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1.Introduction by marin

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

The magazine will be published quartefytimes a year)

The Mill is dedicated to matters relating to 15mm wargaming.

All scales and sizes of figures can be usegréat 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 albtnm 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 lotifesrs.

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 picturesthen please send them to
martinraegoddard@gmail.com

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

Also no photos of faces, unless in the distance.



1 The Mill does not publish for profit.

The Mill does not accept advertising.

1 The Mill can be dwnloaded free of charge from the PP website. Just search for "Peter
Pig".

1 The Mill advises readers to be very cautious of any trader that does not provide a prope!

geographical address (PO box is not acceptable) and telephone number. If these are no

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 challengingeothagazines.

If you can help with articles andeas please do so.

Articles can be in noitnglish language too.

There are no regular articles with strange narfiesgs,a review will be called "a
review"
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Hope you enjoy this magazine.
martin Goddard
March 2020



2.PBl Megagame u, simon

Crete1941 1+ Genesis of a PBlI f@AMegagameo

Background

In recent years, a number of meptayer games days have been held usirffhc2ditury

RFCM rules. Players are mostly drawn from Southern England, but we have also had
contingents from the Midlands and Northern France. Each event has focused on a single
offensive e.g. Cambrai (1917), Operation Market Garden (1944), Ardennes /0B é#ttke

Bulge (1944/45).

| 6ve found each event hugelbogfaampagdiebl| e, wi
action but without the preceding logistical encumbrance. Each event has given a clear focus
for people to look forward to, and build the neceg$arces and terraintypically with 6 or

more mont hsd war ni n genhelptulen emsariegrthatphe forees are e h ¢
readied on time, and projects seen through to completion rather than getting put on hold when
the latest shiny new thing swes out!

While each event is completed in the day, all or part of them can readily e iedeed,

part of the Ardennes game is being put on again at the 2020 Beachhead wargames show.

The Crete Game

| 6ve been wanting t o greaamefthe Gamakairkeotneforcea v a s i
(which was both their greatest triumph and the deadil kor mass German airborne actions)

for some time now. Having been a freeloading participant at previous events, | felt | should
take a lead on this one. This aeicliscusses some of the initial planning work, with more to
come in a future piece, follving the first playtest in September!

Guiding Principles
| started off by defining some Aguiding pt
getting eany buy-in / course correction from likely participants. My main criteria were as
follows:

1 Singleday event, to be played as close as possible to tieaBMiversary of the May 1941 invasion
No preevent campaigsstyle activities required
Consistent scenery and an attractive visual display
bl YSR dzyAG& yR O2YYIl yRS NEF NMNKISINSDG § ¢y 226% =S HI@K I RIRY Si 2
Standard PBI rules and mechanisms as far as possible (both to keep to the spirit of this PBI event and to avoid
unintended casequences of tampering with a weglfoven ruleset)
1 The only additional rules are to adjust to the spesifif the chosen scenario.
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These principles were debated over dinner one night at the 2019 Weymouth Wargames
Weekend, we agreed a first playtest tdb&l in September 2020 (both to give a realistic
nearterm focus and to offer an early opportunity to iout any issues), and we were off!

Things to Consider

There is a fairly standard set of factors to be considered when putting on such@ayetti
event, as follows:
1 Number of players: we can typically count on 6 to 10 players for a PBI event

1 Researcht very soon found out | needed rather more detail on the events on Crete than | had gathered to
date, so bought a number of books (Osprey, Beevat|dgmound Europe, etc.) and have since been trying to
reconcile the apparent differences between them!

1 Table layout: options included a series of discretpl@yer tables covering the whole front (Cambrai), one
huge table (Ardennes) and a number gbldyer tables covering key locations (Market Garden). The Crete
campaign consisted of a number of relativeigtihct and isolated actions, so lent itself to my preferred PBI
FT2NXYI G 2phRyectdbles-usingt clath plus superimposed terrain items
1 Sceaario(s): | selected a number of historical areas of operation, each presenting what | hoped would offer a
RAAGAYOUGA®S 221 +FtyR 3FLYS OKIffSyasSaz aolFftSR (2 T
9 Force scaling: | had anticipated scaling down the forces to fit the PBI garoeie: this led to a consistent
ratio of 1 PBI platoon representing a rdié& company of man acrosd #hree tables

1 Venue: previous venues have included a village hall and the depths Nothe Fort in Weymouth. Recent games
K @S 0SSy KSt $pacious fadlifies id BovlS (eatidg friendly owners and stafitencatering
with hot drinksa go gq free parking; a shop with lots of toys and accessories to buy; all withimoa2drive
for most participants) which was thus an obvious choice.

