
 
 

 

05 

 

SANTA ODIN! 

CRAFT TIPS 

ENCOUNTER AT VILLA ALBA FOR PANZERCORPS (SCW) 

AKAMAR HERALD 

QUIZ – FAMOUS MILITARY LEADERS 

FIXING FIGURES 

A TRIP DOWN THE RIVER – A RAPID FIRE! SCENARIO 

THE MAGNETIC GAME BOARD 

MILITARY HISTORY TRIVIA 



South Bay Gaming Club Magazine 05 

 

SBGC Magazine ©2021 
 

Table of Contents 

CONTENTS 

 

  
 

 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Editorial ............................................................................................ 1 

Santa Odin! ....................................................................................... 2 

Craft Tips .......................................................................................... 4 

Encounter at villalba  (for Panzercorps) ........................................... 5 

The Vela Campaign ......................................................................... 10 

Akamar Herald (Complete) ............................................................ 13 

Famous Military Leaders Quiz ........................................................ 19 

Fixing Figures .................................................................................. 21 

A Trip down the River ..................................................................... 23 

The Magnetic Game Board Conundrum ........................................ 26 

Game Days! .................................................................................... 27 

Military Trivia ................................................................................. 30 

Gamer’s Delight .............................................................................. 32 

 

 

 

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. 

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.  

       
 

https://sbgc.groups.io/g/club
mailto:sbgcezine@gmail.com
https://sbgc.groups.io/
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Editorial 
This is the fifth issue of the SBGC Journal, a digital 
magazine with contributions from members of the 
South Bay Gaming Club (SBGC).  The 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. 

The guidelines for holding meetings at the church are 
dynamic with the lingering effects of the pandemic and 
CA wild fires impacting schedule predictability during 
the summer months.  We attempt to keep the 
membership informed as we get updates by posting 
messages on the groups.io group. 

As we know the rules today:  

• Face coverings must be worn when gaming 
indoors.  This is still a county mandate. 

• There will be no singing (yup, that was actually 
on the earlier list) or shouting.   

I still enjoy the irony of thinking of a group of 
wargamers singing is borderline absurd.   

 

Please do not attend the meetings if you are sick, had 
contact with a Covid infected person recently 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. 

We lost a few members since the last issue, none of 
which passed away from the pandemic.  To absent 
companions. 

For questions or comments pertaining to this 
publication, contact the editor at: 

sbgcezine@gmail.com 

Stay safe, 

The Editor 

 

 

 

 

 

 

 

 

 

 

 

 



South Bay Gaming Club Magazine 05 

 

SBGC Magazine ©2021 
 

2 

BE GOOD FOR GOODNESS SAKE – OR THE SANTA 

ALL FATHER MAY COME KNOCKING! 
By John Cunningham  

The Christmas celebration of Christ’s birth has Biblical 
roots, and there is a real “Saint Nicholas”  - a Byzantine 
bishop who’s unique way of helping people in trouble 
gave rise to idea sending gifts down the chimney.  

But what about the other Saint Nicholas? You know, the 
iconic portly, white bearded old Santa Claus carrying 
bags of gifts for children?  This image of Santa Claus was 
first popularized in the 19th century through publication 
of the poem “A Visit from St. Nicholas” by Clement C. 
Moore, illustrated by Thomas Nast. This image of Santa 
as a jolly old elf was further promoted by early Coca-
Cola ads drawn by artist Haddon Sundblom, the son of 
Finnish immigrants. Haddon’s concept of Santa was 
rooted in Finnish folklore, where Santa was a tall, 
wizardly looking Yule master connected to the tales and 
myths of Odin, the All Father.  

This Santa Claus may have more to do with the stories 
of Norse mythology than it does with the birth of Christ! 

• Pagan roots of modern Christmas: Before 
Christianity, Scandinavian people celebrated a 
12-day winter holiday called Jul, from which we 
get the modern word "Yule." 
Many Jul festivities---such as hanging wreaths 
made of evergreen boughs, singing carols, 
decorating pine trees, burning a yule log, and 
hanging sprigs of mistletoe in doorways---
were adopted by Christians to make Christmas 
more palatable to newly converted pagans.  

• Jolly Old Fat Man – or Wizened Old Traveler: 
Prior to Moore and Nast’s reimaging, Santa 
Claus was described as a tall, gaunt old man 
with a long, white beard wearing a fur coat and 
wide-brimmed hat, which just happens to 
match the description of one of Odin's favorite 

disguises. (As a god, Odin naturally had the 
ability to change his appearance, and he liked to 
mingle with humans undetected.) 

 

• A Traveler with Many Names: Santa Claus has 
many names, and so does Odin. One of them 
was Jolfaor, or "Jul Father," meaning something 
very close to Father Christmas, which is how 
Santa is still primarily known in many countries. 

• Santa’s North Pole Workshop – or Asgard? 
Odin, whose rule extended over Alfheim, the 
land of the Elves, dwelled in Asgard, a frozen 
land at the North of the World. According to 
Norse mythology, Odin had a crew of 
industrious dwarves and elves known as "Odin's 
men" who made small gifts, including magical 
weapons and jewelry for Odin to deliver to 
those worthy of his regard.  
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• Eight Reindeer – or an Eight-Legged Horse? 
Thanks to "'Twas The Night Before Christmas," 
we know that Santa flies through the sky in a 
magical sleigh pulled by eight flying reindeer. 
Similarly, Odin flies across the sky on an eight-
legged horse named Sleipnir. In most stories, 
Odin sat on the back of the horse, but in many 
other Norse myths, common animals with the 
uncommon ability to fly pulled sleighs or 
chariots for the gods and goddesses. Even the 
names of Santa's reindeer, as given by Moore, 
evoke Odin. "Donner" and "Blitzen" are similar 
to the Germanic words for "thunder" and 
"lightning," both of which were commanded by 
Odin.  And while he is a modern creation, the 
name for Rudolph comes from an old norse 
figure as well! Rod or Hrōð, meaning "fame", 
and “olf” meaning "wolf." Fame wolf - 
Hróðvitnir in old norse - another name for 
Fenrir! 

• Gift Giver and Punisher -  Odin and Santa are 
both all-knowing, but they have help. Santa has 
his legion of elves who spy on children and take 

notes on their behavior, while Odin has two 
companion ravens named Huginn and Muninn 
who he sends out to survey the people and 
note those who are especially good or bad. For 
the good people, Odin leaves small trinkets, 
bread, and good fortune, while those on Odin's 
naughty list receive a heavy dose of bad luck. 

So both Santa and Odin are old men with long, white 
beards and furry suits who fly through the night with an 
eight-pronged crew of magical animal helpers delivering 
gifts to the good and punishment to the wicked with the 
assistance of their all-seeing, gift-producing 
friend…coincidence?? 

So if you’re running any Yuletide games and want to 
have Santa drop in and add some flavor, that Jolly Old 
Elf may be packing some pain! 

• Dark Ages/Historical  
o In Dux Britanniarum Santa Odin can 

bestow an immediate max success on 
your pre-game “Begnino Numinae” 
check. 

o In Saga Santa Odin bestows Thor’s 
Hammer to a worthy Chief or Warlord. 

 
• RPGs – Santa Odin can bestow blesses and 

quests to the worthy, and a Curse upon the 
unworthy. 
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• Science Fiction, like Warhammer 40K 
(remember that old Citadel figure?) 

WS 3     BS 4    S  3    T 3  W 3  I 4    A 3     LD 10     SV 4 

Cost: 115 points 
Unit Type: infantry 
Wargear 

o Carapace Armour 
o Bolt Pistol 
o Chain Sword 
o Frag Grenades 

Special Rules 
o Independent Character 
o Ho Ho Ho, Merry Xmas 

‘HO HO HO, Merry Xmas’ (psychic ability) 

 

Sources: Karen Harris, “Odin And Santa;” Wikipedia; 
Norwegian Heritage, “Don’t take the Odin out of Christmas;” 
28mm Odin miniature from Footsore Miniature, 40K Santa 
from Citadel. 

