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South Bay Gaming Club 

https://sbgc.groups.io/g/club 

sbgcezine@gmail.com 

The South Bay Gaming Club is a 

loose association of friends, 

acquaintances and guests playing 

miniature wargames in the 

southern San Francisco Bay area. 

Members are military history buffs 

and generally play historical 

miniatures with figures, although 

all genres of games, including 

science fiction, fantasy, and board 

games are played.  Land, naval and 

sea war games are played. 

Copyright Policy 

Please note that the SBGC considers 

that copyrights to all material 

(written, graphic, digital physical, 

etc.) included in the eMagazine are 

retained by the author or artist.  

The SBGC reserves the right to 

reproduce any material submitted 

and included in the eMagazine.  

SBGC will honor any deviance from 

this policy upon request from the 

author or artist. 

Material submitted to other 

publications that are copyrighted 

cannot be printed in the SBGC 

eMagazine even if the author or 

artist has a copyright, as the other 

publisher likely has a shared 

copyright and SBGC requires a 

release from that publisher so as 

not to infringe on the previous 

copyright. 

SBGC implicitly releases all authors 

and artists in the regard to 

copyrights. 

Contact Us 

sbgcezine@gmail.com 

https://sbgc.groups.io/ 

Submission of articles, sketches, or other materials: 
 

 Documentation files are preferred in Text, Word or 
OpenOffice formats.  (E.g. .txt, .rtf, .doc, .odt) 

 Spreadsheets should be in Excel or OpenOffice formats (e.g. 
.xls, .ods) 

 Drawings should be in OpenOffice or scanned. 

 Photos are preferred as .tiff , .jpeg or .gif files, but .pdf files 
are acceptable.  Please submit photos as full size and 
separate from the text documentation. 

 Inside the document, please just reference a photo with 
something like [photo “Mounted.charge.tiff” goes here]. 

 Do not bother with formatting the text or adding banners, 
etc. Special fonts are likely to be removed.  The newsletter 
has a published format look and feel and submitting 
materials in their basic forms is easier to manipulate into the 
newsletter than undoing paragraph, column, font, etc. 
formatting and then changing it into the newsletter format. 

 
Articles, photos, drawings, etc. should be submitted to: 
sbgcezine@gmail.com 
 
Please adhere to these guidelines as much as possible.  Thanks.  
These formats may expand in the future. 
 

https://sbgc.groups.io/g/club
mailto:sbgcezine@gmail.com
https://sbgc.groups.io/
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Editorial 
This is the fourth issue of the SBGC Journal, a digital 

magazine with contributions from members of the 

South Bay Gaming Club (SBGC).  It has been challenging 

to maintain the social engagement of in-person game 

club meetings under both COVID lockdown conditions 

and the recent wildfires which brought evacuations and 

haze-filled days with unhealthy air.  Some of our 

members were forced to evacuate (safely), but faced 

the potential loss of homes and lifetime gaming 

collections, and the Church where we typically meet is 

an evacuation center, adding to the uncertainty.  

Despite these challenges the club was able to meet in 

August, so thanks to the members who organized 

events and attended. 

The SBGC club focuses on historical miniature gaming, 

rules and military history. There are occasional space, 

fantasy, zombie, etc. games and articles. 

The club officers, contributors to this Journal, and the 

editing and publishing staff are all volunteers. 

We accept short, long, or multi-submission articles (e.g. 

linked articles published in different editions) that 

include all aspects of our individual gaming worlds.  

Articles on war games predominates these pages, but 

terrain making, historical articles, scenarios, figure 

painting, painting techniques, uniforms, etc. are all 

welcome. 

We’ve been given the guidelines for holding meetings at 

the church, particularly as the county encounters 

behavior-based increases in Covid-19 cases.  We will 

keep you informed as we get updates by posting 

messages on the groups.io group. As we know the rules 

today:  

 The kitchen is not available, which means you 

cannot use the facilities for anything but 

washing your hands. 

 The restrooms, chairs and tables are available.  

If we use the tables or chairs, we are expected 

to disinfect them (provided by the church) 

before we return them. 

 Face coverings must be worn. 

 Materials (e.g. dice, measuring devices, etc.) 

should not be shared, so we are asking the Gas 

to post the dice and measuring device 

requirements for their games. 

 The meetings must be outdoors.  I have 

discussed this with the church and we can use 

the patio, courtyard, walkways, etc. 

 There will be no singing (yup, that's actually on 

the list) or shouting. 

 The #games hashtag for game submittals has 

been modified so you can reply and RSVP a slot.  

Games are limited by the size of the table and 

how many players there are.  GMs already post 

this on their game submittals, but it shows 

respect for the GM and other players by RSVP-

ing. 

 We can use the tables, chairs and bathrooms, 

but these all need to be cleaned with the spray 

disinfectant supplied by the church.  Players 

should assist doing this instead of leaving it to 

me and the GMs. 

 Please do not attend the meetings if you are 

sick or unwilling to follow the guidelines. 

 We will follow the church's guidelines, as they 

understand them.  We "rent" space from them 

and we have worked extremely well with them 

for over a decade. 

For questions or comments pertaining to this 

publication, contact the editor at: 

sbgcezine@gmail.com 

Regards, 

The Editor 
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SKY’S THE LIMIT! 
By Chuck Stern and Lawrence Gossman 

 

The unfriendly Skies over Albania, 1941 

 The last day of February 1941 saw Italian and British 

pilots embroiled in a sprawling dogfight over Albania. It 

involved Hurricanes and Gladiators from 33, 80, and 112 

squadrons tangling with G.50 Freccias and CR42 Falcos 

from 24 and 12 Gruppo attempting to defend SM.79 

Sparvieros from attack.  Historically the encounter 

resulted in the RAF claiming its highest single-day kill 

tally of the Greek campaign.  In our game's recreation 

the battle was fairly even for much of the game, but the 

British players' persistence in their attacks on the 

bombers eventually turned the tide, as they shot down 

three of the six SM.79s while only losing one fighter. 

 

The battle begins! 

 

 

Raid inbound – many planes! 
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Scramble all fighters! 

 

The furball begins
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What is Sky’s the Limit? 

Sky's the Limit! is a SBGC club-grown WWII tactical level 

air combat game that uses miniatures mounted on 

telescoping rods to simulate three dimensional flight. 

Although simple enough for players to learn the basic 

rules in one sitting, it has a level of simulation that 

reflects important differences in aircraft performance 

and  the way you conduct an attack. The design goal is 

to have an aircraft's capabilities dictate the tactics 

needed for its success in combat. As their experience 

with the game broadens, players will find that in order 

to be successful they will need to employ tactics similar 

to that of their real life counterparts. Air combat takes 

place in an extremely fluid battlefield, where careful 

analysis and the measured use of force necessarily give 

way to intuitive decision making and split second 

timing. Sky's the Limit! is an attempt to recreate that 

environment. 

 

 

 

 

APOCALYPSE ‘45 
Reviewed by Alan Sissenwein 

We seem to be living in a good time for documentaries 
about military history (and a bad one for nearly 
everything else, but that’s beside the point). In 2018, 
director Peter Jackson set a high standard with They 
Shall Not Grow Old, which, using colorized archival film 
and taped interviews with veterans, made World War I 
seem intimate. That same year, director Erik Nelson 
crafted an impressive documentary about the 8th Air 
Force in World War II, The Cold Blue, from film at the 
National Archives supplemented with interviews from 
still-living veterans. Both documentaries enjoyed 
limited theatrical screenings.  

