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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  
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martinraegoddard@gmail.com 

There are no article "size" limitations. Each article will be credited by a first name only. 

No nicknames. 

Also no photos of faces, unless in the distance. 

 

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

¶ The Mill will change format issue by issue, due to evolution. 

¶ The Mill has no pretensions about challenging other magazines. 

¶ If you can help with articles and ideas, please do so. 

¶ Articles can be in non-English language too.  

¶ There are no regular articles with strange names. Thus, 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 
Bashing   by Brian   
I should say that is the first game of the current SB as Iôd played the original quite a few 

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 having 

painted up 15mm pirates and B&I forces last year I decided to replace them with 15mm 

(from the hard-working proletariat at PP of course). This was played solo; I donôt (yet) 

have a solo system for SB, I just picked a strategy for each side and then played the best 

I could for each side. 

This isnôt a battle report, instead Iôm going to provide an account of how the game 

worked out at each stage. 

First though, a word about squares.  Theyôre brilliant.  I was very impressed with the 

concept when I came across it in the first edition of SB and have used it in most of the 

rules Iôve written since.  No more fiddly measurement and disgruntlement over other 

players being ógenerousô measuring out wheeling units or calculating how far to move 

(so, its 5 inches to the wood where my unit will move at 2/3 speed for the other 7 

inchesé).  And units can be arranged in the square for the best visual impression 

without lots of fiddling about.  It surprises me that their use hasnôt been more widely 

adopted though the seemingly popular óTo the Strongestô ancient rules use them so 

perhaps squares will become better known.  I can see that some might not like them but 

providing suggestions for measuring seems the easiest way forward (move two 6ò 

squares becomes move 12ò), just as many rules make suggestions for using other figure 

scales. 

 

Army choice  
So, to start at the very beginning, the armies.  I chose the early RCW Red army as a 

challenging one with lots of raw units.  For a first solo game I used the 15mm figures 

from my imagi-nations Ruritanian Civil War forces (who fight to Bayonet & Ideology) 

to make an Archangel (interventionist) army.  Even with the minimums and maximums 

thereôs a lot of decision making and, of course, at this stage you donôt know whether 

youôll be attacking or defending (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.  I made 

use of the option to have a 3rd building piece for the Reds as they are, perhaps, likely to 

prefer an urban setting and a ócountryside óchoice for the Interventionists. 

Countdown to Battle  
I regard this as quite a tricky stage and was a shot in the dark for both sides..  I used the 

ódefaultô option for allocating the dice for the Interventionists and a more varied one for 
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the Reds.  However, I tried carrying over the success a couple of times for both 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 and thus the Reds attacking.  This 

was good from the interventionistsô point of view, particularly with all those buildings 

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 an attack to make with their ten reservist 

unitsé  Also unfortunate for the Reds was that ammunition shortage would prevent 

their artillery being used in the first turn.  A lot of difficult decisions right from the start 

and no doubt experience will help.  A very enjoyable stage of the game. 

 

Placement of Objectives  
The Reds had the event that changes the deployment total for the objectives so I 

obviously increased the total to 14 and thus two the objectives were to be deployed in 

row three and two in row four.  Interestingly, this does mean that two objectives could 

not be held by the defenders at the start of game and the Reds would have an opportunity 

to grab them.   

 

Placement of Scenery  
It seemed reasonable for the Interventionists to try and deploy some scenery to provide a 

barrier and use the buildings to help make a defence line.  Definitely a óbest guessô at 

this stage.  The Reds rolled a 3 for scenery movement and I placed all three rolls to 

move a wood.  Amazingly there were two successes; the problem was where 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 was just enough space to 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 objective; this 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 other 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 base 

(another regular avoided two losses by being removed to the reinforcement area) ï the 

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 defender proved more difficult than expected.  One was obvious: 

the ruined manor.  One couldnôt be placed at the crossroads as there were no troops 

there.   In the end it was deployed on the right flank where it looked like the Reds would 

try and penetrate through the woods. 

 

High Command  
Fairly low actually, 2 for the Reds and 3 for the Interventionists.  It was a tough choice 

between ófightingô and óassetsô for the Reds; a die roll decided on assets.  The dice chose 

óassetsô over ómoraleô for the Interventionists. 

 

So far  
So weôre about to start the fighting and already thereôs been more decisions than Iôd 

make in the entire course of many games (WRG games back in the 70s and 80s come to 

mindé) 

 

The turns  
Not a blow by blow account, more my feelings about each segment of the turn 
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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 re-rolls)  By comparison the Reds managed to lay down a suppression barrage 

(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.   

The Reds would probably have been better off going for the ómoraleô high command 

roll.  By contrast the Interventionist only had one morale failure, after an assault on the 

óshelled woodô objective which was a spectacular rout and which looked like it might be 

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.  Movement is very quick and easy and Iôve always like the 

RFCM treatment of scenery by making it difficult to leave.  Several assaults didnôt get 

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  
Most assaults were successful which is how the rules are geared.  Those on the óshelled 

woodô objective led to possession going back and forth in a very dramatic way. 