Briefings for Players

Following discussion of a-Bage list of initial thoughts at the Weymouth Wargames

Weekend, and a few posts on the RFCM Forum, 9 players rapidly signed up to participate.

I have since been clarifyiQrgdeprlsaon s itshsruoeudg t
concerned and on which | have received useful feedback.

The first of these outlinethe planned scenarios and forces involved in each, while Warning
Order 2 went into much more detail on terrain layout, forces required and whoovabray

what.

| will continue to refine these Warning Orders as | correct errors and work out furthés.detali



Next Steps

At the time of writing, 3 tables / scenarios have been designed, the broad forces decided, and
players aligned with both tables and the forces / terrain they will contribute. Further details to
be developedhclude:
1 more details on forceand commanders
9 fleshing out the scenery for each table, beyond the main elements
9 specific rules by scenario, for:
initial placing of forces on both sides
poorly maintained British tanks
t. L a!aaSdat¢
demolition charges set by the Allies to deter the Gerdn#otorised advance
the timing and location of reinforcements

O O O O ©



3. Gamette number 5

Field
Battery

1861-1865

An RFCM Gamette © 2020

12pdr Napoleon field gun in action.




Gettysburg

MHLIRNJ bl LI2f S2y 3dzy I f 2ugpart Rickettlchafgé

Gettysburg.

Barr el i's original, frame
Cars belong to generals Hood and Longstreet.
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1introduction - The gamette

N Ga met tdesmmed ta explore one aspect of warfare.

This gamette explorebé action of infantry or cavalry assaulting a field battery of
the ACW.

A gamette is designed to last just 20 minutes.ibis nt ended as a f
play for 4 gamers.

Thisparticul ar gamette is called AField Batt
It re-creates thaction of a field battery in the American civil war. The said FB is being
assaulted by an enemy formation from some distance (1000 yards).

Players should assume that FB63 representsi s | i ce o0 or Acorridoro
It is assumed there are more slice$he left and right of the players. This is not an isolated
60 yard wide corridor

An assault on afield battery is influenced by various factors.

These factors are:

use of coverTrees, dips and fences will give some amount of protection

additional trmps more men will lead to a better chance of surviving the gunnery
improved quality better troops are more willing to press on

cavalry can cover the distance much mqreckly

counter battery firewill help to suppress the battery

skirmishers will help supress the battery

good groundwill help the infantry move more quickly and is vital if cavalry are to charge.

Although these factors contribute to the game, ibismecessary to deploy more figures,
scenery, change of troop type, additional guitebi@s and terrain features. The effects of

these factors are within the modifiers for shooting et al.

The FB 63 gamette is a simple game that requires minimal resources.

In addition, FB marks the great courage and expertise of field gunners in the war.

Players might like to read the following accounts for an insight into the travails of these men.

1. Battle of Glendale 1862Conf eder at e Gener al Cegimeats M W
assault Lt AlansonsUdafflayndol 6s Battery E
2. Battle of Fredericksburg 1862Maj or Pel hamdéds confederate
assault troops of Burnsideds army of the
3. Battle of Brandy station 1863Ca pt ai n Ma&ork battery assadlted by
Confederate cavalry dJdVighiaBataboh. EI i j ah V Whi
4. Battle of Gettysburg 1863Pi c ket t 6s charge. Union batte
defence.

5. Battle of Gettysburg 1863Cemetery ridge. Capt John Bigel® " M&ssachusetts
battery in defence. Assaul s$2ZMistisgippi@s.nf eder ¢

F



2. Figures and equipment

Field Battery is intended for use with 15mm figures.
Both players need 8D6.

The table

The table should be 4 feet longda inches wide. This is because the gamette is based upon a
Astri po odltytharetare onany othemstrips & the left and right of the gamette.
There should be marking for the battery line and the assaulter start line 100cm apart. If

possiblemarking at 5cm or 2 inch increment would be very usefulAdon to a ladder.