Now Nelson is back with a documentary of wider scope, 
Apocalypse ’45, a fascinating and often poignant look at 
the end of the Pacific War. The film has been released 
for online viewing to coincide with the 75th anniversary 
of VJ Day and will later be shown on the Discovery 
Channel.  
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Nelson and his team of filmmakers have once again 
mined the National Archives to great effect. According 
to what I’ve read online, they accessed 700 reels of 
color footage, which have not been previously available 
for public viewing, for their film. The very fact the 
footage is in color –rather than colorized as Jackson’s 
film was – lend the documentary a feeling of 
authenticity. Some of the footage gives the feeling you 
are almost present at events as they unfold. For 
example, when we see footage of U.S. naval vessels 
bombarding Iwo Jima prior to the landings, we are 
viewing the sight from the same perspective and with 
the same clarity as the American sailors and marines 
aboard the invasion fleet. Other footage, such as 
kamikaze attacks off Okinawa or wounded marines 
being hoisted onto the U.S.S Vincennes as grim-faced 
sailors look on, is less intimate but still sobering.  

Most of the footage, as the documentary itself explains, 
was shot by filmmakers embedded with combat units. 
To complement these images, the documentarians 
interviewed 23 veterans and one Hiroshima survivor. 
Snippets from these interviews are played over the 

wartime footage, forming the film’s narrative. The 
memories of these men, most in their 90s now with 
some centenarians among them, remain vivid and their 
emotions often raw. One veteran, for example, recalled 
the lingering smell of corpses on Okinawa, commenting, 
“Just thinking about it, it will come back to you, 78 years 
later or whatever it is.” Another man seemed to be on 
the verge of tears when he lamented having to kill 
others, saying, “I’m going to be standing in front of God 
and have to answer for that.” 

The film’s greatest weakness, however, is that none of 
the veterans are identified until the credit sequence. 
This omission turns them into anonymous voices. It also 
leads to a particularly perplexing moment when one 
veteran comments about finding himself blindsided by 
having been awarded the Congressional Medal of Honor 
for his actions on Iwo Jima. The viewer is left wondering 
who this man is until nearly the end of the film, when 
the credits identify him as Hershel “Woody” Williams, 
who served with the 3rd Marine Division. Williams, who 
at 96 is now the last living marine Congressional Medal 
of Honor winner from World War II, tells more of his 
story in a 32-minute questions-and-answers session 
after the documentary is over, and it is well worth 
hearing.  

On the subjects of Hiroshima and Nagasaki, the 
documentarians wisely and refreshingly avoid 
editorializing. They let the veterans voice their own 
opinions. Postwar footage of the cities, taken by the 
U.S. Blast Commission, illustrates the devastation 
caused by the two atomic bombs. Shots of the burns 
suffered by Hiroshima residents are particularly 
horrifying. One marine defends the bombs’ use as an 
alternative to invading the Japanese home islands, 
commenting, “Had that [the dropping of the two 
bombs] not happened, I wouldn’t be talking to you 
now.” An airman, however condemns their use, 
believing it set a dangerous precedent. “It was the 
worst thing that ever happened,” he said. “It put us in  

the position that we dropped atomic bombs, so 
anybody else in the world can drop atomic bombs.” 

With its vivid footage, it’s a pity we won’t be able to see 
Apocalypse ’45 in a movie theater. Watching it on a big 
screen would have heightened the film’s effect, but it 
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remains a captivating experience on the small screen.  
Note: I watched this movie through the website of the 
Balboa Theatre in San Francisco at 
https://www.cinemasf.com/balboa 

 

 

AKAMAR HERALD FIRST ISSUE  
By Bill Butler 

The following is the first issue of the Akamar 

Herald.   The first part provides news of events during 

the campaign.   The last part lists the countries 

controlled, the amount of money left in each player's 

treasury, cards in each players hand and cards available 

to be chosen from the discard pile.   

THE AKAMAR HERALD 
 
GRAND CONFEDERATION CREATED    
The countries of Monokeros, Perseus, Kaelum, Eridanus, 
Syrma, Hydros, and Horologium have announced the 
formation of a confederacy.   A statement from the 
confederation’s spokesperson, K. Mackie, announced 
the formation of the confederation early this year.   “It 
is hoped that all other nations will respect the integrity 
of the confederation’s members.  Those who would 
seek to invade the territory of the confederation will be 
met with force.”         
 
MERCENARIES AVAILABLE FOR HIRE      

The mighty ships of Wu are available to assist any who 

seek to secure their merchant fleets from depredations 

of others.                                                                                    

                                                                                                           

 

 

 

Gamemaster’s Notes: 

The following is additional information that was not 

included in the Akamar Herald.  It is included here to 

provide additional information about the campaign 

rules and players’ decisions. 

Respectfully, 

William Butler 

PLAYER KEN  RON MIKE RAY HAL GARY DISCARD 

TREASURY  2 3 3 3 3 3  WU 

MELD MONOKEROS 6       

 PESEUS 2       

 HOROLOGIUM 8       

 HYDROS 6       

 SYRMA 6       

 ERIDANUS 8       

 PISCIS 2       

HAND 3 cards       

https://www.cinemasf.com/balboa
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Ken purchased an additional card for two talents in 

addition to the two free cards that he would normally 

receive from the deck.  After melding the above 

countries he discarded the privateers of Wu.  Ken had 

made a bold play for his first turn, taking control of 

seven countries.   Many of the cards he melded only 

had political control values.  He was gambling that the 

other players would not be able to meld enough cards 

to make a political coup of a country he controlled or a 

military conquest by melding a country with a card that 

had an army and conquering one of his from a 

neighboring country.   If he held onto all his countries 

he would have an income of 21 talents for the second 

campaign year /round of turns.   Players without a 

country would only receive two talents of income.   All 

the players started with 8 cards in their hand. 

 

Except for the two island nations all of Ken’s countries 

are connected.   This would allow armies from any of 

those countries to be moved from one end of his 

empire to the other, combine forces, and attack an 

adjacent country in one turn.  Ships would be needed to 

transport armies to attack or attack from an island 

nation.  

 

SOLO GAMING BOLT ACTION (AAR) - FORT 

CAPUZZO, 1940 

by Joseph Berry 
 

If a military strategist must consider worst case 
scenarios in order to negate underestimating one’s 
enemy, the tabletop gamer might find equal challenge, 
not in the opponent, but for lack of one. Even in 
“normal” times it is not always possible to gather 
players when there is time to play, and the (hopefully 
only ‘current’) social distancing restrictions don’t 
improve conditions much either.  

  
The down-time has enabled me to focus on a terrain 
project for Bolt Action. It features Fort Capuzzo in North 
Africa. While at first trying to stick to as much historical 
accuracy that I could based on blurry black and white 
photos and the accounts of the troops who soldiered 
there, I started shifting towards interpreting for 
playability and practicality. 
 