CRAFT TIPS   
By Chris Salander 

Tip #1 Beauty is in the Art of the Holder.   
One of the things we have all struggled with is holding 
multiple pieces of a figure in the right position while we 
glue the pieces together.  Occasionally we may get lucky 
and have a figure standing upright with an upright 
spear.  Then we just lay the figure on its back and lay 
the spear into its hands.  More often, we are required 
to hold the pieces at some odd angle until the glue 
dries.  I remember all the trouble I had gluing the little 
separate crossbows into the hands of the 15mm Italian 
Renaissance figures from Mirliton.  Worse yet, in their 
effort to render exact, correct details on figures, 
designers are leaving out the old “peg and hole” system 
that used to hold parts together mechanically. 

But help is on the way!  Before you get your thumb and 
index finger stuck together because you held onto the 
parts for too long, try modeling clay!  Originally I bought 
modelling clay for 3D terrain (surfacing bases) and 
holding up trees.  But it would dry out and shrink and 
crack.  I now use Milliput.  But I kept the modeling clay 
to plug up the overflow drain in the bathtub, gaining 
another good six inches of water.  Then one day I 
realized that a block of clay would hold up things stuck 
into it.  Place the rectangular block of clay on your 
painting and gluing table.  Holding the figure and the 
weapon together, push them up into the clay.  In the 
case of the crossbowmen, the front end of the 
crossbow would stick into the clay and be held at the 
same level as the hands.  If you need to make small 
adjustments, the clay will give and let you move things. 

Recently I had to glue several fiddly 20mm water-cooled 
machine guns onto their tripods.  They were designed 
to look exactly correct, without the slightest attempt to 
have any notches, bumps, slots, or other features that 
would hold the two parts together.  The guns would 
always fall over.  So I pushed the tripods up to the block 
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of clay, put on the glue, and slid the guns into position, 
sticking the end of the barrel into the clay. 

 

Tip #2 - You Paint It You Buy It.   
Whenever you paint or glue, wear a special painting 
outfit.  Keep it next to the table if necessary.  You know 
what to wear - that old flannel shirt with the holes in it, 
and the old jeans with the house paint all over them.  
The clothes that the other person in your life told you to 

put in the 
rag box.  
Never wear 
your good 
or office 
clothes 
while 
painting.  I 
just trashed 
a $45 light 

grey sweater by dropping reddish brown paint onto it.  
You will never hear a commercial for laundry detergent 
talk about its ability to remove paint.  They don’t.  It 
nothing else, put the ragged clothes *over* your good 
clothes.  If no one is watching, consider a full length 
apron. 

And . . . don't paint next to a heater grate in the floor, 
and don't put an oriental rug near your painting table. 
(Hard to find fallen objects in that elaborate pattern. 

ENCOUNTER AT VILLALBA 
 (FOR PANZERCORPS) 
By Manny Granillo & Achim Pfeiffer 

 
 
Scenario: 
The Republicans must capture the town to accomplish 
their task to unite the Republican territories. They must 
also have to link up at Gandesa therefore they have to 
hold the crossroads and Faristol hill.  
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Nationalist Briefing:  
Stop the communists 
and drive them back as 
far as possible and 
recapture Faristol hill 
and the crossroads. 
Reinforcements are on the way. 
 
Republican Briefing:  
Your task is clear. You 
have to take the town 
and hold the 
crossroads. Destroy as 
many fascists units as 
you can.  
 
Weather Conditions: 
Clear. 
 
Decorated Leaders: 
Must be assigned before play. 
 
The Battlefield: 
The town of Villalba lies on a level 1 hill and is in the 
north bordered by a small river with a bridge crossing 
which leads into the town. The river cannot be crossed 
by any vehicles. South of the bridge is the cemetery of 
Villalba. The town is stonewalled. The hills 481 and 
Faristol hill are level 2 hills. The rest of the area is hilly 
terrain with small vegetation and small trees. 

• Victory Conditions: 
Major REPUBLICAN Victory – Republicans take 
Villalba and hold Faristol hill and hill 481                   
Normal REPUBLICAN Victory – Republicans take 
Villalba and hold hill 481  

• Marginal REPUBLICAN Victory – Republicans 
take Villalba   
Marginal NATIONALIST Victory – Nationalists 
hold Villalba 

Normal NATIONALIST Victory – Nationalists hold 
Villalba and take Faristol hill. 

• Major NATIONALIST Victory – Nationalists hold 
Villalba and take Faristol hill and hill 481 

Special Notes: 
The 131st battalion on opposite north side of the 
town at the border of the map. 
The 31st Mixed Brigade starts on the northern edge 
of the map at the height of Hill 481. The Republican 
artillery is positioned in the north-western corner of 
the map. The 60th Brigade starts at the north-
eastern corner. 24th Brigade enters the map at the 
height of Hill 481 on the morning of 31st July. 
 
Republican Order of Battle:   

All Republican 
battalions have three 
companies of 
infantry. Republican 
Morale for all 
formations:  Pro. 
Regulars 

• Leader: D 
• Decision die: Blue 
• Decorated Leaders: 14 

33rd Brigade  

• 131st Battalion w/ T-26 Co. 

31st Brigade 

• 4x Infantry Battalions each w/attached MMG 
Co. 

60th Brigade 

• 4x Infantry Battalions each w/attached MMG 
Co. 
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24th Brigade 

• 4x Infantry Battalions each w/ attached MMG 
Co. 

Divisional support:  Assign before battle 

• 2x Medical Co. 
• 3x Artillery Batteries 75mm 
• 4x HMG Co. 
• 3x Tank T-26 Co’s  

Air Support 

• Decorated Pilots: 9 
• 2x Squadrons SB 
• 4x Squadrons I-16 

  Nationalist Order of Battle  

All Nationalist 
battalions have 
four companies 
of infantry. (3 
core companies 
and 1 attached 
company) . 
Nationalist 
Morale is for all units Veteran status. 

• Leader: C 

• Decision die: Red 

• Decorated Leaders:16 

1st Column 

• 1x Battalion of Villalba Garrison w/ HMG 
Co. 

• 16th Bandera w/ HMG Co. (Fanatic) 
• 18th Burgos Battalion w/ HMG Co. 
• 1x Mortar Battalion (81mm) 

2nd Column 

• 5th Tabor of Ceuta w/ HMG Co. (Fanatic) 
• 1x Tercio de Montserrat w/ HMG Co. 
• 1x Tank Battalion (2x Pz I 20mm Co`s, 1x 

captured T-26 Co.) can be split up into 
independent Co`s to support other units 

Divisional Support:  Assign before battle 

• 2x Medical Co. 
• 5x Opel Blitz Transport Co. 
• 1x Mortar (81mm) Co.  
• 2x Pak37 Co. 

Air Support:  

• Decorated Pilots: 13 
• 1x Squadron JU 87 
• 2x Squadron Bf109 
• 3x Squadron CR32 
• 2x Squadron SM79 

The 18th Bandera of the Legion, the 16th Burgos, the 
Villalba garrison and the Mortar Battalion start in and 
around Villalba de los Arcos. The 5th Tabor start at the 
east side of the map in height of Faristol hill. The Tank 
Battalion starts on the south edge in height of Villalba. 
The Montserrat Battalion arrives on 28th July on the 
southern edge of the map at the height of the town. 

lThe first day of the Ebro offensive (July, 25) had ended 
extremely well for the Republicans; apart from Mora de 
Ebro, the 70km front, which had been held by the 
Nationalist, had collapsed. The 35th Division was on the 
edge of Gandesa, the 3rd Division was in the Sierra de la 
Fatarella and the 11th was well established in the Sierra 
de Pàndols. More importantly, the iron bridge at Flix 
was being completed, as was the wooden bridge at 
Ascó, both of which would allow the free flow of traffic. 
In Ginestar and Benifallet, wooden "puentes de 
vanguardia" had been built. Many of the attacks on the 
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Nationalist side of the river were conducted without the 
support of armor, which could not be transported until 
heavy bridges had been constructed. At this point, 
Tagüeña, XV Corps' commander, ordered the 16th 
Division to cross the river, but he was countermanded 
by General Rojo. With the emphasis on speed, it is 
difficult to know why this decision was taken but it 
obviously slowed down the offensive, and this was to 
have serious consequences. 