Assaulter

The assaulting player needs a measure marked in centimetres.

Players without a cm measure might use a half inch per cm.

The assaulting players also needs alf@ses of infantry or cavalry as appropriate. 6 would be
ideal. Alternatively, a piece afard with the army flag on it would do just fine.

This can be enhanced with more figures and some scenery. That would be for
visual effect.

Field battery

The field bdtery player needs 1 gun with crew. This can be represented by a piece of card or
betterstill by a model.

He will also need 4 casualty markers. These might be men or horses (These are just casualty
markers with no differentiation between the two).

The gunand crew do not need to be separate.

If available, a limber model would enhance theuget



3. Game setup

reaches or overruns the field batt€iR

when the FB limbers up and leaves the tab

Game setup sequence

Order | Action Notes
Players agree which one is the assaulter a

- which one the field battery.

5 Players set up themodels 100cm apart.
Assaulter makes 5 requests to his divisiona

3 commander.

4 Assaulte has the first turn.

5 The game ends either when the assaulter

Caisson

Double
ammunition
chests and a
spare wheel in
case of a
puncture.




4. Assaulter forces

The assaulter isssumed to command a half brigade of troops.

This half brigade is represented by either a rectangle of card or 6 or so bases of miniatures. If
players have more bases, then that is fine too.

This force is to advance upon the gun positiod destroy or capre those guns.

The 7 requests to divisional command

The assaulter has 7 firequestso to enhance
These 7 requests take the form of gambles with 2D6.

Multiple chances may be put against the same request.

If the 2D6 roll is secessful, th@ssadter_has that enhancement.

An enhancement cannot be double or had twice.

It is intended that the assaulter only gains 2 enhancements. In case all his dreams

do not come true.

ORequestdé choices for assaul

Request Chance(2D6) | Narrative
(Enhancemant)
A | Formup and use| 8,9,10,11,12 | Initial stages of the assault are
the trees covered by trees.
B | Add another 8,9,10,11,12 | Another regiment has been adde
regiment. to increase the power of the
assault.
C | Use the veterans| 10,1112 Theassault has been bolstered b
some very experienced troops.
D | Cavalry sir 1011,12 Cavalry are available for the

assault. Cavalry may only be use
if there is good clear ground.
Without this the cavalry will not

assault.

E | Counter battery |10,11,12 Batteries have been allocated to
fire in support of support the assault.
the assault

F | Snipers and 8,9,10,11,12 | The target will be harried by
skirmishers on sharpshooters and a skirmish
the flank manoeuvre.

G | Goodclear 8,9,10,11,12 | Better for ifantry assaults. Anust

ground for cavalry assaults.




e.g. The assaulter puts 4 requests for B, 1 request for E and two requests for F.
He first rolls 2D6 for B. He scores 10 so he now has that enhancement. The
second , third and fourth requeshis neededrad thus is wasted.

Next, he rolls 2D6 for his request for E. He rolls 7; the request is unsuccessful.
Thirdly he rolls for request F. He rolls 5. The request is unsuccessful. He then

uses a

failed.

In summary the assaulter now has enhancement B which is another regiment of

infantry.

B

second

\

.

|
l‘»

request

T ML

a medhns thadques F a9

Confederate crew

Notice that red is
the artillery trim
colour.

t
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5. Ranges and distances
The ground between tlassaulter start position attte guns is 1000 yards.

On the table eachcm = 10yards. 1 inch =25 yards.
This gives a start distance of 100 cm or

6. Movement

The only movement in FB is carried out by the assaulte

Method

The assaulting play rolls a bunch of D6. Each 5,6 score allows the assaulter to move his
troops 5¢cm (2 inches) forward.

It is possible that a player might obtain no successes in a turn.

A player is also allowed to move less than he is entitled to.

This will usually be irorder to stayut of a newer and closgun range.

1 Assaulter (normal foot) rolls 5D6.
91 Cavalry double the number of D6 to 10D6.

Movement is at the rate ofscm (2 inches) per success.
This means that each success =5cm of forward movement for the assaulter
e.g 3 successes =15cm of movement

Y



Limbers at Bull run

Notice the colour

and the short pole
that keeps the limbe
level.