 
 
The entrance to Fort Capuzzo 
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Fort Capuzzo in 28mm before the game 
 
 
 As I was crafting the various features, I pondered how 
they might be indicate and modify game rules. The 
various wells for example, offer to negate the water 
issue rule for desert campaigns. I also sketched out 
some rules for observers in the third floor of the ‘tower 
keep’ (in the middle), line of sight and line of 
communication options. For example, there are various 
holes in the walls that players can use for line of sight, 
should they wish to play by the hard rules of ‘No out of 
date equipment.’ 
  
So, of course all of this led to a desire to play and test it 
out! Back to square one. Well, I just happened upon 
Sonic Sledgehammer’s  “System for Simple Solitary 
Strategic Simulation” (Downloaded here: 
https://www.patreon.com/posts/solo-wargamer-
37616119). I modified the Blind Deployment Table 

based on 2d6 instead of playing cards and had much 
fewer units available to keep it simple. The following is 
a brief report of the first solo Bolt Action campaign 
played (only using the center 2.5’ x 3.5’ section). 
 

 
  
I used all commonwealth units as that’s all I have. After 
placing my Mk VI, 5-man team and MMG units as 
defenders in the fort, I placed seven blinds indicating 
possible locations of the attacking opponents three 
actual units (to be determined) coming in from the 
southwest (obscured by the setting sun).  
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The Defender’s Set-up 
 

 
 
Units in position to face the Italian attack 
 

 
 
Potential Attacker’s positions 

I was able to spot the medium blind (indicated by a 
Marmon token) in which I rolled to discover an actual 
Marmon AC! Of course as soon as ‘my opponent’ got 
their first order die, it went to the Marmon, which 
quickly lit up my Mk VI. 
 

 
 
 I was able to rally, but my opponent brought in a heavy 
blind which ended up effecting a kill on the light tank 
even though the blind unit was never ‘discovered’ and 
remained a heavy blind until later. Later on, I discovered 
this heavy blind but mistakenly put in a 2-man AT team 
instead of a heavy unit, but that AT team did a lot of 
damage and put up a good fight against my MMG and 
5-man team. With my armor out, I pressed my troops 
towards the largest ‘group’ of blinds in order to reveal 
as many as possible.  
 

 
My final stand  
 
While the tide of battle did go back and forth a bit, it 
was apparent my opponent was able to maintain 
momentum, even though the difference in order dice 
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was never more than one (started with three each). 
There were two points where I thought I might be able 
to pick off the attacking blinds by observing as many as 
possible and hopefully rolling them as “nothing,” but I 
was probably too aggressive and should have keep a 
lower profile. As the shadows stretched longer, the 
skirmish quickly ended in my defeat. And yet a victory!  
 
 

 
 
The final positions 
 
This was actually a lot of fun and with a little more 
attention to unit selection, solo gaming might prove to 
be a decent developer of rules and terrain features as 
well as something to do when actual opponents aren’t 
available.  
  
I’m going to add a few more special rules for the 
defender, giving them the ability to measure first within 
certain locations as they would likely be familiar with a 
ten-year-old fort. Overall, I kept it simple and didn’t 
restrict vehicles and soldiers for sand and water, so I 
didn’t use the water wells or The Benzina for petrol. So 
much for the frontier skirmishes, time to plan for 
Operation Compass! 
  
 
 

HORSE AND MUSKET 

by Chris Salander (1999) 

Introduction to the Basic Game 

This basic game is designed to be easy to obtain, simple 

to play, and it provides an introduction to miniature 
wargaming of the 18th and 19th centuries. 

Even the simplest historical miniature wargame, De 
Bellis Antiquitatis, requires $15 for rules, $40 for metal 
figures, and some painting, or $160 - $200 for painted 
and mounted figures. You can buy those rules and 
figures at only a very few specialized stores.   

This game should not cost you more than $35.  You may 
already have its components, or you can find them in 
many local stores. 

 To play this game you need three things: 

1. a six-sided die  (four dice would be faster) 

2. an checkerboard (8x8 squares) 

3. plastic playing pieces from the board game RISK* 

 

* RISK is available from toy stores and game and  toy 
sections in other stores for $27 to $23.  It comes with 
360 plastic miniatures in six colors.  The pieces that 
come with RISK represent soldiers   from the wars of 
Napoleon and the War of 1812.   
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You   can also use Horse and Musket to refight the   
French and Indian War, the Revolutionary War, the   
Mexican American War, and the American Civil War   by 
purchasing boxes of plastic figures for those   armies 
from hobby stores. 

Set-up 

This game is for two players.  Place the checkerboard 
between the two players.  The row of squares closest to 
each player is his or her "baseline."  

 

 

Each player selects 4 cannon, 6 cavalry pieces, and 16 
infantry pieces and places them in his or her baseline 
squares.   

Note - you cannot put more than four pieces in one 
square. 

Each player takes a coin, a small stone, or other small 
object and places it in one baseline square.  That is the 
player's headquarters.  It cannot move during the game.  
You can have four pieces in the headquarters square. 

Each player rolls the die.  The player who rolls the 
higher number moves first.  Re-roll ties. 

Unit Capabilities 

You can use the playing pieces to move and attack. Each 
piece has different abilities.  All movement and  attack 
distances are given in squares.  All attack values  are the 
number of dice the piece can roll. 

 

Unit Movement 
(Distance in 
squares) 

Attack 
Range 
(Distance in 
squares) 

Number of 
Dice Rolled 

Infantry 1 2 1 

Cavalry 2 1 2 

Artillery* 1 4 1 

* Artillery cannot shoot on the same turn that it moves. 

Infantry 

 Infantry can attack squares from two squares 
away to represent their ability to shoot.   

 Infantry cannot move into a  left front or right 
front square.  They must move forward one 
square the first turn and sideways the second 
turn. 
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Cavalry 

 Cavalry move faster and attack with greater 
strength, but they must be next to their 
opponent to attack.   

 Cavalry cannot attack enemy-occupied squares 
to its left front or  left right.   

Artillery 

 Artillery cannot move into a  left front or right 
front square.  They must move forward one 
square the first turn and sideways the second 
turn. 

 Artillery can bombard enemy-occupied squares 
to four squares away.  The artillery must have a 
clear path to its target; it cannot shoot through 
friendly pieces and it must shoot at the closest 
enemy pieces. 

* Measurement - All measurement is done in straight 
lines,  front, back, left, right.  There is no diagonal 
measurement! 

  

 

Game set-up on a simple grid 

 

 

Turn Sequence and Moving 

Player A 

 Move any or all of the pieces in four squares. 

 Attack any enemy-occupied squares within 
range of your pieces. 

Player B 

 Move any or all of the pieces in four squares. 

 Attack any enemy-occupied squares within 
range of your pieces. 

Movement Phase 

 Each piece can only move once per turn. 

 When each player moves, you can only move pieces 
in four squares.   

 You can move all of the pieces in those squares, but 
you cannot move any other pieces.   

 You can decide which four squares full of pieces you 
will move.  

 You do not have to move all the pieces in a square.  

 You do not have to move four squares' full.   

 You can move fewer pieces.   

 You cannot move any of your pieces into a square 
with  enemy pieces already in it.  You must 
eliminate those  enemy pieces with attacks and 
move in on your next turn. 

