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1.Introduction by marn

Welcome to a magazine called "The 15 M{lThe Mill).

The magazine will be published quartefdytimes 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 produdtsted 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 foraoyd
gamers, who enjoy using 15mm figures et al and are happy to share their interest with
others.In fact the MIl would rather have articles based upon a normal table set up with
normal figures. Gamers trying to impress others with their "table sizgitrfind the

Mill not to their liking.

If any gamer has an article picturesthen please send them to
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martinraegoddard@gmail.com

There are narticle 'size' limitations.Each article will be credited by a first name only.
No nicknames.

Also no photos bfaces, unless in the distance.

)l
)l
)l

= =4 4 4 -4 4

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 oftaager 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 e twork 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 andeasplease do so.

Articles can be in noiEnglish language too.

There are noegular articles with strange namé&bus,a review will be called "a
review"

Hope you enjoy this magazine.
martin Goddard
March 2020
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2. A first game of Square
BaSh|ng by Brian

|l should say that is the first game of
years ago. My old Russian Civil War armies were 6mm but sadly loaned to a friend and
disappeared during a house move. Enthused by the various game days and havin
painted up 15mm pirates and B&l forces last year | decided to replace them with 15mm
(from thehardworkingpr ol et ari at at PP of course).
have a solo system for SB, | just picked a strategy for each side and thehtptapest

| could for each side.

This isnbét a battle report, instead | 0m
worked out at each stage.

First though, a word about sqguares. Th
concept when | came aceos in the first edition of SB and have used it in most of the
rules I 6ve written since. No more fidd

pl ayers being 6generousdé measuring out
(so, its 5 inches to &hwood where my unit will move at 2/3 speed for the other 7

i nchesé) . And units can be arranged i n
without | ots of fiddling about. |l t sur
adopted thoughthe seeming popul ar &é6To the Strongest
perhaps squares will become better known. | can see that some might not like them but
providing suggestions for measuring see
squar es become smanyowes makexsagyestions torsusing atser figure
scales.

Army choice

So, to start at the very beginning, the armies. | chose the early RCW Red army as a
challenging one with lots of raw units. For a first solo game | used the 15mm figures
from myimagi-nationsRuritanian Civil War forces (who fight to Bayonet & Ideology)

to make an Archangel (interventionist) army. Even with the minimums and maximums
thereds a | ot of decision making and, o
y o u 0| | king @ defendin@ (as it should be). You thus need to choose something
fairly balanced which is a plus point.

Scenery choice

Another interesting decision to make, again prior to deciding attacker / defender. | made
use of the option to have & Building piece for the Reds as they are, perhaps, likely to
prefer an urban setting and a ocountrys

Countdown to Battle
| regard this as quite a tricky stage and was a shot in the dark for both sides.. | used the
0defaulté option for allocating the dic

The 15 Mill Edition 5 Paget



the Reds. However, | tried carrying over the success a couple sffomeoth sides to

see how it worked out, thus adding 6 to the 2d6 roll for the event. The Reds managed to
roll rather high in these instances and piled up the attack points. The Reds ended up
with 23 attack points and the Interventionists with 19 &g the Reds attacking. This
was good from the interventionistso poi
the Reds had chosen and they would also have only 5 depletion rolls per unit. Not so
good from the point of view of the Reds with araekito make with their ten reservist

uni t sé Al so unfortunate for the Reds w
their artillery being used in the first turn. A lot of difficult decisions right from the start
and no doubt experience will help. A yemjoyable stage of the game.

Placement of Objectives

The Reds had the event that changes the deployment total for the objectives so |
obviously increased the total to 14 and thus two the objectives were to be deployed in
row three and two in row fournterestingly, this does mean that two objectives could

not be held by the defenders at the start of game and the Reds would have an opportunii
to grab them.