The ammunition bo
can bedismounted
from the limber
frame.

Guns in the distance




/. Shooting

The only shootingcarriedut i n AFi el d Battery Ai s by th

These rules assume the guns being used by the artillery are the very common 12pdr
ANapol eondo types.

Civil war artillery was expertly manned but could never be the equal of modern weaponry.
This having been saidrtdlery caused many many casualties oa battlefield and was prized

by generals for its effect and battle changing qualities.

The muzzle velocity of the 12pdr smoothbores meant that the rounds fired were directed on at
arc. Thus, the barrel was aimed (apbit) from horizontal. The round wasasirom the barrel

and intended to plunge downwards at the correct point. This judgement was performed with
instruments and experienced estimation, mainly the latter. Added to these variables are the
wear in gun baels, the lack of rifling in the 12pdr drwear.



Gun ranges

Ammunition
type

Range

Notes

Long range
(Spherical case)

100-61cm

This type of shot was not very accurate. It
consisted of a case with smaller balls inside.
The fuse should cause it to éogbe just in front
or overhead of the target. The balls containe(
within the shot would slash through the targe
bodies. Confederate$es were poorer than
Union ones, which often led to naletonation
or poorly timed detonation. This led to
Confederate ifantry units often insisting that n
artillery would shoot over their heads when
assaulting.

Medium range
(Solid shot)

60-31cm

Thiswas more accurate that spherical case.
Solid shot was intended to hit the ground in
front of the target and bounce thréwigausing
horrific maiming and smashing of bodies.

Short range
(Cannister)

30-0cm

A tin full of musket balls. Shot into tHaodies
of men at short range. Poor accuracy but a
devastating Ashot gu




Gun effect on assaulters
Roll D6 as a sing handful. No reoll.
Range D6 | Modifiers Double 6 Double 6
Due to By gun battery by assaulters
successful
assaulter
requests
Long 3D6 | -1D6 Cover Casualties cause | Gun commander
-1D6 Counter disorder. Redress | killed
battery fire lines.
Pause 1 turn.
Medium |5D6 |-1D6 Extra Leader killed. Limber horse killed
range regiment Pause 1 turn.
-1D6 Counter
battery fire
Short 8D6 | -1D6 Skirmishers | Front ranks carveq Crewman killed.
range -1D6 Veteran up. Officers need
assaulters to push men on.
Pause 1 turn.

Each score of 5,6 creates a casualty *on the assaulters

If the gun battery scores a double 6
This includes triple, quadruple quintuple 6 etc.
This problem will cause thassaulteto miss his next turn.

If te assaulkters score a double 6
This includes iple, quadruple quintuple 6 etc.
This problem will cause the gun to lose a horse/man/comendtieky all count the same).

*Casualties

Each casualty inflicted is recorded by the FB player, as it gives him one more victory point.
No actual casualties apgaced. This is because the assaulters will continue to the FB
whatever happens in termsa#sualties.



8.Limbering up
Each field gun had an attendant caisson. A caisson would be another limber towing an

ammunition limber instead of a field gun. Eantythe war 6 horse teams were used. Later in
the war many Confederate teams were reducedtrses.

Once a gun is limbered up it is assumed to have withdrawn successfully from the game.

Limbering D6 must be rolledefore firing D6. This might result in gun limbering up before
a player wishes but that is accepted.

At this point the game ends.

Method

The field gun player may use uptteo of his firing D6 each turn to be used for packing up
and preparing to limber up the gun and leave.

Each score of 5,6 raans that progress has been made.
No rerolls.

When the progress3 the gun has limberedpuand withdrawn.

The progress total needed igicreasedby 1 each time a crew man or limber horse is lost.

Up to a maximum of©

9. Turn sequence

FB uses an alteate turn sequence. This means that a player has his complete turn, then his
opponent has his own complete turn.

Turn sequence

The turns are repeated until the assaulter reaches (moves on top of) tf
battery or the field batteryrhbers up and le@s.

1 | Assaulter rolls for movement

2 | Field battery shoots




10. End game and Victory points

The game ends when the assaulters reach the gun battery or move over it.
There is no way to stop the assaulters, they will always itbadbattery.

