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Russian troop types. 1 Dragoon trooper.
Green coat with yellow collar, cuffs,
shoulder straps and piping. Grey trou-
sers, black boots. Black helmet and crest
with gold trim. Green saddle cloth trim-
med yellow (RNC3). 2 Cossack. Overall
blue coat and trousers with red stripe
down latter. Black busby with red bag
and white plume. Blue saddle cloth
trimmed red (RNCI). 3 Hussar trooper.
Regimental colours varied. Suggest
brown dolman and pelisse with yellow
collar, cuffs and braid. Blue trousers.
Black shako with yellow cords and white
plume. Brown saddle cloth with yellow
trim (RNC9). 4 Pavlov Grenadier.

Green coat with red collar, cuffs, tur
backs and epaulettes. White trousers an
gaiters. Mitre cap red piped white :
rear, brass front. White belts (RN 11).
Jager. Green coat and trousers with re
collar, cuffs, turnbacks and epaulettes
Black shako with white cords and blac
plume (RN16). 6 Line grenadier drum
mer. Green coat with red collar, cuff
and turnbacks. Red shoulder straps an
green, trimmed white, swallows’ nests
Black shako with white cords and whit
over red plume. White trousers. Brow
rolled greatcoat over shoulder of mos
Russian infantry (RN8).



EDITORIAL

Another issue comes around, and I find myself trying to find
some words of wisdom for the magazine. I realise houw important
this column is to all of you, and so I don't want to disappoint
my many irregular readers.

Latest news on the shifting of the games cupboard is that
now that the University Health Services have shifted to the neu
Student Services Building, Counselling Services will soon absorb
the entire top floor of the Relaxation Block. This will mean that
the current Club Common Rooms will be swallowed up. The Ggames
cupboard was expected to be moved to the old Billards Room but it
would appear that this plan has been torpedoed.

The Commonwealth Bank wants to expand into most of the Bike
Shop area which, in turn, wishes to move into the old Billards
Room. The Clubs end up with whatever space that is left. Why the
Bank needs to expand at all, is beyond me, given that since the
installation of the AutoBank outside, its internal space remains
unused for most of the time. We can only hope that Clubs and
Societies <continue to fight this encroachment of the clubs'!
rights. But by the end of the year, the games cupboard will have
been shifted to somewhere.

Second semester meetings are scheduled for the following
Saturdays: 6th September

4th October
1st Novem er

The 4th October is especially important as it is a combined
Sale Day and Annual General Meeting (see Advert later). The AGM
sees the election of Q.U.G.S. President, Secretary, Treasurer and
Editor of THE QUEENSLAND WARGAMER. As Andrew Robertson intends to
leave wus and Mark Marychurch is finishing his Masters, we need
YOU to provide the new blood to fill these positions! So think
about it, and don't let your club go under. I, myself, am already
overcommitted and maybe in State Parliament as the new ALP member
for Toowong after this year's election. (So why not vote for him,
ehh? - Mark, your friendly President/Typist.)

Anyway, one final note, a special thanks should be given to
Mark and Andrew for all of the work that they have put into
Q.U.G.S5. for the past year. Andrew has been the best Treasurer
Q.U.G.5. bhas ever had, and that's coming from an ex-Treasurer!
Mark has certainly fulfilled has duties as President a million
times over. It 1is no understatement that, without Mark and
Andrew, there would be no Q.U.G.S. (And thanks to you to Jack who
singlehandedly kept the club running before us - Mark again)

Anyway see you on the 6th September.

Jack Ford.

AN OFFICIAL APOLOGY.

On the 27th of May 1986, Neil Mack, one of your Q.U.G.S.
members contacted the Editor in relation to an article that
appeared in the last issue of THE QUEENSLAND WARGAMER. Mr Mack
was very concerned about a mistake that was in the 1list of
d.U.G.S. members and their interests. Apparently we had listed
him as an AD&D player whereas he was adamant that he simply a D&D
player. So I promised Mr Mack that I would print a retraction,

and I have kept my promise.



SCENARIO DESIGN - BACKBONE OF THE WARGAME
by Dale Murdock

Since the days of von Reisswitz's Kreigsspiel, the
determination of wargame scenarioes has remained virtually
unchanged. Yet scenario design is perhaps the single most
important facet to a pleasing, successful game. A well prepared
scenario provides posture and direction to a game where a poorly
designed scenario often leaves the game a displeasing, amorphous
mass. From the term "scenario" arise many concepts. Most gamers
find it to be a highly variable series of information bits
concerning forces, plans of action, situational estimates, etc.
There is, however, far more to a scenario than this.

A wargame scenario may either be of historical or synthetic
origin. Historical scenarioces use extensively researched data to
produce a game capable of reliving history. They require maximum
accuracy with orders of battle and deployments of forces. Some of
the most pleasing wargames played relive history via well
developed scenarioes, especially those games played in sequence,
representing the —cource of an entire campaign. Synthetic
scenarioes relate generalised data to a fictitious situation,
producing games that are analogous to history. Synthetic scenario
design requires only a basic knowledge of military history and
operations; a fundamental wunderstanding of tactics, though
helpful, is not essential.

Game scenarioes usually have been, and for most wargamers
will continue to be quite variably determined. One of the eminent
problems facing a designer is whether the wargamers desire a
common, typical combat situation, or a unique or extreme
situation. Further, the matter of play balance must be considered
as well as providing players those forces and situations which
they are capable of handling.

The determination of a scenario falls into the category of a
pre-game activity. Where more than two players are present,
someone usually is chosen as umpire or referee. In such games, it
is the referee's function to produce a game scenario and then to
properly construct the game terrain surface. The player's pre-
game activity is to learn the scenario, assemble their forces and
to develop a game plan or strategy. Where only two players are
available, the "home team" assumes the scenario chores of the
referee, and the "visiting team" is customarily given his choice
of side. Since the time required for accomplishing all the
scenario chores can be as long as the game itself, this function
is often better performed prior to the day of the game. Thus
there will be a maximum time available for actual wargaming.