During the night the Nationalists worked at fever pitch 
to get reinforcements into the area.The next day, 26 
July, would be crucial for the success or failure of the 
attack. Although the advance continued, in reality all 
efforts would be expended on the struggle for the river 
crossings. As soon as first light illuminated the river 
valley aircraft was on in the air. The lack of Republican 
air support at this critical stage was strange, and bring 
the Nationalist the air superiority. 

Many of the armored vehicles and supply trucks needed 
on the other side of the river waited at Vinebre, but 
crossing was severely curtailed at Ascó, when a 
munitions truck ran into one of the support stanchions 
and severely damaged the bridge. Raft ferries were able 
to take some of the transport, but the slowness with 
which the vehicles were able to cross must have been 
agonizing for the commanders. As the morning wore 
on, successive air attacks began to plague the river 
crossings. Although there was some antiaircraft 
protection, the battle became one of engineers against 
aviators. If a bridge was damaged by air attack it had to 
be repaired in the face of further bombing and strafing. 
To add insult to injury, the opening of flood gates at 
Tremp and Camarasa meant that the level of the river 
rose further, causing severe problems for the attackers. 
The river would continue to rise until 27 July." 

Chris Henry, The Ebro 1938. Death Knell of the Republic. 

"The 33th Brigade from the 3rd Division conducted the 
attack against Villalba dels Arcs: 

The 131st Battalion of the 33rd Mixed Brigade occupied 
the cemetery opposite the walled village. The unit had 
to leave its tank support behind because of damage to 
the bridge crossing. The frontal attack on the village 
began at 11:00 but failed at 13:00 due to the height 
advantage of the defenders and so the attackers retired 
to the cemetery. Nationalist Teniente Coronel 
Capablanca, installed within the town, ordered a 
successful counter attack in which the 18th Bandera 
and reorganized companies took part. They were 
supported by machinegun crossfire, nevertheless the 
situation remained fluid. A second Republican attack on 
the evening of the 26th put the cemetery back in the 
hand of the attackers and the Nationalists were forced 
to retreat into the town, where they begin to dig in. 

The 31st Mixed Brigade took the important Hill 481 
dominating Quatre Camins and was charged with 
attacking frontally. 

29th July, units from the 74th Division got into the area, 
turning the force balance favorable to the Nationalist, 
which began to counter-attack around the Faristol hill, 
captured on 30 July by member of the 2nd and 4th 
company of Montserrat. 

For the Nationalist, 12 Pz. I and 4 captured T-26 of the 
3rd Foreign Legion Tank Company arrived (probably the 
28th or 29th of July). They were used to defend any 
threatened sector. The T-26 were kept to defend 
Villalba. At night they form a group on the road to Batea 
so that supplies can be made available and to avoid 
their loss to the Republicans." 

Chris Henry, The Ebro 1938. Death Knell of the Republic.
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THE VELA CAMPAIGN  

By Bill Butler  

 

[Editor’s Note: This article is being reprinted in its 
entirety in the proper order with the introduction and 
Akhmar Herald after I got it wrong in the first issue. 
Sorry Bill!] 
 
Several years ago, I ran an Ancients campaign with a 
touch of fantasy added.   This was for a local club in the 
Central Valley.   There were six players/teams for the 
campaign.   These represented different factions vying 
for control of the various countries of the region.   Each 
country had a number of cards ranging from 6 to 
12.   The cards had different symbols or combinations of 
symbols representing political power (needed to control 
a country), armies, navies, fortifications, and/or sources 
of money.   The deck of cards also included 
mercenaries, great generals, events and special 
items.   The teams were dealt a set of cards to start with 
and had some money (talents) also.   They could obtain 
additional cards from the deck and/ or discard pile (if 
still available) by spending talents in addition to the one 
free card they could draw from the deck.   
 
The objective of the campaign was to score the most 

points by the time the campaign ended.  Points could be 
earned by controlling countries and how many talents 
were in their treasury.  In order to control a country or 
special location the players had to meld cards from their 
hands to create a valid controlling faction. Each country 
controlled provide three talents to the controlling 
player.  There were also special event cards that would 
provide additional income to specific 
countries/locations if a player had melded a card that 
would earn money. 
 
The players took a turn in sequence with each round of 
player turns being one campaign year.  During their turn 
the players could meld cards to control a country, stage 
a political coup against another player’s country if they 
felt they had enough political power to overthrow the 
current government, use a military force to invade a 
single country belonging to another player, or do 
nothing.  If they drew an event card from the deck it 
was played immediately and a replacement card was 
drawn from the deck. Several event cards could be 
drawn in sequence.  Players were not required to meld 
their cards, but did have to discard one card at the end 
of their turn. 
 
The 81/2 x 11 campaign map is shown below:
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I also had a more detailed map showing all the minor 
towns and additional terrain details on a 2 foot by 3 
foot hex sheet.  The following is a section of the more 
detailed map that was not available to the participants 
showing the area near Akamar.  Akamar is the capital 
city of Kaelum.  This map had been used in another 
ancients campaign that I had run several years before 
and had been modified to include larger hexes 
composed of the smaller ones.  
  
The campaign took about 11 months to complete and 
covered five full campaign years and ended on the 
second player turn of the sixth year when a special 
event card ending the campaign was drawn.  During the 
campaign fortunes ebbed and flowed.   A player/team 

could go from being the most powerful to the weakest 
and then regain a stronger position.   In some ways it 
was like the current television series "Game of 
Thrones".    
  
There was also a newsletter, The Akamar 
Herald, covering news of the campaign, contributions 
from the players, and background information for the 
different countries.   I will be posting as many of the 
campaign newsletters that I still have.   Unfortunately I 
had a computer disk failure sometime after the 
campaign ended with the loss of all the newsletters and 
maps.  Fortunately Ray, one of the participants, had 
kept copies of most of them.   There are about a half 
a dozen that are missing.   Those missing are mainly 

https://4.bp.blogspot.com/-hJrIiaSrm_c/V6noTHPWqqI/AAAAAAAACU0/KwLSoBHFPlk-QhZRY22cy9wvujSpQ8lJgCLcB/s1600/campstart.jpg
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from years three and four.  One of them contained an 
entertaining story written by the participants of the 
battle between the Wizard and the Sorcerer Silidon for 

control of the Misty Isles.  Based on the newsletter 
issues following those that are missing most of  

 

 
 
 
 
 
 
them were periods of calm with some event cards and 
background information on the countries of the 
campaign.   
  
As the campaign unfolded, some of the campaign 
characters tales developed a life of their own.  Brown 
Dort of Perseus was overthrown, went into hiding, and 
returned to power.   The Sorcerer Silidon developed a 
reputation for evil deeds.  Several major battles were 
fought, some in person, and a couple by email.   One of 
the teams was on the east coast of the country as one 
of our club members had moved there prior to the 

campaign starting.    
 
 
 
 
 
 
 
 

https://2.bp.blogspot.com/-OSNC7kbYs2w/V3kfaiVW1mI/AAAAAAAACNo/eT-1wZXFb54wNH-azW0eyTxZ2iaB5LS_gCLcB/s1600/VELA0015.JPG
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AKAMAR HERALD FIRST ISSUE  
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.   

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.                  

 

                                                                

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       

  

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. 
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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.    