Field batery pitches players against each other.

Victory points are awarded for achieving the relevant criteria to an assault upon a field
battery.

Each player should intend to achieve a higher number of victory points.

Victory points

AnyD6rollsmaybergoll ed at the cl ai mi
Field battery

Gun withdrawn 3D6 E=12
Each casualty caused 1 E=16
Assaulter

Assaulter success 6D6 E=22
Each gun casualty +2

Using cavalry -4

Using veterans -2

Using extraregiment -2

Using skirmishers -2

Using cover -2




Game setup sequence

1| Players agree which one is the assaulter and which one the field battery. 29
2 | Players set up their models 100cm apart.
3 | Assaulter makes 5 requests to his divisional commander. 28
4 | Assaulter has the first turn. 27
5 | The game ends either when the assaulter reaches or overruns the field battery OR 26
when the FB limbers up and leaves the table.
25
“Request” by assaulter (x7) | | Victory points 24
Request How Chance Field battery 23
2?“" L Gun withdrawn 3D6
Each casualty caused |[+1 22
Form up and use 8,9,10,11,12 Assaulter 21
Assaulter success 6D6 20
Add another 8,9,10,11,12 Ecah gun crew killed 2
: 3 19
Use the veterans 10,11,12 Us!ng cavalry 2
- Using veterans -2 18
Cavalry sir 10,11,12 - -
Using extra regiment | -2
Counter battery 10,11,12 = — 17
T Using skirmishers -2
fire in support of 16
Using cover -2
Snipers and 8,9,10,11,12 15
skirmishers on »
Field Battery| | *
Good clear 8,9,10,11,12 13
[
= 673 12
Limbering up 11
Use up to 2D6 diverted from firing per turn 10
Need 3 successes initially! Movement 9
Successes increase by 1 per FB casualty. 8
: : = Roll 5D6
Limbering activity 7
eeded i 2 1z 1z 1 Te Each 5,6= 5cm (2 inch) move -
Achieved|1 |2 3 la |s e Cavalry double the number of D6 to 10D6. 5
4
Gun effect on assaulters 5,6= kill 3
Range | D6 | Modifiers gﬁpg o6 | GUN ASSAULTER 5
deductions | Double 6 | Double 6
1
Long -1D6 Cover Re-dress lines. Gun commander o 5 0O
(61-100) 3 -1D6 Counter battery fire Pause 1 turn. killed § g g
Medium -1D6 Extra regiment Leader killed. Limber horse killed 3 g =
(31-60) -1D6 Counter battery fire Pause 1 turn. =0 3
-
Short -1D6 Skirmishers Front ranks Crewman killed.
(0-30) 8 -1D6 Veteran assaulters carved up.




Pictures of Stewartodos set |
Here are some pictures of a fI

Notice that the chargers and gung
are represented
base.

LEFT

A top down picture.
Each making is 50 yards.

The width of the strip matters not,
The length does.




PAINTING
TUTORIAL by Ryan

was asked someone on The Wargamer 6s Forum
http /lwargamersquild. Com/mdex php?sid=5f0ff5dce67c¢13dd2935a6452e446QGTompile a tutorial of my painting
techniques for military vehicles. | 6ve al ways been happy

and finishing 15mm tanks. Isay tanks because the subjects of this tutorial are both tanks, but | apply the same methods
to soft skin vehicles, artillery and light armoured vehicles. | am now working exclusively in 15mm, however, | used
similar methods painting in 1/72 scale. Therare some slight differences when it comes to oils, weathering and

modulation, but otherwise thes a me . For this tutorial, I owi || be painting
Valentine Tank, having 3 different turrets, in Soviet markings aswellasbr mandy Mi ni aturesd6 15mm
Jagdpanzer IV kit, making it generic to fight in NWE, Ostfrontor MT O. Herebs the links to b
perspective manufacturers:

PSC 15mm Valentine:

http://theplasticsoldiercompany.co.uk/index.php?main_page=pradim&cPath=1 37 39 55&products_id=1879
Normandy Miniatures 15mm Jagdpanzer htp://www.nomandyminiatures.com/language/en/produit/jagdpanzer

tank/Both kits allow you to build 3 different versions of the vehicles and come with 5 tanks.