 

Firing  
As per warfare at the time, artillery was more effective but very few casualties were 

caused firing.  With three infantry units firing from a square and needing a six the odds 

are against you and most saves are 4-6 with cover likely so thereôs a good chance of a 

save.  So easy to determine ranges when using squares! 
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Reinfor cements  
Both sides had few to bring on so I just went with the óbring one onô optionô.  The return 

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: 6,5,1,4,5 so the 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 little.  In a game with the option to call off the attack Iôd 

have done so for the Reds (but probably not in character 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 theyôd gained.  Working through the victory points gave the Interventionist 

defenders a 4 point lead and a draw which slightly surprised me given the Red casualties 

but the Reds had rolled well on the compensation for the óRecce in Forceô scenario and 

the two objectives they held.  Another sixteen points came from the difference in army 

status.  I think my estimate was more like the real result but then Iôve never been 

convinced about victory points and never use them in my own designs.  Either you can 

tell who has won or itôs a draw. 
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Overall  
I enjoyed pretty well every aspect.  The visual effect was good (he says immodestly) and 

there are plenty of challenges and decisions for the players.  Iôm looking forward to a re-

match and the game should be a bit easier now that Iôve had a bit of experience with the 

rules.  Iôm never going to be a fan of saving rolls and victory points though. 
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3. Fantasy birds     by Duncan     

 

 

 
 

 
 
 

There were also a few British Colonials 
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4. Weymouth Weekend 2019  
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 Saturday and 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 being taken out of guestsô 

use), we had a wonderful welcome and the food and accommodation were faultless. 

 

In the one room we had space for three 6ô x 4ô table, allowing 12 players to game 

comfortably at the same time ï one table here: 

 
 

 

 

 

 

 

 

 

 

 

And the other two here: 
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The concept is that one person is responsible for putting on each game: making sure they 

are fully conversant with the rules; providing all figures, scenery and gaming aids and 

acting as umpire / facilitator while itôs played. 

 

Friday night saw a number of games being played as those staying over congregated 

from various parts of the country ï and even from France. Some games were played just 

the once, and others (e.g. the almost-completed new version of the ñBlood Baronsò Wars 

of the Roses rules, and the ever-popular Pirates games) played repeatedly over the 3 

days. 

I wonôt try to give a blow-by-blow of any games, or even try to remember in 

which order they were played, but rather a photo report of the event. 

 

My Friday night game was modern(ish) Africa- ñAK47 Republicò (thanks to Miles 

for putting this on). Despite having oodles of figures and vehicles, and both the 

current and the previous set of rules, Iôd never actually played this before. 

 

While we got to roll some dice and kill some figures and vehicles, I think we were all 

much more familiar with the newer, and mostly grid based, RFCM games that often play 

rather faster. 

 

 

Hereôs a view of the centre of the action, with squads leapfrogging between cover to 

avoid the unfortunate consequences 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 proof-reading various iterations of this revamped rule set, and we were able 

to give its near-final version a good road test 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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A close-up of some rather nice PP figures, as an ñall or nothingò cavalry charge 

goes in: 

 

 
 

A slightly disordered but still strong Ward, with a successful fight already under its belt 

(those ñWinnerò markers) takes shelter behind some hedges: they will be difficult to 

dislodge: 
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Yet another game, illustrating nicely the 4 x 4 ñvirtual gridò that works so well 

in practice: 

 

 
 

 

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

itself to a block-like layout of the troops, reminiscent of contemporary 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 Mikeôs game of Long Tan showed how flexible many of the RFCM rules 

can be, as the Vietnam set was stretched beyond its usual confines to run a 

much larger battle: 
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The Australian ñWhite Starò force in the calm before the storm: 

 
 

APCs to the rescue! 
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Supported by the armour, the Aussies clean up: 
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On the Saturday evening, I had the pleasure of playing Stewart on his Pegasus Bridge 

game, using standard PBI world war 2 rules. 
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The British landed by glider: 

 
 

 

and rapidly captured one end of the bridge: 

 
 

 

 

 

 

 

 

 

 

 

  



The 15 Mill Edition 5  Page 21 
 

The bridge proved something of a bottleneck, but the Paras soon got across and dug in: 

 
 

 

to face the advancing Germans, by now alerted that something was afoot: 
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The first wave of infantry was swiftly dealt with, but then came some armouré 

 
 

Much fun was hard with the ñHoisted by my own Petardò gamete from Edition 2 (April 

2019) of The 15 Mill ezine: 

 
 

 

  



The 15 Mill Edition 5  Page 23 
 

I really enjoy the Pirates Land Raid game, of which a number were played over the 

weekend: 

 

 
 

Generally bloody, this fast-play game sometimes went in the Piratesô favour 
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And sometimes less so: 

 
 

 

Naturally, the Pirates naval game was also played ï here the navigational hazards are 

being set up prior to the arrival of the fleets: 

 
 

 

 

 

 

 

 

 

  






























































































































