 

AKAMAR HERALD YEAR ONE ISSUE 2  
Ron had the second turn for the first year.  One of the 
cards he drew was an event.  When an event card is 
drawn it is played immediately and then placed on the 
discard pile.   Any cards in the discard pile that are 
below an event card cannot be chosen when drawing 
cards.  Ron drew another card to replace the event 
card.   It is possible for a player to draw more than one 
event card in a row and they must continue to draw 
cards until they get one that is not an event.   Since Ken 
was the only player with melded countries the event 
card was played against one of his countries.   Due to 
certain restrictions on some of the event cards, there is 
a possibility that a player will have to play an event card 
that is not good on one of their own countries.   Ron 
chose not to meld any countries and put his discard on 
the top of the discard pile.   Players must discard one of 
the cards they hold at the end of their turn. 

The loss of Piscis created a gap between the western 
countries and the eastern countries that Ken controlled.   
This would prevent Ken from moving armies from one 
end of The Grand Confederation to the other unless by 
sea 

The campaign was run via email.   I would contact a 
player when it was their turn.   They would tell me what 
cards they wanted to draw from the deck and/or 

discard pile, and inform me of their decisions for their 
turn.    This prevented other players form knowing what 
they held in their hand.   Items of general knowledge 
were then published in the Akamar Herald.   The second 
issue is as follows: 

THE AKAMAR HERALD 
KING TMOSIC OF PISCIS HAS SUCCUMBED TO THE 
EFFECTS OF A RARE DISEASE.  SHORTLY AFTER JOINING 
THE GRAND CONFEDERATION KING TMOSIC FELL ILL.  
PHYSICIANS WERE UNABLE TO FIND A CURE FOR HIS 
AILMENT.    WITH NO CLEAR SUCCESSOR TO THE KING, 
THE COUNTRY HAS DISOLVED INTO CHAOS AND IS NO 
LONGER A MEMBER OF THE CONFEDERATION. 

PLAYER KEN  RON MIKE RAY HAL GARY DISCARD 

TREASURY  2 2 3 3 3 3 Ketos6 

MELD 
MONOKEROS 
6       

 PESEUS 2       

 
HOROLOGIUM 
8       

 HYDROS 6       

 SYRMA 6       

 ERIDANUS 8       

 PISCIS 2       

HAND 3 cards 10 8 8 8 8  
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AKAMAR HERALD YEAR ONE ISSUE THREE  
During his turn Mike staged a political coup taking over 
one of Ken's countries 

THE AKAMAR HERALD 

Trade mission from the Phoenetians arrives.  Due to the 
high import duties no one was able to profit from their 
arrival.   This has led to increased unrest amongst the 
merchant houses. 

Rival League formed.   The countries of Musca, Kaelum, 
and Ketos have formed a new league to counter the 
Grand Confederation.   The new league promises 
greater freedom of trade to all who join it. 

Hydros changes allegiance and joins the new league.   
Overruling the Monks of Nabbach, Inwahr III has 
decided that it will be more profitable for his country to 
leave the Grand Confederation and join the Alliance.        

PLAYER KEN  RON MIKE RAY HAL GARY DISCARD 

TREASURY  2 2 2 3 3 3 

Picos10 

Ketos6 

MELD 
MONOKEROS 
6  

HYDROS 
1.6     

 PESEUS 2  
MUSCA 
5.4     

 
HOROLOGIUM 
8  

KAELUM 
1.5     

 ERIDANUS 8  KETOS1     

 ARGOS 6       

HAND 3 cards 10 8 8 8 8  

 

 

 

AKAMAR HERALD YEAR ONE ISSUE FOUR  
This issue saw the first posting from one of the 
participants.  Ray was fortunate when he drew the 
event card that gave ten talents to anyone who had not 
melded a country. Because events are resolved first 
during a turn, Ray got the money and was then able to 
meld two countries.  The updated campaign map 
showing the current alignments is below.  I just found 
out how to enlarge the images in a blog post and have 
gone back to enlarge the campaign maps in the other 
postings. 

THE AKAMAR HERALD 

Mysterious envoys from another land have provided 
financing to those opposed to the Grand Confederation 
and the League.   Amounts donated were as large as 10 
talents.   Rumors are that their leader is an elderly man 
of enormous girth. 

In a splendid ceremony Prince Nicholas has been 
crowned ruler of the Aquilan Empire.   The prince has 
been noted for his extravagant nature.   He has even 
gone so far as to build a magnificent palace in Saiph 
named the Swillissaire Schloss.   

The following was received recently: 

To the Editor of the Akamar Herald: 

The rumors you are printing about unrest in other county's merchant 
houses are wholly unfounded. Indeed, as of the time of the visit of the 
Phoenician Merchants, no other country had a functioning merchant 
house! Perseus merely collected its fair share of profits from trading 
ventures conducted within its territory. I beg you reconsider your 
inflammatory language. Such oratory is not conducive to peaceful 
relations amongst neighboring States. 

Respectfully,  

Brown Dort 
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  KEN  RON MIKE RAY HAL 
GAR
Y DISCARD 

TREASURY  4 12 2 14 13 13 Musca6 

MELD 
MONOKEROS 
6  

HYDRO
S 1.6 

SAIPH 
6   FAT MAN 

 PESUS 2  
MUSCA 
5.4 

AQUIL
A 4   Piscis10 

 
HOROLOGIU
M 8  

KAELU
M 1.5    

Phoenicia
n 

 ERIDANUS 8  KETOS1    Ketos6 

 ARGOS 6      Disease 

HAND 3 cards 10 4 7 8 8 Piscis2 

 

THE AKAMAR HERALD YEAR ONE ISSUE FIVE  
The next player's turn brought trouble for the Grand 
Confederation when another event card was drawn.  
The campaign rules include methods for resolving sieges 
and battles when players are unable to fight a 
miniatures battle.  The results of those battles and the 
sieges in the other countries are in the next issue of The 
Akamar Herald 

THE AKAMAR HERALD  

EXTRA EXTRA EXTRA 

The Grand Confederation has been invaded.  Hordes of 
invading barbarians have swept into the territories of 
the Grand Confederation.   

In Perseus Brown Dort was slain while trying to flee with 
his treasury and harem.  The fortifications in Eridanus 
and Horologium are being besieged, while the Nobles of 
the city of Alkes and the Tribes of Enif have taken to the 
field in Argos and Monokeros respectively in a valiant 
attempt to halt the invaders.  Will they be able to stop 
the ravening hordes; will Eridanus and Horologium hold 

out against their besiegers, will the Grand 
Confederation even survive?   The next issue of “The 
Akamar Herald” will have the latest news of this horrible 
turn of events. 

 

AKAMAR HERALD YEAR ONE ISSUE SIX 
The campaign took a one week pause to resolve the 
invasion.  Ken was able to make arrangements to fight 
the battles in those counties where he had armies.  All 
three battles were fought in one day by Ken.   The rules 
used were Scutarii.   The fighting began shortly after 
nine in the morning and finished by five in the late 
afternoon 

 THE AKAMAR HERALD 

INVASION SMASHED 

THE FORCES OF THE GRAND CONFEDERATION HAVE 
DESTROYED THE INVADERS.   REPORTS HAVE BEEN 
CONFUSING.  THE BARBARIANS HAD CLAIMED TO HAVE 
CAPTURED AND SLAIN BROWN DORT OF PERSEUS.  
HOWEVER, THE LATEST REPORTS ARE THAT HE WAS 
ACTUALLY RUSHING TO JOIN A RECENTLY HIRED FORCE 
OF MERCENARIES.   CONFEDERATION SPOKESMEN 
HAVE STATED THAT THE BARBARIANSS WERE DEFEATED 
IN OPEN BATTLE IN MONOKEROS, PERSEUS, AND 
ARGOS.   IN HOROLOGIUM THEIR FORCES WERE ALSO 
SLAIN AS THEY ATTEMPTED TO STORM THE CITY OF AL 
RISCHA.  UPON RECEIVING WORD THAT THE OTHER 
INVADING FORCES HAD BEEN SLAIN, THE BARBARIANS 
BESIEGING THE CITY OF SARGAS IN ERIDANUS FLED.    
THE LATEST WORD ABOUT THE INVASION FROM THE 
CONFEDERATON IS THAT THE CONFEDERATION 
GOVERNMENT IS PROVIDING AID TO THE INHABITANTS 
OF THE VILLAGES THAT WERE SACKED BY THE 
INVADERS. 
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THE FOLLOWING MESSAGE WAS RECEIVED FROM 
PERSEUS 

To the Editor of the Akamar Herald: 

Dear Editor: 

Rumors of my death have been greatly exaggerated. Shortly 
before dusk on the evening of the 29th of May, General 
Macksamillion arrived with the Fnebish Army, a rag-tag group 
of mercenaries if ever I saw one, accompanied by an amazing 
compliment of war elephants. 