For any paintig job, first you need to start with a good state of mind. You should be excited to pains@ndivhat your efforts will
produce. However, you should not be too heavy with edeaghct ati on.
yourself when you begin that you wiphdojféeant sthhatFowagyr&@tr st dr wiarsg s
Not finishing is the worst! The only way to grow in your craft is to finish and to try different mefiidds. s wondét happen i f
mi shaps as a fail ur e, pohgdingpobe geifent,dt ndver is. Adeash nokeirctiie mansent.dlbe. strahge thiag is,

and some of you may have experienced this, is when you put somethimfoasidvhile and come back to it, all of the sudden it looks
awesome again aewhyyooweresadisttessedialnoat @ that you stopped.

So, have fun and make the pact with yourself to finish. Gather
as much reference about a painting subject as you can. | really
enjoy this aspect of painting and modeling. Have a plan of what
you will use for colours and what elements you want to stand
out. With 15mm, my primary goal is to attain more contrast,

this will make your tiny vehlcles reall um visual/l I'tds a
good idea to have a variety of stowage items to personalize each ﬁi
vehicle. Britsh, Commonwealth, American and German tank '....

are especia}l good candidates for stowage. Look at photos to'...'
realistically place your stowage items. Even the odd piece or’

Soviet tank will help it attain a personality and add interestin -
visual elements togur paint job. | buy my stowage because |?
faster, but ge green stuff if you prefer. | use green stuff for
some things, like sandbags. Here is a list of suppliers offerin
nice stowage items:

https://www.skytrex.com/68ehicle

stowage

https://thesceneuk.com/product
category/unpaintegroducts/15mraccessories.
https://sandsmodels.com/product/15raesorteestowagepk-
of-30/

https://www.debrisofwar.com/store/p170/15mm_Stowage. |
http://theplasticsoldiercompany.co.uk/index.php?mein
page=product_info&cRh=1_22 24 50&products_id=1024

models with warm water, dish detergent and a soft toothbrush.
So, |l etbés begin painting. Th
construted and ready to paint, is to clean the model. This goé
for plastic, resin and metal kits. All molds require a release
agent to help separate the casted parts from the mold and th
forms a film on the parts. That coupled with the dust from
fiing,scrapng or sanding and oneb
prettygrimy surface. Your paint job will be more durable and

Clean your




look much sharper if you give your model a wash with a bit of

dish soap in warm water. Use and old soft toothbrush, giving it

alightscrub.One cl ean and the model dries, youo6ll see a big
differencein the crispness of the details. The next step, if you
are painting a resin or metal kit, is to prime. With plastic kits, |
dondt bother. | use Tamiya pain
toformavey strong bond with plasti
with paint chipping or scraping off. With metal or resin, | use

Krylon primers. Depending on the paint job, | will choose

between Black, White, Grey or Red Oxide primer. Black primer
allows you to haveleeper shaded areas with careful

airbrushing. White wilimake your colours very vibrant, which

is often favorable in 15mm scale. Grey will help colour look

worn, faded, like in the desert. | use Red primer for late war

German tanks where there is Red Rimsed in the camouflage
pattern, or vehicles where tirgerior is visible and just left in

Red Oxide primer. When using spray cans, | recommend
holding the model 120 away and spraying thin coats. You want
to preserve your details.

Once dry, you will notice how sharp your painting surface looks!

[ 6 +dO0xZFn**2
VEHICLE
PAINTING
TUTORIAL

Next step is our base coat. In 15mm, | really wantto &
have maxi mum contrast,
busy that we start to loose clarity. | employ two il
differentmethods for 1 colour camouflage schemes

multi-colour camouflage schemes. This is wiam
doing 2 tanks for this tutorial. The Soviet tank is one S -
colour and the German tank destroyer is two colours > = A

We 61 | st ar-tolowwkittHaving researas n
the variants of Valentine tanks sent to the USSR
between late 1941 and 1944 and thiews used by the
British in that time frame, | concluded that the majorit
of these tanks sent to Russia were finished in SCC N
2 Brown. This, despite that fact tithe majority of
illustrations in most books on the subject depict them
being GreenOnly earlier Valentine tanks would have
been finished in Khaki Green No. 3. So many might =
yell, BOOOOO, but I thi
excited to do a Brown leridase tank. It will add a o
variation in my otherwise Green Soviet Army. To make
one colow camouflage less omimensional, | use the modulation method. This is a way of laying on highlights,
lightened shades of the original colour, to add depth and warG@IC No.2 was mixed with Tamiya colours and
applied with an airbrush.