Placement of Scenery

It seemed reasonable for the Interventionists to try and deploy sonegysteprovide a
barrier and use the buildings to help m
this stage. The Reds rolled a 3 for scenery movement and | placed all three rolls to
move a wood. Amazingly there were two successes; the problswiveae to put it.

Attacker deployment

The Reds had started the game with 25 units and lost 1 in the events and another to the
reinforcement area. With 8 squares along the base line, each with an occupancy limit of
3 units, there wagistenough space take the remaining 23.

So, time for a plan for the Reds. This focused on attacking on their left flank to grab the
shelled wood and manor house and if successful to swing round to the crossroads. A
secondary attack was launched against the hill obgadtis would mainly be reservist

units so not a high chance of success but hopefully it would keep the Interventionists
engaged

Defender deployment
The Interventionist deployed on the two objectives in row 3 and set forces to try and
gain/contest the ber two. Numbers made the reserve somewhat smaller than desirable.
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Depletions

This proved to be a very mixed result. One professional and one regular each lost a bas
(another regular avoided two losses by being removed to the reinforcemeiittheea)
reservists dodged a single loss! Two artillery and one MG were damaged. So the
defenders took seven hits (avoiding two) out of five rolls per unit for 11 units and two
rolls for each of ten MG and artillery.

Hasty defences
Placing these for the daider proved more difficult than expected. One was obvious:
the ruined manor . One coul dndét be pl ac

there. In the end it was deployed on the right flank where it looked like the Reds would
try and penetrate tbugh the woods.

High Command

Fairly low actually, 2 for the Reds and 3 for the Interventionists. It was a tough choice
bet ween O0fightingd and 6bdassetsod for the
Oassetsd over OoOmmstal ed for the I nterven

So far

Sowedre about to start the fighting and
make in the entire course of many games (WRG games back in the 70s and 80s come tc
mi ndé)

The turns
Not a blow by blow account, more my feelings about each segmenttofihe
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Assets

My assessment is that the assets won the game for the Interventionists. They managed
to lay down one suppression barrage and two point barrages (all courtesy of the high
command reolls) By comparison the Reds managed to lay down a suppmndssirage

(with four of the five squares falling short due to their poor gunnery) and thus fairly
ineffective. The interventionist suppression barrage brought the early Red offensives to
a halt and the point barrages caused some major setbacks.

Morale

As anticipated those reservist units are fragile! The two Interventionist point barrages
caused several casualty markers and three barrage markers per square among lots of
reservists led to a lot of failures including three with 3 or more failures.

TheReds woul d probably have been better
roll. By contrast the Interventionist only had one morale failure, after an assault on the
0shell ed wooddé objective which was @ sp
a real breakthrough for the Reds but the Interventionist reserve filled the gap. Loud
applause for a set of rules where a reserve is worthwhile!

Movement

Ah, the joys of using squares. Mo v emen
RFCMtreda ment of scenery by making it diffi
anywhere because of multiple failures of troops to move. Again, a realistic problem for
armies with lots of reservists but one which also foiled two interventionist attacks.

Assaults
Mo st assaults were successful which 1 s
woodd objective |l ed to possession going
Firing

As per warfare at the time, artillery was more effective but very feuadizss were

caused firing. With three infantry units firing from a square and needing a six the odds
are against you and most savesate4wi t h cover | ikely so t|
save. So easy to determine ranges when using squares!
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Reinfor cements
Both sides had few to bring on so | jus
of the first two reservist units lost by the Reds was delayed by my forgetting that rule!

Countdown

The defender was pretty lucky with the rolls: 6,5,1gh5he game lasted 5 turns, a bit
shorter than one might expect, but the result was pretty clear by then and couple of
more turns would have added littl e. I n
have done so for the Reds (but probably nahiaracter for many a WWI general!).