 You cannot move pieces more than once per turn.   

 If you move a piece into a square, then move the 
pieces in that square, you must leave behind the 
piece you have already moved. 

 While you are moving pieces, you cannot have 
more than four pieces in one square at any time. 

[Advice: Move your pieces in front first.] 

When you have finished moving your pieces, perform 
your attacks.  Pieces that did not move can attack if 
there are any enemy-occupied squares within range.   
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Attacking 

 Each piece can attack only once per turn. 

 Each piece can attack one *square* within range. 

 Roll one die and look at the attack table.  
o  If the result is R, the defending player must 

retreat one piece in that square.   
o If the result is X, the defending player must 

remove one piece from that square and 
take if off the board. 

Retreating 

 When a piece must retreat, it must move back two 
squares.  

 If the piece is in the first (baseline) or second row, 
the piece is eliminated.   

 If the square that the piece must retreat into has 
four pieces already, the retreating piece is removed 
from the board.   

 If either square behind the retreating piece has 
enemy pieces in it, remove the retreating piece. 

Tip: Move your pieces forward quickly and fight in the  
middle of the board so that you don't lose pieces that  
retreat off the board. 

Attack Die Roll: 

 6 - X 

 5 - R 

 4, 3, 2, 1, - no effect 

 

If, at the end of all his attacks, a player has pieces next 
to his opponent's headquarters square, and that HQ 
square is empty, he can move pieces into it from 
adjacent squares. 

Winning 

A player wins when he occupies his opponent's 
headquarter's square with at least one *infantry* piece, 
and holds that square for one full turn.  The defending 
player gets one turn to counterattack and try and retake 
his headquarters square.  If he succeeds, the first player 
has not won and must try to capture the headquarters 
again. 

National Colors 

The RISK pieces are dressed like soldiers from the wars 
of Napoleon.  You can choose the color of the pieces 
you use to match a particular army. 

French: Blue    

British: Red 

Russian: Green 

Prussian: Black 

Austrian: Yellow 

Spanish: Yellow 

American: Blue 

Canadian: Red 

Italian: Green 

Turkish: Red 

 The Prussians wore a very dark blue uniform.  The 
Austrians wore white, but painted their artillery dark 
yellow and marked their uniforms with dark yellow and 
black.  The Spanish used many colors, but many cavalry 
regiments had yellow uniforms.  The Turks wore many 
colors, but the most common infantry colors were red 
and white. 
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---------------------------------------------------------------- 

INTRODUCTION TO THE ADVANCED GAME 

 These rules make the game more complicated, but if 
you have learned the basic game and are bored with it, 
these rules should make the game more interesting.  All 
players should agree on  which rules are being used. 

Points System 

  Infantry are worth two points.   

 Cavalry and artillery are worth four points.  

 Set a point limit (such as 70 or 80 points), 
and allow each player to buy any number of 
any type of piece until he or she uses up all 
his or her points.  Neither player can buy 
more than 32 pieces, since the baseline has 
only eight squares,  and you can only have 
four pieces in one square. 

 

Three or Four Players 

 Each player picks 8 infantry, 3 cavalry, 
and 2 artillery pieces.   

 Each player places his or her pieces and 
headquarters on just the center four 
squares of one side of the board.   

 Players can help each other, but you 
cannot put pieces from two different 
players in the same square.  

 Pieces that must retreat through 
squares full of "ally" pieces are not 
removed.    

 When a player's headquarters is taken 
and held by another player for one full 
turn, all of that player's pieces are 
removed from the board. 

 The last player left on the board wins 
the game. 

 

Terrain 

You can make squares of terrain from paper or felt, or 
draw a checkerboard with the terrain drawn on it.  The 
squares should be the same size as one square on the 
board. 

 Each player gets two woods, four hills, and one 
town. 

 Place one terrain piece on any square on your 
half of the board. 

 You cannot put two or more terrain pieces on 
the same square. 

You cannot place terrain on your baseline (first) row! 

 Towns/Forts - Cavalry and artillery cannot 
enter. Cavalry cannot  attack into towns or 
forts.  When you attack a town or fort square, 
"R" combat results count as No Effect. 

 Woods - Cavalry and artillery cannot enter.  
Cavalry cannot  attack into woods.  When you 
attack a woods square, "K" combat results 
count as "R" (retreat). 

 

 Hills - Attacks against hill squares are -1 to the 
die roll.   A result of 1 -1 is still 1.  Artillery on 
hills can fire *over* squares with friendly 
pieces. 

Artillery cannot attack a square if there is a town, hill, 
fort, or woods between the artillery and the target 
square, even if the artillery is on a hill. 

If, at the end of your turn, you have pieces next to a 
piece  of terrain, and there are no enemy pieces in that 
terrain, you may move pieces into that square. 

Light Pieces 

The dense European and American armies of the 18th 
and 19th centuries had trouble fighting in bad terrain.  
To solve this problem, they developed Light Infantry, 
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Cavalry, and Artillery. 

To indicate the light pieces, you will need some paint.  
Paint the plumes of the pieces green.  (On the green 
pieces, use yellow.) 

(Put the mark on the carriage of the artillery piece.) 

 Light Infantry move 2 squares and attack with 1 
die at a range of 2 squares. 

 Light Cavalry move 3 squares and attack with 1 
die at a range of 1 square. 

 Light Artillery move 2 squares and attack with 1 
die at a range of 3 squares. 

In the points system, Light pieces cost 4 points each. 

Units of different quality 

Some armies can have very good pieces called Guard 
and some armies can have poorly trained pieces called 
Militia.  All other pieces in the army are considered 
Regular. 

When half or more than half of the pieces in a square 
are Militia, add one to the die roll of any attack on that 
square.   

 When a Guard piece attacks, add one to its die 
roll. 

 A roll of a 6 +1 is always a 6. When terrain and 
quality rules call for +1 and -1 to the die roll, 
they cancel out. 

Points System 

When using the points system, the cost of the pieces is: 

Guard Cavalry  5 points 

Guard Infantry  3 points 

Guard Artillery  5 points 

Regular Cavalry  4 points 

Regular Infantry2 points 

Regular Artillery 2 points 

Militia Cavalry  3 points 

Militia Infantry 1 point 

Militia Artillery 3 points 

 

A typical army would cost 75 points.  Add one point to 
the cost of a piece if it is Light. 

To indicate that pieces are Militia or Guard quality, use 
pieces of a different color (but not a color used by your 
opponent!)  In the basic game, you might want to use 
these patterns: 

 Regular: Blue  Guard: Black  Militia: Gray 

 Regular: Green  Guard: Red    Militia: Yellow 

Cannister and Grapeshot 

Artillery fire became more powerful at closer ranges.  
When attacking at ranges of 1 or 2 squares, artillery 
pieces roll 2 dice.  If the target is in a woods or town, 
only roll 1 die.  Light Artillery roll 2 dice only when firing 
at a range of one square. 

 

Army Variations by Period 

The following sections describe how you can change the 
composition of the armies and change the rules to 
recreate the armies that fought at different times in 
American history.  If you are using the Advanced Rules, 
each section describes what terrain to use, and what 
were the different troop types in each army. 
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1. French and Indian War 

 Army Composition 
o British/American: 20 Inf.  0 Cav.  2 Art.  