They fought with incredible courage in the face of overwhelming 
odds and by sundown had carried the field. 

I do pray that in the future you double check your facts before 
reporting about events in Perseus. First the inaccurate accounts 
regarding trade, then claiming I had been slain whilst trying to 
flee! Really! Next I suppose you'll be reporting that I have 
risen from the dead!!! 

Immortally yours, 

Brown Dort 

THE AKAMAR HERALD YEAR ONE ISSUE SEVEN  
Some things that I forgot to mention in the previous 
post were that we had a one week pause while Ken 
fought the miniature battles.   All three were fought in 
one day using Scutarii starting about 9 in the morning 
and finishing by 5 in the late afternoon.   I will be adding 
this to the previous post. 

Hal was supposed to have the next turn, but due to 
medical complications we had to skip his turn and go to 
Gary's.   John asked to join the campaign and 
volunteered to help Hal.  Gary spent all the money in his 
treasury buying extra cards from the deck.  He then 
staged a coup in Eridanus and took over Piscis. 

The campaign map was filling up with only a few 
countries unclaimed.   While players could stage coups, 
no military attacks were allowed during the first year in 
order to allow the players to establish their territories 

THE AKAMAR HERALD 

KING RALPH MCVI CROWNED  

THE TURMOIL AND UNREST IN PISCIS DUE TO THE 
DEATH OF KING TMOSIC HAS ENDED.   RALPH MCVI 
WAS CROWNED THIS MONTH BY THE ARCHBISHOP 
BUCKET (PRONOUNCED BOOKAY).   ALL THE PROPER 
PROTOCALS WERE FOLLOWED DURING THE 
CORONATION CEREMONY.   FOLLOWING THE 
CORONATION KING RALPH MCVI AND HIS GUESTS 
RETIRED TO THE GRAND HALL FOR A CANDLIGHT 
SUPPER SERVED ON FINE CHINA WITH HAND-PAINTED 
PERIWINKLES. 

ERIDANUS DECLARES ALLEGIANCE TO PISCIS 

THE ARCHBISHOP BUCKET (PRONOUNCED BOO-KAY) 
HAS ANNOUNCED THAT ERIDANUS WILL WITHDRAW 
FROM THE GRAND CONFEDERATION AND JOIN WITH 
ERIDANUS.   WHEN ASKED WHY ERIDANUS WOULD DO 
THIS ARCHBISHOP BUCKET REPLIED, “BECAUSE OF THE 
RECENT REBELLION THE GRAND CONFEDERATION WAS 
NO LONGER KEEPING UP APPEARANCES.  AFTER ALL, 
WHO WANTS RUFFIANS TROMPING ABOUT IN YOUR 
CASTLE WEARING DIRTY SHOES?  THE REBELLION HAS 
TRULY ALARMED US” 

TRADE MISSION FROM THE GREAT KHAN ARRIVES. 

PASSING THROUGH THE GULF OF MIRFAK, THE MIGHTY 
FLEET OF THE GREAT KHAN ARRIVED IN SAIPH.   THE 
INFLUX OF TRADE GOODS HAS BROUGHT GREAT 
WEALTH TO THIS ISLAND KINGDOM.   PRINCE NICHOLAS 
OF AQUILA REPORTEDLY BOUGHT MANY FINE CARPETS 
AND TAPESTRIES FOR HIS SCHLOSS IN SAIPH. 
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 KEN  RON MIKE RAY HAL GARY 
DISCAR
D 

TREASUR
Y  4 12 2 24 13 0 Symra5 

MELD 
MONOKEROS 
6  

HYDRO
S 1.6 

SAIPH 
6  PISCIS 3,7 

GREAT 
KHAN 

 
PESUS 2, 
FNEB Army  

MUSCA 
5.4 

AQUIL
A 4  

ERIDANU
S 1,8 Invasion 

 
HOROLOGIU
M 8  

KAELU
M 1.5    Fat Man 

 ARGOS 6  KETOS1    
Musca 
6 

       
Piscis 
10 

HAND 3 cards 10 4 7 8 6  

 

AKAMAR HERALD YEAR ONE ISSUE EIGHT  
With help from John, Hal completed his turn for the first 
campaign year.   After starting the year with seven 
countries, Ken's empire had been reduced to three 
countries.   Mike has taken over the lead and only Ron 
has not taken control of any of the countries.     

THE AKAMAR HERALD 

EARTHQUAKE DESTROYS SWILLSAIRE SCHLOSS 

A MIGHTY EARTHQUAKE HAS ROCKED THE ISLAND OF 
DELPHINOS.   CASUALTIES ARE SAID TO NUMBER IN THE 
THOUSANDS.   THE GREAT SCHLOSS THAT PRINCE 
NICHOLAS OF AQUILA HAD BUILT HAS CRUMBLED INTO 
A PILE OF RUBBLE.  IT IS NOT KNOWN IF ANY OF THE 
TREASURES THAT PRINCE NICHOLAS HAD DECORATED IT 
WITH CAN BE RECOVERED.   THE NATION OF SAIPH IS IN 
CHAOS AND THERE IS NO LONGER AN EFFECTIVE 
GOVERNMENT. 

BROWN DORT, RULER OF PERSEUS, IS OVERTHROWN 

THE FNEBISH MERCENARIES HAVE HELPED TO INSTALL 
BLACK DAN AS THE NEW RULER OF PERSEUS.   ONCE 
AGAIN BROWN DORT IS RUMORED TO HAVE FLED WITH 
THE TREASURY AND HIS HAREM.  HIS WHEREABOUTS 
ARE CURRENTLY UNKNOWN.    A REWARD HAS BEEN 
OFFERED FOR HIS CAPTURE AND RETURN IN ORDER 
THAT HE CAN BE TRIED FOR HIS CRIMES AGAINST THE 
PEOPLE OF PERSEUS.  BLACK DAN DECLARED THAT 
PERSEUS HAS SUSSEEDED FROM THE GRAND 
CONFEDERATION DUE TO ITS SUPPORT OF BROWN 
DORT AND HIS POLICIES. 

 KEN  
RO
N MIKE RAY HAL GARY DISCARD 

TREASU
RY 4 12 2 24 0 0 Perseus2 

MELD 
MONOKERO
S 6  

HYDRO
S 1.6 

AQUIL
A 4 

PERSE
US 1,3 

PISCIS 
3,7 

Earthqua
ke 

 
HOROLOGIU
M 8  

MUSC
A 5.4   

ERIDAN
US 1,8 

Great 
Khan 

 ARGOS 6  
KAELU
M 1.5    SAIPH 6 

   
KETOS
1    SYMRA 5 

        

HAND        
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FAMOUS MILITARY LEADERS QUIZ 
By Stephen Freedman 

Can you name the military leaders that are cryptically 
identified below? 

Each leader has some information provided including a 
key date, some facts and how they have been portrayed 
in movies or TV. There is also a pictorial clue.  The last 
column provides the number of letter for each name.  
Answers will be provided at the end of the magazine.  
Enjoy! 