Rs the first step in scenario design, prepare a brief
general situation to be identically given to both sides. Include
whatever information would have been available to the opposing
forces in the real world, perhaps even a review of past military
actions leading wup to the current battle and any politically
relevent events. Be sure, however, to keep the general situation
brief and state only those facts having a bearing on the game. A
short type written paragraph usually is sufficient -- remember
most wargamers will be playing for enjoyment, not for scholarly
intent.

After the general situation is prepared, two or more
separate special situations are developed, one for each side
and/or player. The special situation explains the conflict as
viewed by the commanders of each side. There are five key parts
to the special situation:



1. a terrain description for the area of impending
operations, often including a map;

2. an itemized breakdown of available forces and order of
battle, often incuding command organization and communications
lines for advanced playerss

3. an intelligence information on enemy forces, especially
any significant potential threats;

4. the mission to be performed, andj;

5. a statement of victory conditions.

There are several nuances in good scenario design. Both the
general and special situations are best given simultaneously to
the players, in written form. Though they should be brief, they -
must be comprehensive. Of utmost importance is that players and
umpire, if any, all thoroughly understand the scenario prior to
the start of the game. 1In any event, the guiding thought should
be to construct a scenario which requires little, or preferably
no modification of the game rules.

-0-0-0-

THE BRITISH INFANTRY BATTALION OF WwIir
by Dale Murdock

MOTOR .BATTALION 1940:
BHQ and: 4 motor Co with 3 motor plts of 3 sections (1 X 15cuwt
truck, 6 men, 1 LMG each) and 1 scout plt of 3 sections

(3 universal carriers each)

MOTOR BATTALION 1942:

BHU and: 1 A/T Co of 4 plts (4 X 2pdrs or 4 X 6pdrs), 3 motor Co
with a mortar section (2 x 3" mortars), 2 motor plts, 1
scout plt, and 1 MG plt (4 X Vickers MMG )

MOTOR BATTALION 1944:
BHQ and: 1 support Co of 12 X Gpdrs (A/T) and 8 X Vickers MMGs, 3
motor Co each of 3 motor plts (in armoured half tracks)

and 1 scout plt (carriers)

LORRIED BATTALION 1943/4;

BHQ and: HQ Co with 1 mortar plt (B X 3" mortars), 1 carrier plt
(13 carriers), 1 A/T plt (8 X 2pdr, later 6pdrs) 4 rifle
Co of 3 plts of 3 sections of 10 men + 1 LMG (1 MMG plt
with 4 X Vickers and 1 RASC transport plt with 30 X 3
ton lorries often attached from Brigade)
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FRENCH NAPOLEONIC ARMY (1809 15): ORGANISATION AND ARMY LIST
by Mark Marychurch

In response to my earlier article on the Prussian Army, I
have had some requests to write one on the French and Russian
armies. A Russian article maybe included in one of next vyear's
magazines but here is the French.

The basic subdivisions of the French Grand Armee into
Regiments/Brigades/Divisions/Corp was standard for the whole of
the Napoleonic wars. But I have limited myself to the period when
the French had a battalion strength/organisation which wuwas
virtually constant. The earlier battalion strength/organisation
was significantly different and therefore would not allow units
to be used for the wide variety of campaigns that the 1809-15
period allows. But over this period, regimental organisation and
troop quality wvaried greatly, so there still could be a large
variety of options available in the forces used on the table
(even with a standard battalion size). Also NO details as to
Guard organisation will be included, see later for reasons.

The following is the general French army organisation.

INF. CORP ->1-5 INF DIVISIONS ->2 BRIGADES ->2 Regiments
(gen. at least 3) (1 legere/3 line)
->1-2 6/8pdr Batteries

->1 LIGHT CAV DIVISION of Chasseur a Cheval (see below)
->RESERVE FOOT ARTILLERY ->1-2 12pdr

CAV., CORP ->2-3 CAV DIVISIONS ->2-3 BRIGADES ->2 Regiments
(one type only, eg Dragoon)
->1-2 Horse Batteries

(NB. In 1812 Russian campaign, Cavalry Corp had 3 Divisions;
1 light, 2 heavy)

The Line/Legere (light) battalion had 6 companies in this
period; 1 Grenadier, 4 Fusilier and 1 Voltigeur (skirmishers)
with a battalion strength of around 720 men. In 1808, regiments
had 4 battalions generally but only three seem to be in the field
together at anytime. In 1812, regiments were edicted to have 5
battalions and 2 3pdr guns. The Russian campaign prevented full
implementation but the French units involved in the central Corps
in Russia had this strength generally. Some Corps had variations
of the above organisation: one regiment per brigade but more
brigades.

After the Russian debacle, regiments had, in the field, only
1-2 battalions (establishment was 4) with reduced morale and
training due to being hastily raised conscripts (more Raw units).
While in 1815, the infantry were of better quality (back to
Trained) but regiments generally contained only 2 battalions.

Cavalry numbers changed greatly from losses in Russia. A
typical regiment had 600 men in 4 squadrons up to around 1812.
During 1813/4, all line regiments had less than 4 squadrons (at
best 3 weak ones). In 1815, the sqguadron strength was around 150
men and Tregiments contained 3 squadrons (some heavy regiments
contained 4).

An artillery battery had the followings; 6 12pdr guns and 2
10" howitzers for reserve artillery and 6 6/8pdr guns and 2 5.5"
howitzers for field batteries. Horse batteries had 6 4pdr guns.
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