4 Indians 
o French/Canadian:  16 Inf.  0 Cav.  2 Art.  

8 Indians 

 Terrain: both sides get 2 Forts, 2 Hills, 8 Woods 

 Troop Types: All artillery is Light. 

 British Inf. - 2 Light, 8 Militia, 10 Regular 

 French Inf. - 2 Light, 8 Militia, 6 Regular 

 Special Rule: Indians.  Indians move 2 and 
attack with 1 die at a range of 1 square.  They 
cost 2 points. 

 

2. American Revolutionary War 

 Army Composition 
o British/Tory/Hessian: 18 Inf.  2 Cav.  3 

Art.  2 Indians 
o American/French:      20 Inf.  2 Cav.  3 

Art. 

 Terrain: both sides get 1 Fort, 2 Hills, 4 Woods 

 Troop Types: All cavalry and artillery are Light. 

 British Inf. - 2 Light, 4 Militia, 12 Regular 

 American Inf. - 2 Light, 10 Militia, 8 Regular 

 

3. War of 1812 

 Army Composition 
o British/Canadian: 20 Inf.  2 Cav.  3 Art. 
o American:         20 Inf.  2 Cav.  3 Art. 

 Terrain: both sides get 1 Town, 2 Hills, 4 Woods 

 Troop Types: All Cavalry and Artillery are Light. 

 British Inf. - 6 Militia, 14 Regular 

 American Inf. - 10 Militia, 10 Regular 

 

4. Mexican-American War 

 Army Composition 
o U.S.:    14 Inf.  4 Cav.  4 Art. 
o Mexican: 16 Inf.  6 Cav.  3 Art. 

 Terrain: both sides get 2 Forts, 4 Hills, 4 Rough 
Terrain 

 Troop Types: 
o U.S. Artillery -    2 Light, 2 Regular   
o U.S. Cavalry -      all Light 
o U.S. Infantry -     10 Regular, 4 Militia 
o Mexican Artillery - 2 Light, 1 Militia 
o Mexican Cavalry -   3 Light, 3 Regular 
o Mexican Infantry -  10 Militia, 6 Regular 

 Special Rule: Rough Terrain.   
o Cavalry and Artillery cannot enter 

Rough Terrain.   
o Cavalry cannot attack into it.   
o Rough Terrain does not block artillery 

fire.   
o Attack results of "K" against Rough 

Terrain become "R". 

 Special Rule: Dragoons.  All of the U.S. cavalry 
are mounted riflemen who can dismount and 
fight like infantry.  At any time during the game, 
the U.S. player can move a cavalry piece, then 
replace it with an infantry piece.  That piece 
must remain as infantry for the rest of the 
game.  It can attack on the turn that it changes. 

5. American Civil War 

 Army Composition 
o Union:       18 Inf.  4 Cav.  5 Art. 
o Confederacy: 14 Inf.  6 Cav.  4 Art. 

 Terrain: both sides get 2 Forts, 2 Hills, 4 Woods 

 Troop Types: All troops on both sides are 
Regular. 

 Special Rule: The Confederacy can move 5 
squares offigures each turn. 

6. The Wars of Napoleon 

If you want your army to look and act like the real 
armies of the era of Napoleon, use these special rules 
and army lists.  Even though the United States was not 
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directly involved in Europe, many players like to 
recreate these armies because they have so many 
different nationalities and troop types to choose from. 

 British infantry: +1 on attacks one square away 

 Russians: R result - they retreat only one square 

 Number of squares of pieces that you can move 
each turn: 

 French: 6  British and Prussians: 5  All Others: 4 

 Unit Type  France Britain Russia Prussia Austria 
1 Canada  U.S. 2 Turk 

Unit FRA BRIT RUS PRU AUS 
Guard 
Cav 

1 1 1 0 0 

Guard 
Inf 

3 1 2 1 0 

Guard 
Art 

1 0 0 0 0 

Reg Cav 4 2 3 3 4 
Reg  Inf 12 18 15 12 12 

Reg  Art 3 3 5 3 3 

Miitia 
Cav 

0 0 0 2 0 

Militia 
Inf 

0 0 0 6 6 

Militia 
Art 

0 0 0 0 0 

Light 
Cav 

 3 2 3 2 2 

Light Inf 4 3 2 2 3 

Light 
Art 

1 1 1 1 1 

 

 

 

 

 

 

 

 

Unit CAN US TURK OTHER
1 

OTHER
2 

Guard 
Cav 

0 0 0 1 2 

Guard 
Inf 

0 0 0 1 0 

Guard 
Art 

0 0 0 0 0 

Reg Cav 2 0 0 2 2 

Reg  Inf 10 10 10 10 4 

Reg  Art 2 1 1 3 3 

Miitia 
Cav 

2 1 1 0 2 

Militia 
Inf 

12 18 18 10 9 

Militia 
Art 

2 1 1 0 3 

Light 
Cav 

2 1 1 3 4 

Light 
Inf 

0 0 0 2 3 

Light 
Art 

0 0 0 0 0 

 Others1 - Spain, Portugal, Naples, Dutch-Belgian 

 Others2 - Northern Italy, Bavaria, Saxony, 
Poland, Sweden 

 

A MEMORABLE WARGAME 
by Nick Stern 

I recently found a page of 30-year-old drawings I made 

after one of the first wargames I GM-ed. Back when the 

club was meeting at the Cupertino library, Brandon 

Chamberlain and I ran a Victorian colonial game with a 

twist.  

We set up a foam core mud brick fort and announced 

that it was going to be attacked by Afghan tribesmen 

who were spread out on a nearby table. We divided up 

the command inside the fort, half sepoys, and half 

British soldiers between the six or so players. As it was a 

skirmish game, we asked each player to name his 

soldiers. I provided lists of common Hindu, Muslim, and 
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Victorian English names. I remember Milton Soong gave 

his sepoys the names of engineers he was currently 

working with.  

When we were ready to start, we handed out slips of 

paper with different instructions to each player. The 

instructions said that the year was 1857 and that the 

Great Mutiny was taking place. Some players were told 

their units were mutineers and some were loyal, and 

they were told to keep their status secret. The British 

players were told that some of the native troops were 

mutineers, but not which ones. The result was splendid 

chaos!  

One British player was paralyzed into total inaction, 

hiding out in a barracks building; another British player 

fired on both friendly and mutineer native units, turning 

the loyal natives against him. We set up other surprises 

as well. A sergeant of artillery was placed in bed with an 

infantry officer’s wife when the mutiny broke out and 

he had to fight his way to his gun crew without being 

spotted by the cuckolded husband.  

A unit of mutineers broke into an officer’s quarters only 

to find his wife with a loaded double-barreled shotgun 

and ready to use it. A British sergeant major who was 

defending the garrison ammunition magazine against a 

mutineer assault decided to blow himself up along with 

half the fort. That ended the game! 

 

Defending the Lady Not His Wife 

 

 

Shotgun Surprise! 
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Blowing the Magazine 

 

I realize, in retrospect, that there is a definite element 

of cruelty in any surprise, be it in a game or a surprise 

party. It is not be treated lightly in a game, especially 

with strangers. But now, thirty years on, I think it might 

be time for me to run another game with a surprise 

twist. 