#. History Clue Pictorial Clue # letters 
1 Born in 1769 

Played by Dan 
O’Herlihy in 
the 1970 film 
Waterloo  
Last soldier 
on the retreat 
from Moscow   

 
 
****** 
*** 
 
 

2 Born in 1922 
Commanded 
1st Battalion 
7th Cavalry 
Played by Mel 
Gibson in a 
recent movie.  

 
 
*** 
***** 
 

3 Died in 1294 
Known as 
founder of 
Yuan dynasty.  
Associated 
with Xanadu 
Played by 
Benedict 
Wong in a 
Netflix series  

 

 
 
****** 
**** 
 

4 Born in 100BC 
General and 
Statesman 
Conquered 
Germany, 
Britain and 
Gaul 
Plaid by John 
Gielgud in the 
film of the 
same name 
1970  

 

 
 
****** 
****** 
 

5 Died in 1976 
Fought in first 
and second 
world war 
Known as the 
‘Spartan 
General’ 
Played by 
Trevor Reid in 
‘The Longest 
Day’  

 
 
******* 
********** 
 
 
 
 
 
 
 
 

6 Born 1599 
General and 
Statesman 
Associated 
with regicide 
Not popular in 
Ireland 
Played by 
Richard Harris 
in a movie  

 
 
****** 
******** 
 

7 Died 1799 
General and 
Grand 
Statesman 
Virginian 
Served in the 
Virginia Militia 
Played by 
Barry 
Bostwick,  
Kelsey 
Grammer, 
Nicholas 
Rowe and 
Adam West in 
media. 

 

 
 
****** 
********** 
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8 Died 1944 
Known as der 
Wustenfuchs 
Fought in 
World Wars 1 
and 2 
Played by Karl 
Michael 
Vogler, James 
Mason in 
movies 

 

 
 
***** 
****** 
 

9 Born 400BC 
Strategos 
Was 
murdered by 
his own king 
Played by 
John 
Kavagnagh in 
epic movie 

 

 
 
********* 
 

1
0 

Born 1824 
Teacher and 
General 
Thought that 
one arm was 
longer than 
the other 
Played by 
Stephen Lang 
in an 
acclaimed 
movie 

 

 
 
********* 
******* 
 

1
1 

Born 1884 
Master of the 
preventive 
strike 
Aviation 
Innovator 
Played by 
Toshiro 
Mifune in a 
classic movie 

 

 
 
******* 
******** 
 

1
2 

Died 2013 
Called one of 
the greatest 
military 
strategists of 
the 20th 
century 
The 2017 film 
the General 
and Me, 
portrays his 
life   

 
 
** 
****** 
**** 
 

1
3 

Died 1890 
Performed in 
Buffalo Bill’s 
Wild West 
Show 
Nemesis of 
the US 7th 
Cavalry 
Played by J 
Carrol Naish 
in a movie 

 

 
 
******* 
**** 
 

1
4 

Born 1769 
Anglo-Irish 
Soldier and 
Statesman 
Defensively 
minded 
Played by 
Christopher 
Plummer in 
an epic movie  

 
 
**** 
** 
********** 
 

1
5 

Active in 
around 850 
AD 
Led an 
expedition to 
the 
Mediterranea
n 
Famous 
Warrior 
Played by 
Alexander 
Ludwig in a 
recent TV 
series 

 

 
 
***** 
******** 
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1
6 

Born 1540, in 
Tavistock 
Devon 
Circumnavigat
ed the globe 
The Golden 
Hind 
Played by 
Terence 
Morgan in a 
British TV 
series 
 

 

 
 
******* 
***** 
 
 

1
7 

Born 1543 
Shogun 
One of the 
three great 
unifiers of 
Japan 
Fought at the 
Battle of 
Sekigahara 
Played by Koji 
Yakusho in 
the movie of 
the same 
name. 

 

 
 
****** 
******** 
 

1
8 

Born 1787 
Creator of an 
African 
kingdom and 
revolutionized 
fighting 
methods 
Played by 
Henry Cele in 
a TV 
miniseries of 
the same 
name 

 

 
 
***** 
**** 
 

1
9 

Died 1805 
On his death 
was placed in 
a cask of 
Brandy. 
Shot through 
his spine 
Played by 
Peter Finch in 

 

 
 
******* 
****** 
 

‘Bequest to 
the Nation’ 

2
0 

Born 1270 
Freedom  
fighter 
Was hung, 
drawn and 
quartered 
Portrayed in 
an epic film 
starring Mel 
Gibson 

 
 

 
 
******* 
******* 
 

See Answers on Page 43 

FIXING FIGURES   
By Chris Salander 

Recently a member had some figures smashed up 
during shipping. This is an all too common tragedy.  
How do you straighten out your figures?   

In the Good Old Days, figures had a high lead content, 
which made them softer and easier to bend.  You just 
needed to heat them a little, even just by holding 
them between your fingers for a few moments, before 
you bent them back into position.  Now, with the 
widespread use of pewter (tin), the metal crystals do 
not slide past each other so easily, and you can hear 
quite a bit of cracking when you bend a pewter 
figure.  Still, heat will work, but you have to get the 
figure warmer. 

Method One 

Put the figures (standing up, if possible) on top of an 
insulating material on a pan into an oven.  It can be a 
small toaster oven if necessary.  Experimentation will 
be required to determine how long to leave the 
figures in.  Make sure the oven is on Low.  Take a 
figure of identical composition that you do not care 
about and put it in the oven and leave it in until there 
is noticeable melting.  Note the time taken and put 
your batches of figures in for half of that time.  If your 
test figure still has not melted after 10 minutes, take 
it out and just put in your lot of damaged figures. 
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When you pull the figures out, you should be able to 
correct even dramatic bends while the figure is 
warm.  Don't wait until the figure is cool enough to 
touch.  Wear gloves and use pieces of dowel to hold 
the figure down and bend the parts into the right 
positions.  Do not use knives or pliers, even if they are 
needle-nosed. You will end up with nasty serrations 
on the figures.  Bits chopped off.  Tweezers are OK.  
But work that dowel and those finger tips. 

If you make a bunch of puddles in the oven, don't 
blame me. You can't go off and watch a football game.  
You have to watch the clock.  If the figures are 
painted, the paint should be OK if it is of good quality, 
or enamel. 

 

 

Method Two 

What about plastic figures? All you'll need for this 
quick fix is a bowl of hot water.  The bowl should be 
large enough to completely submerge the bent figure. 
The water should be hot to the touch, yet not scalding 
or boiling. Water that is too hot can permanently 
damage the plastic, yet water that isn't hot enough 
will do nothing at all.  Next, you submerge the bent 
into the hot water and allow it to sit for about 60 
seconds.  

After the bent part has soaked in hot water for about 
a minute, you can take it out. You'll notice that the 

plastic is far softer and more pliable than it was 
before.  Use your fingers to re-bend the parts of the 
figure back into the positions they should be in.  Once 
you feel you have it where it should be, while still 
holding it in position, run it under some cold water 
for about 30-45 seconds.  Once the part has cooled in 
the cold water, simply dry it off and your figure will 
hold that shape permanently.  

 The Hot Water/Cold Water trick should work on 
most types of pliable plastic. In fact, if the plastic was 
soft enough to get bent out of shape in the first place, 
it's soft enough to be bent back into place.  You can 
also apply this to thin resin, such as models from 
Shapeways. 
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A TRIP DOWN THE RIVER 
(a WW2 Anti-Partisan Scenario for Rapid Fire!) 

By Peter Michels 

[Note: Scenario concept “borrowed” from Piers Brand 
originally included in the SOTCW Journal.] 

During World War Two the German forces launched a 
number of anti-partisan operations across Europe. 
Many of these encountered fierce fighting and the 
Germans deployed substantial resources to counter 
enemy insurgents.  These battles were fought in all 
theaters of war.  Of particular note to me are France, 
Russia, Yugoslavia, Greece and Italy. 