| am not super i k y
it Her ebs

ul ati on, I take a few minutes to
theoright ideahitps Wvaww youtdbe. Loamtwatah tv=jscEhdngilMv ey o




5 parts 4 parts 1 part

Xk

For the first layer of highlights, | use Tamiya XBDeck
Tan to lighten my original SCC No. 2 colour. | am not
very exact about this step, the goal is to have a subtle
highlight on upper surfzes. | omitted highlights from
the engine deck as it is verydyuwith details. | will

make this area jump out with dry brushing and washes
think a modulation highlight here would likely not sho
up in the end. Use a little more thinner in the paint
mixture and use a finer setting on your airbrush. There
are othehighlighting methods with the airbrush, like
panel lighting, which work well also. Which ever you _
choose will serve to add vibrancy to your base colour. g
Even when its very subtle and barelyineable a little
15mm model will take on a bit of a glow. | eft get

comments on forums that :
Even a colour as bland as SCC No. 2, which looks like

puppy crap!



Now I add white to my highlight colour. It can be quite light
and thinned down. Here we’re just hitting the top edges of

our highlights. Don’t overdo it! As mentioned, the engine deck
or front plate with all the splash guards didn’t receive any
modulation. I leave these areas a little bare because I am an
old-school 80°s guy that still likes to go dry brush crazy. It will
really highlight these busy areas, and beef up the contrast,
which is what [ want. Throwing in some stark modulation will
just muddy it up.

In the end, you won’t say, “Wow, look at that great modulation
job!!” Instead you will see a vibrant vehicle (even though it’s
painted in drab colours) that’s bursting with detail. This is
what I’'m aiming for. We’re going to pimp up our little tanks
and make them present like larger scale tanks.

After your brightest highlight, use a fine brush and a light
mixture of SCC No.2 and Deck Tan to paint in raised areas
like periscopes, fume extractors, fuel caps, etc. Some people
paint in the rivets, too, but I just drybrush them at a later time.
Tamiya paints aren’t the best for brush painting, but these
small areas are fine. Later, when we’re doing tracks, tools,
stowage and those types of external bits, we’ll use acrylics
like Valejo. They paint on nicely with a brush and have a great
finish. Tamiya paints designed for airbrushing and dry with a
nice, tough surface. Especially if one uses the Tamiya thinners.

Here’s a closeup of the areas I chose to paint with a brush. And
here’s a good example of something I’d do differently looking back

or ammunition loading/discarding hatch, I think I should not have
painted in. Why? The part is not very detailed. I know I called for
lots of contrast and clarity, but now I am going to be a pain and
retract that statement a little. The exception to this rule is when
dealing with crappy detail. We don’t want to draw attention to

the lack of nice relief in an area. A wash and light drybrush would
define the shape nicely, but this bright highlight will draw the eye
to it and make one say “Boy, that hatch looks like crap!” OK, maybe
not that extreme, but you get what I am saying. Critique your

own work, paint strategically. My next Valentine will have a less
highlighted ammo hatch, or whatever that sucker is.



Let’s move to the Normandy Miniatures Jagdpanzer [V. I built
the kit up as a L/48 version with the muzzle brake. These
were often removed to prevent the huge dust cloud it created
being so low to the ground. I decided to leave it on because

it looks cool! The Jagdpanzer [V’s appeared in 1944 so I used
the lighter 1944 variation of Dunkelgelb. My mix is below. I
use a lot of Dunkelgelb, so I just go a bottle of Tamiya Flesh,
Deck Tan and Dark Yellow and mixed all the contents into one
bottle as the mix is 1:1:1. I airbrush the tank straight up with
no modulation as I am doing a pretty busy camo pattern. A
really bold camouflage pattern could look good with a bit of
modulation, but smaller, wilder patterns just start to lose their
impact in this scale. This, of course, is just my opinion, do what
feels right for you!

