straight cuts where necessary. 

Before applying the transfers, it is recommended to paint the shields white. In practice, 

Iôve found that this neednôt be perfectly white but does provide a nice base to the colours 

in the transfers. I also painted the bosses a steel colour. These may need some slight 

tidying-up later, but at least most of the work is done in advance.  
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Decal application 

These LBMS decals are surprisingly robust, if a little small and fiddly, demanding some 

care in handling and application.  

 
Showing radial scoring, before applying water 

I first dry-fitted the transfers. If all looks good, peel off the backing paper to reveal the 

sticky side of the transfer, and apply this directly to the shield (the shield image you can 

see will of course be reversed at the end of the process). I then ñpaintedò the white decal 

backing paper with water, using an old paint brush. 

At this point, you really want the transfer to be as well stuck down as possible. I pressed 

the back of the decal using the point of a wooden cocktail stick to get into the ñangleò 

between the boss and the flat of the shield. 

 
Transfers applied, still with backing paper attached 

After a minute or so, the water will have fully soaked through and the backing paper will 

easily come off. If this is not the case, you probably need to apply a little more water. 

I then applied Humbrol DecalFix quite liberally to soften the transfer, help it adhere to 

the shield better and also help me wrap any of the carrier film protruding from the shield 

onto the shield edge. This may give rise to some ñfrillsò, which can initially be pushed 

down, and tidied up further once the DecalFix has got to work. 
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Backing removed, showing white edges around shields 

 

 

 

Once everything was as good as I could get it, as well as being nice and dry, I painted 

the decals with matt acrylic varnish (do not use acrylic flow improver, as this doesnôt 

agree with the decal carrier film). This both protects the decal and provides a (much) 

better surface for paint to adhere to. 

I then touched up any white edges where the decal didnôt fully cover the shield. The 

colour doesnôtô need to be a perfect match, as its aim is just to prevent the human eye 

from seeing an unseemly edge of white. I also painted at this stage any transfer film that 

had got wrapped over the shield edge (which I did in the same colour as the shield backs 

ï otherwise the shield looks very thick), to keep things tidy. 
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Finished transfers, with the cocktail stick used to smooth them out 

 

I was pretty happy with the overall results, and feel that my special troops now look 

appropriately special on the table! 
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6. AK 47 Peopleƌs addition  
ƍ4@C;Ʃ$<<J<ƎƩScenario  by Stewart  
 

This scenario is loosely based upon the film ñThe Wild Geeseò. 

 

The plot 

President Bulbous Proboscis has granted the oil rights to a business in London but has 

been deposed by the countryôs Labour Party and is being held in a chateau until he signs 

with the new leader 

 

ATTACKERS EDGE 

5 5 
  ROAD RIVER   

2 2 

Airstrip Airstrip Airstrip Airstrip 

PLANE 

ROAD RIVER     

    ROAD RIVER    scattered 

building 

    ROAD RIVER  CHATEAU 
Solid building 

CHATEAU 
Solid building 

scattered 

building 

    ROAD RIVER scattered 

building 

scattered 

building 

   

3 3 
  ROAD RIVER    

4 4 

DEFENDERS EDGE 

 

The table is 5 x3 feet. 6 inch squares give a 10 x 6 grid. 

 

A. Attacker/defender forces   

Attacking force  

Communications level 6 no change 

1 Professional units 

2 Regular unit 

Additions  

Extra Bases x (2 Professional, 3 regular ) 

MMG  x 2 

Mortars x 2  
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Defending force 

Communication level 4 no change 

1 Regular  

2 Milita 

Addition points 10 (from the generic force additions) 

 

 
The town part of the table (above)  
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B. game set up sequence  
Follow the normal game set up sequence 

 

Scenario generator=Normal 36 D6 used to generate bonus tokens and decide 

Attacker/Defender 

 

FIXED Scenery placed as per map (Igone the usual  player set up option). 

1. Chateau (solid building) 

2. Two Adjacent scattered building templates 

3. River 

4. Airstrip (2 templates) Doesnôt count as scenery template 

 

 

Additional Scenery Templates 

5.  One scattered building 

6.  7 jungle templates 

7.  Two defiles 

 

Notes (applied to the AK rules) 

¶ Additional scenery templates of scenery are shared  between attacker and defender. 

¶ Normal scenery placement rules. 

¶ Airstrip doesnôt count as scenery template 

¶ Templates placed alternately, defender first 

¶ No defender swaps (the rules usually allow swaps) 

¶ No special scenery piece (the rules usually allow special scenery piece) 

¶ Normal Partial scenery placement   

¶ Square with Aircraft in counts as partial cover  

¶ Bases in the aircraft cannot shoot or return fire and do not count as short range ie they 

are stuck in the aircraft. 

 

Game length 

Normal scenario D6(36) . Players each roll a D6 with re-roll if wished at the end of their 

own turn. Score deducted from an initial 36 until all number gone. Should provide about 

5 turns per player. 
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Units attacking the town 
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Units on table at game start 

Defender 

One unit on (Defenderôs choice) 

Placed this first 

 

Attacker  

Two units (Attackerôs choice) arrives in one of the four normal arrival zones but decided 

by a D6 (re-roll 1or 6) Each unit must use a different arrival zones 

 

All remaining  units arrive via communication rolls 

Note. (ñcommunicationsò is the mechanism for all game events. Communications gives 

players a choice of events with some randomness applied) 

 

President Bulbous Proboscis 

Can only move with an attacker Officer 

Can not be a target 

Doesnôt count as crowding  in a square 

 

VICTORY PO INTS 

Defender 

2 points each dead attacker base 

 

Attacker 

1 point each dead defender base 

1 D6 if the President is under the Attackerôs control 

2 D6 if the President is at the Aeroplane 

3 D6 (In addition to the 2D6) if the President is airborne 

The Aircraft moves down the airstrip like general before safely away 
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The presidentôs DC 3 ready to fly out(?) 
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7. Battle day- June 2025.  
Conquerors and kings at 
Entoyment store Poole   by martin  

RFCM group members meet twelve times a year for ñbattle daysò.  

Each day consists of turning up at the ENTOYMENT games store,  setting up about 5 

tables and having a day of battles.  The battles are not scripted, but a single period of 

warfare  is chosen. 

 

This particular day used the Conquerors and Kings rule set. 

Most games were one player per side,  although a few had two players per side. 

The venue has a cafe for lunch and refillable   cups of tea (thanks to Entoyment). 

 

 

 
The game area is 5 feet by 2.5 feet for 15mm armies.  
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This player is using sabots for his units. Base sizes donõt matter 
because the table is gridded.  
 

 
Some very keen Anglo Danes.  
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Weakened Macedonians in the foreground  
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Each army has 5 battl e tactics (different for each army) that 
they can use during the game. Each battle tactic only lasts for 
the current turn.  
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Games last about 2 hours.   
 
Players all seem to have scribbled on their faces?  
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A game ready to start. A compete army can be seen in the 
foreground  

 
Germans defending against an attacking Greek hoplite army. 
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Unis have an initial  strength of 6. We usually use 3 bases and 
die by the half base. Players could use 6 bases and die by the 
base.  