While the insurgents were local nationalities, many of 
the anti-insurgents were also local pro-Fascist forces.  
The Germans also deployed foreign, non-Germans as 
anti-insurgent forces, for example, the Cossacks 
against Italians. 

 

For the most part, the forces on both sides were 
limited in the war making resources, using older 
weapons and having less support weapons.  The 
Germans deployed captured and obsolete armor to 
some of these units. 

The following game is a fictional battle but based 
upon several operations conducted by the Germans 
and their allies during the war. 

The game takes place on the river Pek in Yugoslavia. 
Germans forces are spilt into to two fighting 

formations. One is land based and is attacking on land 
to its objective, while a second  force plans to make 
an assault from the river itself, traveling by boat and 
barge. Opposing the Germans are a variety of 
partisan units. The game is designed to be played 
with ‘Rapid Fire 2!’ on a 6’ x 8° table.  

German Briefing: Operation BeschissenerOrt, 
May 1944 

Higher headquarters has assembled a force to rid the 
province of insurgents.  You are assigned a major role 
in the anti-partisan operation conducted by V SS 
Mountain Corps. Your part of the operation is to 
attack and destroy partisan weapon caches and also 
to breach the southern side of the partisan defenses 
in the vicinity of Ritopek, believed to be one of the 
partisan supply bases. To complete this operation 
your force from SS Volunteer Gebirgsjager Regiment 
13 has been assigned a number of supporting 
elements. The attack will be mounted from two 
directions with one arm of the attack approaching the 
area from the east on the main road and the second 
force attacking west by boat. Several converted 
gunboats have been sent to join the force along with 
their Kreigsmarine crews. 

Both forces will arrive at the same time in the area 
and launch a combined attack on the enemy 
positions. Intelligence reports indicate the insurgents 
have entrenchments in the area. It is unlikely they 
will stand up against a concerted attack. The force on 
land has been assigned a number of armored vehicles 
from SS-Panzer Battalion 7 in order to deal with any 
enemy bunkers or defended positions. 

Objectives: 

• Capture the bridge over the Pek river. 
• Search the village of Ritopek for enemy 

supplies and either capture or destroy them. 
• Eliminate all partisans encountered. 
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The German forces available: 

• River Force — KG Spengler (enters the table 
at the east river edge) 

o KB 101 — Gunboat with 88mm Deck 
Gun, 20mm Flak — Gun and 7 
crew/gunners. 

o KB 102 — Gunboat with 37mm Flak 
Gun, 20mm Flak Gun and 6 
crew/gunners. 

o Ad-Hoc KM Defence Company — 8 
figures (formed from non-gunner 
boats crews). 

o Each boat may carry three ‘company’ 
sized units in addition to crew and 
gunners. 

o 2nd SS-Volunteer Gebirgsjager 
Regiment 13 (Morale - Elite, Firing - 
Regular) x41 figures 

o BTN HQ - CO +5 figures, 2 man OP 
Team (8 total) 
 5th Company: 8 figures 
 6th Company: 8 figures 
 7th Company: 8 figures 
 8th Company: 2 x MMGs, 1 x 

80mm mortar, 9 crew figures 
 

• Land Force - KG vonStern (deploys East of the 
red line on the map) 

o 1st SS Volunteer Gebirgsjiger 
Regiment 13 (Morale - Elite, Firing - 
Regular) x41 figures 

o BTN HQ — CO +5 figures, 2 man OP 
Team (8 total) 
 1st Company: 8 figures 
 2nd Company: 8 figures 
 3rd Company: 8 figures 
 4th Company: 2 x MMG, 1 x 

80mm Mortar, 9 figures 

 

• Attached Pioneer Company: 2 x 
Flamethrowers, 2 x Satchel Charges, 10 
figures 
 

• Attached armor 
o 1st Panzer Company: 1 x Char B1 Bis 
o 2nd Panzer Company: 12 x Hotchkiss 

H38 
 

• Ustascha Army Battalion 202 (Morale - Poor, 
Firing - Regular) x38 figures 

o BTN HQ — CO + 5 figures (6 total) 
 1st Company: 8 figures 
 2nd Company: 8 figures 
 3rd Company: 8 figures 
 4th Company: 2 x MMG, 1 x 

80mm Mortar, 9 figures 
 

• Support Elements (both OP Teams may call 
on the guns once per turn following normal 
Rapid Fire communication rules). The 
artillery fire is measured 72 inches from the 
East edge of the board. 

o 105mm Battery — 2 x 105mm Gun 
(offboard) 

o 105mm Battery — 2 x 105mm Gun 
(offboard) 

 

Partisan Briefing: 

German forces are launching a late spring  operation 
against the 29" Partisan Division currently guarding 
the area around Ritopek and the Pek river. The 
village and the river are vital parts of the supply and 
troop transportation abilities in the region.   
Ammunition and supplies have been stored in 
RitoPek over the winter months for anti-Fascist 
partisan activities this summer. Most of the stores 
have been moved already, but some remain in 
RitoPek. The Germans are launching an assault 
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against this sector and the forces there have been 
bolstered with some reinforcements. Also the local 
commander has constructed a number of trenches 
and bunkers to defend from attack. 

Your forces are as follows: 

• Partisan Infantry Battalion 1 (Morale - 
Regular, Firing - Regular) x43 figures 

o HQ —CO + 6, Anti-Tank Rifle, 9 
figures 

o 1st Company: 8 figures 
o 2nd Company: 8 figures 
o 3rd Company: 8 figures 
o Support Company: 2 x MMG, 75mm 

Infantry Gun (Class 4), 10 figures 
 

• Partisan Infantry Battalion 2 (Morale - 
Regular, Firing - Regular) x43 figures 

o HQ —-CO + 6, Anti-Tank Rifle, 9 
figures 

o 1st Company: 8 figures 
o 2nd Company: 8 figures 
o 3rd Company: 8 figures 
o 4th Company: 2 x MMG, 1 x 80mm 

Mortar, 9 figures 
 

• Defences (may be placed anywhere on table 
outside the German deployment zone) 

• Four sections of trench (each can hold a 
‘company’ of infantry) 

• Two reinforced bunkers (each can hold an 
MMG) 

• Two gun pits (each can hold any support 
weapon) 

 

 

 

 

Special Rules 

• Gunboats (KBs) count as ‘D’ class targets. They 
may sustain twice the normal amount of damage 
compared to standard armor vehicles. Therefore 
a boat may take four ‘heavy damage’ (HDs or 
accumulated Light Damage hits) results before it 
is sunk. The partisans may target the gun crews 
on the boat and the boat and shields count as in 
hard cover. This is to represent the extra armor 
and protection the crews have placed on the ship. 
If a boat is sunk, all units onboard are lost. 

• Infantry on boats may not be targeted, but MMG 
teams on boats may elect to set up to fire from 
the boat and they count as in hard cover. 

• Boats move at 15” per turn, but if they wish to 
come to a halt to land troops they may only move 
6” during that turn. 

• Troops may be landed anywhere on the south 
river bank, but only at the jetty on the north bank 
due to the shallow depth of the river on that side. 

• To search a building for supplies a German unit 
enters the location. On a D6 roll of six, supplies 
are found and count towards victory points. 

• All infantry are assumed to be carry anti-tank 
grenades of one form or another. 