 
 
 
 
 
 
 
 
 
 
 
 

VISITING HISTORIC FORTS IN GEORGIA 
by Chris Salander 
 
On a road trip in Georgia I made a point to visit several 
historic forts from different eras. 
 
Savannah has three forts, one for each military era. 
 
First, there is Fort Pulaski, which is near the mouth of 
the Savannah River, in sight of the sea.  It has been 
mostly restored and has a gift shop and a restored 
example of each type of room.  It has examples of 
various ACW cannon.  It was attacked in 1862 and 
surrendered after two days.  Almost none of the mortar 
shells fired at it hit it, but the direct fire from rifled guns 
ripped the brickwork apart.  The Union held the fort to 
stop any blockade runners, but did not advance on the 
city.  
 

 
 
Fort Pulaski 
 
 
Then there is Fort Jackson, which is the War of 1812 era 
fort on the river halfway between the city and the sea.  
While Pulaski was a pentagon, this is a square.  Usually 
every Saturday ACW re-eactors set off cannon.  Almost 
the whole brick structure is restored. 
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Fort Jackson 
 
Finally, there is Fort McAllister.  It is right on the NE 
edge of the city, right next to the river.  It is the 
Revolutionary War era fort, mostly earthen works.  
Most of it is gone.   
 
Then, there is Fort King George, which was set up in 
southern Georgia, to mark the extent of British control 
and stop the Spanish.  (The Spanish considered Georgia 
theirs and had established 15 missions there with the 
Indians before the British moved in.)  There is a 
complete, new reproduction on the site, with a moat, a 
palisade, towers, cannons, and all the key buildings.  On 
July 4 they served watermelon and lemonade and fired 
off cannon and offered canoe tours of the river which 
the fort guarded.  The re-enactors sometimes stage 
fights with the "Spanish" re-enactors from St. Augustine 
Florida.  A recreated Spanish galleon had been visiting 
northern Florida just a few days before we arrived. 
You cannot drive straight from Savannah to Charleston.  
There are too many swamps and marshes.  You had to 
drive inland, to where the ground is hard and dry, drive 
to central SC, then drive out to the coast.  Boat is faster. 
 
 
 
 
 
 
 

HOMAGE TO IAN WEEKLEY OR “HOW I BUILT A 

JAPANESE SAMURAI CASTLE” 
by Stephen Freedman 

 

As I grew into the hobby as a young boy in London I 

started attending the multitude of Wargame shows that 

are monthly occurrences in the southern part of Britain.  

I also started avidly reading historical books from the 

local library and reading the amateur, but high quality, 

wargame magazines of the time.  Each month I would 

look out for certain types of games, new products and 

periods, but the ones that always I wanted to read first 

were those that described scenery building.  The 

premier builder of that era was Ian Weekley.  He was 

prolific and inspired a whole generation of terrain and 

building makers, including me.   A nice obituary can be 

found at  the link below: 

https://www.independent.co.uk/news/obituaries/ian-

weekley-6110286.html 

Although he is no longer with us, one of my premier ‘go 

to’ books is a compilation of his many articles and 

projects in a book, that is still available today.  

 

1. Ian Weekley – Buildings for the Military Modeller 

 

https://www.independent.co.uk/news/obituaries/ian-weekley-6110286.html
https://www.independent.co.uk/news/obituaries/ian-weekley-6110286.html
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I have always been interested in the Samurai era and 

love the esthetics of seeing hundreds of brightly 

covered figures about to engage in full armor with 

sashimono’s rising above the fray.  I started collecting 

28mm Japanese figures some time ago and so my 

challenge became to construct the terrain over which 

they could fight.  I had the pleasure of fighting a 

Japanese-Korean game with a number of my Japanese 

terrain boards last year with Bob Burke and others and 

it was a truly fun day.  But the scenario did not include 

the major focus of my collection, the Samurai castle.  

 

2. The Samurai Castle 

Ian’s book and one of his published articles described a 

very nice outline of a construction model for a Japanese 

castle and I used that in the planning process.  A lot of 

the building made use of basic building materials and 

some kits, with some railway construction materials, 

card, foam, styrene blocks and a tad of imagination.  My 

daughter also went on a trip to Japan and send me a 

number of pictures to help with my visualization. 

My desire was to expand Ian’s vision, build out all of the 

building interiors, introduce some character pieces and 

to add a large garrison set of buildings attached to the 

main keep. 

 

The base construction needed to light, cheap but 

strong.  I had very good experience with large blocks of 

foam that are used for flower arranging—Michaels has 

a large range.  

 

3. Floral craft foam Castle base - 1 

 

4. Floral craft foam Castle base - 2 
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It is easy to cut with an electric wire cutter and can be 

shaped to produce strange angles.  From the pictures 

you can see I used basswood strips to provide support 

for the sloping sides of the main keep walls.  I built the 

frame on top of poster board reinforced with half inch 

batons.  That ultimately was not strong enough to 

prevent warping so I had to add additional sheets of 

plywood.  The resulting base was strong enough to 

prevent warping, but was significantly heavier than I 

wanted. 

The next level of construction utilized strong artist card, 

foam board and multiple pieces of basswood to provide 

detail and building support.  This is illustrated in the 

main stairwell that leads to the main castle approach. 

 

5. The main stairwell takes shape 

The castle buildings were built up in the same way, but I 

also took advantage of some plastcraft Japanese wall 

sets and adapted them to fit my needs and size.  I added 

a stronger interior walk way and built out the roof, 

eventually covered with tile material.  The buildings are 

scratch built out of card and basswood, with removable 

roofs – but more on that later! 

 

6. Plastcraft & card castle buildings  

I wanted the distinctive stonework that is often seen in 

Japan to be apparent and so I used my ‘go to’ train 

hobby store in Concord (Just Trains).  They have an 

amazing collection of wood, roads, wall covering and 

every type of railway scenic material.  From figures 6 

and 7 you can see how I used two different types of 

scenic wall material to create the effect I was looking 

for, one for the walls, the other angled to cover the 

corners. 
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7. Adding texture to the base  

The painting and highlighting using different coloring for 

each stone really makes it look effective. 

I wanted to make a very distinctive main keep and so a I 

used a commercial Plastcraft kit and then completely 

modified the outside by using brass fencing, covering 

the roof with molded tiles, and building an additional 

base level out of card.  The idea was to have access to 

rooms at leach level and allow a varied skirmish 

environment. The overall keep is shown in figure 8, 

after the main keep was undercoated in white. 

 

8. Priming the castle 

The interest in the project was to try and take existing 

basic kits and the add a lot of detail to make the project 

a little more realistic and somewhat interesting.  The 

outside of the main pagoda is shown in figure 9. 
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9. The Main Pagoda 

The pagoda has new windows, new brass fences, small 

strips of bass wood to provide detail on the walls, new 

roof material, end pieces on the gutters and the unique 

stone drop windows to pour oil and stones onto the 

unfortunates below. This figure also gives a good 

illustration of the color scheme I used in the final 

painting. 

Most of my terrain projects have some level of detail 

that allows me to bring some unique complexion to the 

project.  I was intrigued by the Japanese practice of 

decapitating prisoners and hanging the heads of certain 

Daimyos on the walls.  In my case it was the main 

gateway.  If you look carefully there is a certain black 

bird taking feast on the head of one of the 

unfortunates.  