1 part 1 part 1 part

2, 2,
G i

Tused this Panzer Lehr Jagdpanzer IV for inspiration. [ mark
up my late war German tanks in a generic sort of way so
they can fight on multiple fronts. I use references as a

guide, but change it up a bit to make them anonymous.
Germans were issued Green and Brown paint to apply in

the field , so the variations possible are almost infinite. [

like how these guys outlined the cloud shapes, but rather
than filling in the clouds they filled in the negative space.
I'made my clouds a bit bigger so the pattern is something
between clouds and wavy web-like lines.

To get my cloud shapes, I just bunch together balls of sticky
tack. Keep the shapes nice and pillowy, this will give you a
nice feathered edge to your camouflage. One has to be careful
handling the model. As it gets covered in blue-tac, be sure
that you don’t squish your shapes. It’s surprisingly delicate
work, but well worth taking the time. I’ve taped off the

tracks and other areas I want to keep free of the Green paint.

[ left the barrel bare to free-hand. I think for my next two
Jadgpanzer [V L/48’s, I’'m going to mask up the barrels as well,
[ wasn’t 100% satisfied with how the barrel turned out. This
is another reason I don’t do big batches of tanks at a time.

I keep improving as I go. I may put the base colours on 3-5
vehicles per side at a time, but the finer details or camouflage,
I’ll tackle one tank at a time. This may not be practical if

you need to field huge armies, but ['m playing company and
platoon sized games at 1:1 scale. Fielding 10-20 tanks is just

not realistic, so it works for me. Let your base coat dry at least 24 hours before masking with sticky tack.
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The green is sprayed on in loose haphazard coats to emulate

a panzer crew member spraying it on by hand. Being fast and
sloppy here is actually good to this end! Some sources say to
let the paint dry overnight before removing the blue-tac. This
source says “Hell with that!”. I’'m too chuffed to wait and I peel
those blue tacky balls off as soon as the paint dries. So far, I’ve
had no issues with this sabotaging my paint job. I understand
the concept of letting the base coat dry for 24 hours, so it
doesn’t peel away with your masking material, but the green
paint is in contact with nothing, really. Peel away and smile.
If some of the sticky tack is left on the vehicle, make a little
sausage of the same material and use it to dab off the bits
remaining on the model.
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Et viola! Very sexy. .. OK, maybe not, but still pretty exciting.
The pattern turned out as I expected and now [ am ready to
move on to the next steps of finishing.

Random, pointless illustration number 1.




70.872

Vallejo Chocolate Brown

70.862
Black Grey

Painting the details, I begin with the tracks. As previously
mentioned, I use Vallejo paints for brush work. They cover
beautifully and dry very nicely. For larger jobs I use acrylic
extender to keep the paint’s viscosity nice for the duration

of the job. Vallejo makes extender, but I use a big bottle of
Golden Retarder. It’s a much cheaper alternative. I make a 1:1
mix of Chocolate Brown and Black Grey for metal tracks and I
used it for the base colour of the exhaust.

My most used brush sizes for 15mm vehicles and figures are 0,
00,and 000. I rarely use a 1 or above.
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‘Retarder

237 ml for $11.99 Canac Bnatdive o s
Dollars or 17ml of Valej 4
Retarder for $3.95.

70.862

Vallejo Black Grey

MlﬂeinUsSA
8. oz./237ml

Tires, radio antennas, and the metal parts of tools are painted in Black Grey.
Some care should be taken with the tires, but the weathering with often
hide any brush mishaps.




70.887

Vallej 0 Brown Violet

Often for bedrolls, tarps, packs and boxes that I throw on my
tanks, I try to find a reasonable colour that will both stand out
and compliment the colors in the camouflage. For the solitary
piece of stowage on this Russian vehicle, I chose Brown Violet
as the base colour.

70.981

Vall ej 0 Orange Brown

70.875
Beige Brown

For wooden parts I usually use Beige Brown, but I felt that it was
too close to my SCC No.2. I decided to mix in some Orange Brown
to paint the jack block and spade handle.

70.846

Vall ej 0 Mahogany Brown

[used Mahogany Brown for the leather-covered pads on the
inner side of the hatch. All kinds brown for this tank.