Victory Points(VPs): 

• Germans 
o Capture the bridge (no partisans within 

6” of bridge) +50 VPs 
o Each supply cache discovered +25 VPs 
o No Partisan Units on table at end of game 

+100 VPs 
 

• Partisans 
o Bridge in partisan hands at end of game 

+50 VPs 
o Each German unit ‘destroyed’ +10 VPs 
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Scenario Map – A Trip Down the River 

 

THE MAGNETIC GAME BOARD CONUNDRUM 
By Dave Smith 
 
If you’re like me, you’ve looked longingly at these 
magnetic game boards used by bloggers and wished you 
could somehow create one of your own. Before 
retirement I had a busy work schedule and often did not 
get much more time in than a few minutes here and 
there to move counters around the board. We live in a 
small house, so a “gaming room” was out of the 
question. A magnetic board would be ideal to keep the 
counters in position and store it away when the space 
was required for other tasks. Unfortunately, those  
lovely “counter Clips” from the 70s and 80s now run  
$129 for 50 half-inch clips. Yikes!   

So how can one create the same thing (or close to it) 
without the expense?  I thought about this for a while. I 
knew the old clips were, in fact, just “c-channel” 
magnets used to attached labels to metal shelving.  A 
quick look on Amazon located such clips, and the 
project was under way. 

 

First stop was Target for a magnet whiteboard. Soon the 
c-channel magnets (Magnetic Cardholders 3/4” x 2” and 
1/2” x 2”, from Allgner Label Holder Corp.). This brought 
“set-back #1”. The c-channels have changed since the 
70s. The “channel” is much smaller, much “tighter” than 
the ones of old. The solution? Make new counters by 
copying unpunched counter sheets on to full sheet 
labels (I used Avery) and attached them to “shirt 
card/backings from legal pads”. Using a rotary paper 
cutter, I carefully cut out the counters, making sure the 
reverse side matched the front. (There is a trick to 
this….   “loosen” the counters so the lines on the “back 
side” of the counter sheet is more distinct.)  

The results were pleasing; the 3/4” clips worked well 
with the larger counters and I had little problems with 
“stacking” the counters. I purchased some 1/2” 
counters and intend on using them for some “magazine 
games” I’ve been meaning to play (like for the last 30 
years). 
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GAME DAYS! 
The following are photos of recent SBGC game days in 
no particular order.  

54mm French & Indian War – Braddock’s Expedition! 

 

The British and Colonial Troops must push past the 
French and Indians! 

 

Ambush! 
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Huzzah! The British push past the Ambush with stiff 
bayonet charges, a whiff of grapeshot and grit! 

 

 

 

 

 

 

 

After Action Report   The Battle of Asti, 1704 

By Chris Salander 

 The French and Imperial armies fight for control of the 
Spanish throne and Spanish possessions in Italy and 
Belgium.  The French army was about 20% Bavarian and 
30% pro-Bourbon Spanish.  The Imperial army included 
contingents from Savoy, the Palatinate, and pro-
Hapsburg Spain. The Bourbon Spanish were still using 
pikes. 

The battle lines smashed into each other, and ground 
each other down.  Infantry versus infantry tended to be 
firefights rather than melee.  One thing that made a 
difference was that the Bourbon army had its artillery in 
line with its infantry, rather than bombarding from a 
distance.  They also had the only elite unit on the table, 
French gendarmes.  Both gave them an edge in the 
combats, which eventually led to victories against 
Hapsburg infantry units.  Also, the French had two 
dragoon units that could dismount.  They waded into 
the marsh along one side of the battlefield and shot into 
the flanks of attacking Imperial cavalry.  Also, the 
Bavarians occupied a town which allowed them to flank 
any Imperial cavalry charges on the other flank. 

On the French left, their cavalry eventually chewed 
through 3 infantry units.  On the right, the infantry and 
cavalry eliminated all of the Imperial cavalry, and two 
cavalry units sent over from the other flank arrived just 
in time to prevent a French breakthrough.  The German 
and Irish troops in the center of the French line were 
constantly bombarded, but held on for several turns 
before dying.  
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While Prince Eugene used his 3 command points to help 
stabilize his right wing, the left wing was not so lucky 
and lost 3 cavalry and 2 infantry units. That was half of 
the command's units, so it had to test morale and that 
wing broke.  The Imperial battle line was flanked and 
threatened with envelopment, so Eugene pulled out the 
rest of his infantry and withdrew behind the cover of his 
right wing cavalry to fight another day. 

French victory -- 8 enemy units broken versus 1 
"French" unit lost. 

 

View from the north: 

Spanish cavalry (La Reina, Mahoney, Milano) support 
the Bavarians. To the right of the Bavarians are Viejos 
Morada and Viejos Amarillo.  Viejos Colorado was not 
quite ready in time, so their place was taken by the 
Zuniga regiment in white. All of the figures are Khurasan 
Miniatures. 

 

 

 

View from the south: 

French gendarmes and infantry from Champagne throw 
back the Imperial Kuirassiers, leaving the Imperial 
dragoons to face them.  The fellows with the green and 
yellow trim are the Meningen regiment from the 
Palatinate.  They can also be the Spanish Nestien 
regiment. Palatinate infantry can be seen in the upper 
right, with dark blue coats and a white flag with a red 
lion. In the top left, the Germans and Irish take a 
pounding from Imperial artillery.  All of the cavalry and 
artillery are Khurasan Miniatures. 
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MILITARY TRIVIA   
By Chris Salander 

ACW 

The Union crew members inside the turret of the USS 
Monitor could not see out at all, except for the gun 
ports, when they opened them up to run the guns out.  
Someone had put white marks on the part of the deck 
that did not turn, so that they could tell which way was 
bow, stern, port, and starboard, but these marks were 
rubbed out during the battle with the Virginia.  As a 
result, the gunners had no sense of direction.  To find 
their target, they had to wait until the guns were 
loaded, run them out, then start rotating the turret until 
they saw the CSS Virginia through the gun ports.  It was 
so difficult to stop the turret from rotating that the 
would just fire "on the fly" as the guns rotated towards 
and past their target. 

 

 

 

 

Napoleonic 

 A unit of Swiss infantry fought in the French army 
during the Waterloo campaign.  After Napoleon's 
abdication, all of the Swiss units were disbanded or sent 
home to Switzerland.  In the short time before the 
campaign started, only about one battalions worth of 
Swiss troops could be brought together. This battalion 
was designated "Deuxieme Regiment Suisse" (2nd Swiss 
Regt.).  It was part of Dupeyroux's brigade, 10th 
(Habert's) division, Vadamme's III Corps. The unit was 
annihilated storming across a bridge over the River Dyle 
during the battle of Wavre. 

 

Korean War 

Prior to the invasion of South Korea by the North 
Korean army in 1950, the South Korean army had no 
tanks, no anti-tank guns, no heavy mortars, and no 
artillery heavier than 105mm.  The United States had 
deliberately kept those items out of their hands 
because the South Korean Prime Minister, Syngman 
Rhee, had repeatedly threatened to invade the North, 
and the US wanted to make sure that he did not have 
the means to do so. 
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WWII 

Kill the command vehicle.  Some rules sets prohibit 
players from deliberately targeting the command 
vehicle in a motorized unit, or they force you to 
determine randomly which vehicle you hit.  In WWII the 
Italians were conscious of this tendency for opponents 
to try and target command vehicles and took steps to 
address it in their Semovente assault guns.  The 
command vehicle of each platoon had a fake gun 
mounted on its front armor, to make it look just like the 
other vehicles in the platoon.  (Provided you ignored 
the three big whip aerials.) 

 

 

 

 

 

MILITARY QUIZ ANSWERS (PAGE ) 
Question 
Number 

Answer 

1 Michel Ney 
2 Hal Moore 
3 Kublai Khan 
4 Julius Caeser 
5 Bernard Montgomery 
6 Oliver Cromwell 
7 George Washington 
8 Erwin Rommel 
9 Parmenion 

10 Stonewall Jackson 
11 Isoroku Yamamoto 
12 Vo Nguyen Giap 
13 Sitting Bull 
14 Duke of Wellington 
15 Bjorn Ironside 
16 Francis Drake 
17 Ieyasu Tokugawa 
18 Shaka Zulu 
19 Horatio Nelson 
20 William Wallace 
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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/
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