The result

It was pretty clear that the Reds had shot their bolt and would need a bit of luck to hold
on to what theydd gained. Wor king thro
defenders a 4 point leaohd a draw which slightly surprised me given the Red casualties
but the Reds had rolled well on the com
the two objectives they held. Another sixteen points came from the difference in army
status. Ithinkm esti mate was more | i ke the real
convinced about victory points and never use them in my own designs. Either you can
tell who has won or i1tds a dr aw.
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Overall

| enjoyed pretty well every aspect. The visual effect was goedays immodestly) and
there are plenty of challenges and deci
match and the game should be a bit easi
rul es. | 6m never g oandwyctory pointsthough. f an of
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3. Fantasy bll’dS by Duncan

s\\fw%’i :

AT iy
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4. Weymouth Weekend2019

by Simon
For the past few years, Stewart has organised a weekend (Friday evening to Sunday
afternoon) of wargaming in Weymouth. This was my third year attending, but my
first staying overnight, which was a great improvement on driving there and back for
the Saturdgand only squeezing in 2 games.

The venue was again the George Hotel. This had undergone both a change of
management and a refurbishment since last year and, although we had less space
available for gaming than usual (due to one of the rooms bbemngk e n out of
use), we had a wonderful welcome and the food and accommodation were faultless.

Il n the one room we had space for three
comfortably at the same tinieone table here:

And the othetwo here:
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The concept is that one person is responsible for putting on each game: making sure the
are fully conversant with the rules; providing all figures, scenery and gaming aids and
acting as umpire [/ facilitator while it

Friday night aw a number of games being played as those staying over congregated
from various parts of the countiyand even from France. Some games were played just
the once, and others (e.g. thealmost mp |l et ed new version of
of the Roses Ilas, and the evagropular Pirates games) played repeatedly over the 3
days.
Il wonoét tr yby-blow ofgany\gamesaor evendrywto remember in
which order they were played, but rather a photo report of the event.

My Friday night game was modersif) Africe n AK47 Republ ico (tFh
for putting this on). Despite having oodles of figures and vehicles, and both the
current and the previous set of rul es,

While we got to roll some dice and kill some figarand vehicles, | think we were all
much more familiar with the newer, and mostly grid based, RFCM games that often play
rather faster.

Hereb6s a view of the centre of the act.i
avoid the unfortunateonsequences of being caught in the open:
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There was lots of interest in Bloody Barons. A number of us had been involved in
testing and proefeading various iterations of this revamped rule set, and we were able
to give its neafinal version a good rahtest over the 3 days.

A thoughtful Sean contemplates the remains of his army, while his opposition look
gleefully on:

A completely different layout in this next game, illustrating the simple (but not
simplistic) terrain layout:
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of

Acloseupofsome r at her n PP figures,
goes in:

A slightly disordered but still strong Ward, with a successful fight already under its belt
(those AWinnero markers) takes shelter
dislodge:
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Yet another g
in practice:

Next up, a Regiment of Foote English Civil War game, the gridded cloth lending

itself to a blocklike layout of the troops, reminiscent of cemtporary battlefield
illustrations:
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And some wily commanders carefully weighing up the likely outcomes of some
doubtlessly rash but flamboyant plan, while their opponents look confidently on:

Big Mi keds game of Long TieeRFGMrwWese d h
can be, as the Vietnam set was stretched beyond its usual confines to run a
much larger battle:
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PCs to the rescue!

3

oty B : -
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On the Saturday evening, | had the pleasure of playing Stewart on his Pegasus Bridge
game, using standard PBI world war 2 rules.

- (@
B s
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I

Paras soon got across and dug in:

Thebridge proved somet

e
oy T

hing of a bottleneck, but t

e
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Muchf un was hard with the AHoisted by my
2019) of The 15 Mill ezine:
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| really enjoy the Pirates Land Raid game, of which a number were played over the
weekend:

Generally bloody, ( | ti h e

.
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And sometimes less so:

Naturally, the Pirates naval game was also playeere the navigational hazards are
being set up prior to the arrival of the fleets:
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