 

10. The gruesome gateway 

I also spent some time creating the interiors of the 

buildings, recreating the essential features of the 

Japanese style of the period.  The tatami mats are made 

of individual pieces of wood laid down in specific 

patterns that I found on line, to the extent possible.  

The pictures were effective and actually very simple to 

create.  I bought Japanese paper from Japan Town of 

appropriate style, cut to the size I wanted and then I 

built the frame around the picture using time basswood 

strips on top of postage stamp size pieces of wood.  It is 

simple but effective.  The 28mm figures below give you 

some idea of the scale.  
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11. Interior details fit for a Shogun 

The barrack buildings have similar style albeit scratch 

built, and yes that is a sliding door that works! 

  

12. Sliding Shoji screens and interior details 

Not being satisfied with only a single castle keep, I also 

wanted to build a much larger area of the castle where I 

could house larger formation of samurai and make a 

siege much more interesting.  Construction was 

essentially similar to the main castle though I also 

managed to use some MDF kits which I was able to 

paint and populate with items of interest.  These were 

small items I picked up in Chinatown, for a few dollars 

each.  I built the plinths from basswood and plywood.  

 

13. Additional castle buildings 

I also found a wonderful bell in Japan Town that I was 

determined to use, and so I also scratch built a bell 

tower for this part of the castle Figures 14 and 15.  In 

these pictures you can also see how the walls for this 

part of the project were taken from kits and then had 

multiple fixtures added to enhance their look. 

 

14. The Bell Tower - 1 
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15. The Bell Tower – 2 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

The finished project is large, fun to utilize and offers a 

lot of imaginative scope for wargaming, particularly 

skirmish.  When added to the other 10 or so Japanese 

game boards that I have made it would be quite a mega 

project.  Figures 16, and 17 show the two finished game 

boards (see next page) 

This was a long project and took almost 6 months from 

start to finish.  When we recover from the COVID-19 

situation I shall bring the finished project to the club. 
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THIS MONTH IN HISTORY (AUGUST) 

by Robert Burke 

Back by popular demand (I think someone liked the 

first article) I’ve decided to continue with my list of 

Battles for the month of August.  As before, I’ve 

omitted battles that lasted for several months. 

Wargamers often like to refight historical battles on 

or near their anniversary dates.  Here is a list of 

battles that happened in July over the various 

centuries.  I’ve omitted battles that lasted for several 

months. 

If you refight one of these battles I hope you will 

write an AAR and share it with your fellow club 

members. If you don’t recognize any of these battles 

I hope you have fun looking them up.  

 

o August 1, 1664: Battle of St. Gotthard 
 

o August 1, 1759: Battle of Minden 
 

o August 1-2, 1798: Battle of the Nile (Aboukir Bay) 
 

o August 1, 1917: Battle of Marasti 
 

o August 2, 338 BC: Battle of Chaeronea 
 

o August 2, 216 BC: Battle of Cannae 
 

o August 2, 1377: Battle of Pyana River 
 

o August 2, 1553: Battle of Marciano 
 

o August 3, 881: Battle of Saucort-en-Vimeu 

 

o August 3, 908: Battle of Eisenach 
 

o August 3, 1601: Battle of Goroszlo 
 

o August 3, 1645: Second Battle of Nordlingen 
 

o August 4, 1265: Battle of Evesham 
 

o August 4, 1578: Battle of Alcacer Aquibir (Battle of 
the Three Kings) 

 

o August 4, 1796: Battle of Lonato 
 

o August 4, 1824: Battle of Kos 
 

o August 5, 642: Battle of Maserfield 
 

o August 5, 939: Battle of Alhandic 
 

o August 5, 1388: Battle of Otterburn 
 

o August 5, 1506: Battle of Kletsk 
 

o August 5, 1716: Battle of Petrovaradin 
 

o August 5, 1763: Battle of Bushy Run 
 

o August 5, 1781: Battle of Dogger Bank 
 

o August 5, 1796: Battle of Castiglione 
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o August 5, 1862: Battle of Baton Rouge 
 

o August 5-23, 1864: Battle of Mobile Bay 
 

o August 5, 1916: Battle of Romani 
 

o August 6, 1284: Battle of Meloria 
 

o August 6, 1777: Battle of Oriskany 
 

o August 6, 1824: Battle of Junin 
 

o August 6, 1870: Battle of Spicheren 
 

o August 6, 1870: Battle of Worth 
 

o August 6, 1915: Battle of Sari Bair 
 

o August 6, 1917: Battle of Marasesti 
 

o August 7, 1479: Battle of Guinegate 
 

o August 7, 1714: Battle of Gangut 
 

o August 7, 1819: Battle of Boyaca 
 

o August 8, 1220: Battle of Lihula 
 

o August 8, 1588: Battle of Gravelines 
 

o August 8, 1647: Battle of Dungan’s Hill 
 

o August 8, 1918: Battle of Amiens 
 

o August 9, 48 BC: Battle of Pharsalus 
 

o August 9, 378: Battle of Adrianople 
 

o August 9, 1862: Battle of Cedar Mountain 
 

o August 9, 1877: Battle of the Big Hole 
 

o August 9, 1914: Battle of Mulhouse 
 

o August 9, 1942: Battle of Savo Island 
 

o August 10, 955: Battle of Lechfeld 
 

o August 10, 991: Battle of Maldon 
 

o August 10, 1030: Battle of Azaz 
 

o August 10, 1316: Second Battle of Athenry 
 

o August 10, 1512: Battle of Saint-Mathieu 
 

o August 10, 1557: Battle of St. Quentin 
 

o August 10, 1741: Battle of Colachel 
 

o August 10, 1861: Battle of Wilson’s Creek 
 

o August 10, 1904: Battle of the Yellow Sea 
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o August 10, 1944: Battle of Narva (WWII) 
 

o August 11, 490 BC: Battle of Adda 
 

o August 11, 1332: Battle of Dupplin Moor 
 

o August 11, 1473: Battle of Otlukbeli 
 

o August 11, 1675: Battle of Konzer Brucke 
 

o August 11, 1812: Battle of Majadahonda 
 

o August 12, 1099: Battle of Ascalon 
 

o August 12, 1121: Battle of Didgori 
 

o August 12, 1164: Battle of Harmin 
 

o August 12, 1399: Battle of Vorskla River 
 

o August 12, 1499: Battle of Zonchio 
 

o August 12, 1687: Battle of Mohacs 
 

o August 12, 1914: Battle of Halen (Silver Helmets) 
 

o August 13, 1704: Battle of Blenheim 
 

o August 13, 1806: Battle of Misar 
 

o August 13-16, 1920: Battle of Radzymin  
 

o August 14, 1352: Battle of Mauron 
 

o August 14, 1385: Battle of Alijubarrota 
 

o August 14, 1480: Battle of Otranto 
 

o August 14, 1598: Battle of Yellow Ford 
 

o August 15-20, 636: Battle of Yarmouk 
 

o August 15, 778: Battle of Roncevaux Pass 
 

o August 15, 982: Battle of Capo Colonna 
 

o August 15, 1057: Battle of Lumphanan 
 

o August 15, 1237: Battle of Puig 
 

o August 15, 1592: Battle of Hansan Island 
 

o August 15, 1599: Battle of Curlew Pass 
 

o August 15, 1760: Battle of Liegnitz 
 

o August 15, 1914: Battle of Cer 
 

o August 15, 1920: Battle of Warsaw 
 

o August 15, 1943: Battle of Trahili 
 

o August 16, 942: Battle of al-Mada’in 
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o August 16, 1513: Battle of the Spurs (Guinegate) 
 

o August 16, 1652: Battle of Plymouth 
 

o August 16, 1777: Battle of Bennington 
 

o August 16, 1780: Battle of Camden 
 

o August 16, 1869: Battle of Acosta Nu 
 

o August 16, 1870: Battle of Mars-la-Tour 
 

o August 16, 1900: Battle of Elands River 
 

o August 16, 1780: Battle of Camden 
 

o August 16, 1870: Battles of Mars-la-Tour 
 

o August 16, 1918: Battle of Lake Baikal 
 

o August 17, 986: Battle of Gates of Trajan 
 

o August 17, 1424: Battle of Verneuil 
 

o August 17, 1549: Battle of Sampford Courtenay 
 

o August 17, 1864: Battle of Gainesville 
 

o August 17, 1914: Battle of Stalluponen 
 

o August 18, 684: Battle of Marj Rahit 
 

o August 18, 1304: Battle of Mons-en-Pevele 
 

o August 18, 1864: Battle of Globe Tavern 
 

o August 18, 1870: Battle of Gravelotte 
 

o August 18, 1966: Battle of Long Tan 
 

o August 19, 1504: Battle of Knockdoe 
 

o August 19, 1745: Battle of Kars 
 

o August 19, 1759: Battle of Lagos 
 

o August 19, 1782: Battle of Blue Licks 
 

o August 19-20, 1847: Battle of Contreras 
 

o August 20, 917: Battle of Acheloos 
 

o August 20, 1467: Battle of Olmedo 
 

o August 20, 1648: Battle of Lens 
 

o August 20, 1710: Battle of Saragossa 
 

o August 20, 1795: Battle of Fallen Timbers 
 

o August 20, 1955: Battle of Philippeville 
 

o August 21, 1140: Battle of Yancheng 
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o August 21, 1415: Battle of Ceuta 
 

o August 21, 1689: Battle of Dunkeld 
 

o August 21, 1808: Battle of Vimeiro 
 

o August 21, 1914: Battle of Charleroi 
 

o August 22, 851: Battle of Jengland 
 

o August 22, 1138: Battle of the Standard  
 

o August 22, 1485: Battle of Bosworth Field 
 

o August 23, 20 BC: Battle of Carrhae 
 

o August 23, 1268: Battle of Tagliacozzo 
 

o August 23, 1328: Battle of Cassel 
 

o August 23, 1514: Battle of Chaldiran 
 

o Augusta 23, 1595: Battle of Calugareni 
 

o August 23, 1600: Battle of Gifu Castle 
 

o August 23, 1655: Battle of Sobota 
 

o August 23, 1813: Battle of Grossbeeren 
 

o August 24, 1516: Battle of Marj Darbiq 
 

o August 24-25, 1942: Battle of Eastern Solomons 
 

o August 25, 1580: Battle of Alcantara 
 

o August 25, 1630: Battle of Randeniwela 
 

o August 25, 1758: Battle of Zorndorf 
 

o August 26, 683: Battle of al-Harrah 
 

o August 26, 1071: Battle of Manzikert 
 

o August 26, 1346: Battle of Crecy 
 

o August 26, 1444: Battle of St. Jakob an der Birs 
 

o August 26-27, 1813: Battle of Dresden  
 

o August 26, 1814: Battel of Las Tres Acequias 
 

o August 26, 1914: Battle of Le Catea 
 

o August 26-30, 1914: Battle of Tannenberg 
 

o August 26, 1966: Battleof Omugulugwombashe  
 

o August 27, 1776: Battle of Long Island 
 

o August 27, 1798: Battle of Castlebar 
 

o August 27, 1813: Battle of Dresden 
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o August 27, 1914: Battle of Etreux 
 

o August 27, 1918: Battle of Ambos Nogales 
 

o August 28, 663: Battle of Baekgang 
 

o August 28, 1524: Battle of Wofla 
 

o August 28, 1640: Battle of Newburn 
 

o August 28, 1810: Battle of Grand Port 
 

o August 28-29, 1861: Battle of Hatteras Inlet 
Batteries 

 

o August 28-30, 1862: Second Battle of Bull Run 
(Second Manassas) 

 

o August 28, 1914: Battle of Heligoland Bight 
 

o August 29, 1315: Battle of Montecatini 
 

o August 29, 1526: Battle of Mohacs 
 

o August 29, 1778: Battle of Rhode Island 
 

o August 29-30, 1914: Battle of St. Quentin 
 

o August 30, 1813: First Battle of Kulm 
 

o August 30, 1862: Battle of Richmond 
 

o August 30, 1896: Battle of San Juan del Monte 

o August 30, 1922: Battle of Dumlupinar 
 

o August 31, 1813: Battle of San Marcial 
 

o August 31, 1920: Battle of Komarow 
 

o August 31, 1941: Battle of Loznica 
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GAMER’S DELIGHT 
This is a list of South Bay hobby stores & resources. This 

list probably misses a few resources and does have 

some comic book stores that carry big brand tabletop 

wargames and board games. There may also be some 

Games Workshop stores in the area not listed here as 

well. 

Game Stores 

Fremont/Union City 

 https://gamekastle.co/locations/game-kastle-

fremont/ 

 http://www.biggerbettergames.com/ 

 Games Workshop: 30977 Courthouse Dr, Union 

City, CA 94587 

San Jose/Santa Clara/Milpitas 

 https://www.isleofgamers.com/ 

 https://gamekastle.co/locations/game-kastle-

santa-clara/ 

 Game Kastle West San Jose (coming soon) 

 https://www.illusivecomics.com/ 

 https://www.facebook.com/LegendsEastridge 

Redwood City 

 https://gamekastle.co/locations/game-kastle-

redwood-city/ 

San Mateo 

 http://www.gatorgames.com/ 

Santa Cruz area (Scott's Valley) 

 https://www.epicadventuregames.com/ 

 

 

Hobby Stores 

Los Gatos 

 https://www.sierratoysoldier.com/ 

Morgan Hill 

 https://www.hobbylobby.com/store/503?lat=3

7.2187714&long=-121.58266420000001 

Redwood City 

 https://newtypehq.com/ 

San Carlos 

 J&M Hobby House: 1660 Laurel St, San Carlos, 

CA 94070 

San Jose 

 The Train Shop: 1829 Pruneridge Ave, Santa 

Clara, CA 95050 

 http://www.norcalhobbies.com/ 

 http://www.tatsuhobby.com/ 

 https://sheldonshobbies.com/ 

https://gamekastle.co/locations/game-kastle-santa-clara/
https://gamekastle.co/locations/game-kastle-santa-clara/
https://gamekastle.co/locations/game-kastle-redwood-city/
https://gamekastle.co/locations/game-kastle-redwood-city/

