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Fallschirmjäger - Final Flight by Mark Wheeler  
The campaigns of the German airborne armies in the 
Low Countries and Crete in 1940—41 are well known to 
most wargamers, and several articles have appeared in 
previous issues of The Journal on their organisation and 
equipment.  

Perhaps not quite so well-known are the activities of 

the Fallschirmjäger from 1944 onwards, apart from 

perhaps the courageous stand of the 1st Paratroop 

Division at Cassino in May 1944.  In actuality, German 

paratroops were used as elite shock troops in virtually 

every theatre in which Germany fought in the closing 

months of the war. However, this was primarily as 

infantry. Very rarely after the invasion of Crete in 1941 

were the Fallschirmjäger used in an air dropped tactical 

role. The final occasion of this was in the Ardennes in 

December 1944. Operation 'Wacht am Rhein’  (Watch 

on the Rhine – a German patriotic anthem) was Hitlers 

brainchild.  It was to divide the British and American 

armies by driving the armoured wedge of Army Group 

'B' between them straight for the port of Antwerp, from 

a jump off point in the relatively quiet Ardennes sector.  

To achieve the local superiority to do this over 1, 000 

tanks were bled from hard pressed Army Groups in Italy 

and the Eastern Front, and airborne forces were to be 

used to seize vital junctions on the line of march.  
The airborne operation was codenamed ‘Operation 
Stoesser' (Hawk in English) and proved to be a fine 
example of how not to conduct an airborne operation. 
The objective of ‘Operation Stoesser’ was to protect the 
right flank of the 1st SS Panzer Corps by dropping a 
battalion sized battle group over the Hohesvenn area in 
order to block the vital Eupen—Malmedy and Verviers-
Malmedy roads, and to interdict American attempts to 
bring up reinforcements.  Specifically, its objective was 
to take and hold the crossroads at Belle Croix Jalhay N-
68 - N-672 until the arrival of the 12th SS Panzer 
Division. Both roads were main supply routes, the N-
68 Eupen and the N-672 Verviers up to Belle-Croix leads 
to either Malmedy or Elsenborn.  Additionally they 
linked with key roads leading to Antwerp, the overall 
objective of ‘Wacht am Rhein’.  The unit was then 
expected to hold any American counterattacks whilst 
the 6th SS Panzer Army dashed for Liege, all on day one 
of the operation.  No specific Fallschirmjäger unit was 
called on, but rather an ad hoc battle group of 1, 300 
men, organised into 4 Jäger rifle companies, a heavy 
weapons company with 12 machine guns and 4 mortars  

and supporting signals and pioneer elements, was 
formed from all the Jäger regiments serving in 11 Para 
Corps on the Western Front.  The reason for this was to 
avoid alerting allied intelligence to a possible airborne 
operation by the movement of an entire battalion. The 
Ardennes was a quiet sector and OKW wanted it kept 
that way to retain the shock element of surprise until 
the last moment. Unfortunately for the Fallschirmjäger, 
this desire for secrecy was counterproductive and 
sealed their fate.  
 
General Student selected Lieutenant—Colone1 von der 
Heydte a seasoned paratroop commander and veteran 
of the airborne assault on Crete and subsequent actions 
in Holland to command the battle group.  But he could 
give him no intelligence on objectives, timing, or allied 
strength – this was just not known, and it appears that 
Sepp Dietrich, commander of the 6th Panzer Army to 
which the Fallschirmjäger battle group was 
subordinated, was unwilling to share it.  He decided 
that Von der Heydte would be told these nearer the 
time.  This was on December 8th, and von der Heydte 
received no detailed instructions until December 14th, 
just 2 days before the start of 'Wacht am Rhein’ and the 
drop over Hohesvenn.  From the start, Von der Heydte 
received little or no assistance from Dietrich who had 
little conception of airborne warfare tactics and seemed 
more concerned with the progress of Panzers than the 
survival of paratroops.  Nervous of this lack of 
understanding of the correct strategic use of airborne 
forces and in particular their supporting arm needs, von 
der Heydte pushed for greater resources, in particular 
around communications.  Experience had taught him of 
the unreliability of radios, especially in mountainous 
areas, and he even requested carrier pigeons to be 
taken along.  Dietrich was dismissal of the request but, 
at least appreciating the need for precise and reliable 
communications between the Fallschirmjäger and the 
12th SS Panzer Division did at least allocate a four-man 
portable communications squad of SS men from the 
Hitler Jugend Panzer Division to jump with the 
Fallschirmjäger.  They had no parachute training or 
experience, and nor was there time for it to be 
acquired. Dietrich could provide no aerial 
reconnaissance of the drop zones, nor photographs, 
and, once again because of secrecy, would not 
authorise recce patrols of the area. Von der Heydte was 
horrified.  The area was mountainous, heavily wooded 
and prone to high winds. 
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Rule Writing – by Jim Webster  
When putting together a set of rules you attempt to do 
three things simultaneously. The two most important 
are you try and create a system which will accurately 
model the combat you are trying to represent and you 
will do this in a manner which is fun to play. The third 
which you always achieve is that you will express 
through the rules your own preconceptions and 
personal bias. When designing a rule set what do we 
need to include? I will go through the important bits 
one step at a time. 
  
Movement.  
This is one of the more important sectors. If you get it 
wrong everything looks silly, if you get it right no one 
will notice but the rules will work. It is tied in with your 
ground scale. With 20/25mm figures many rules use an 
ad hoc ground scale of I inch equals ten yards. This 
combined with an infantry move of about six inches 
works. In fact the six inch infantry move is about the 
right length for all scales. Any smaller and the move is 
too small to allow leg infantry to have any effect on the 
game, other than as pre-positioned fire bases. If with 
1/300 figures your move should really be 2 inches it 
often helps if you use a movement point system where 
you can allocate more points to a unit to push it 
through. The other thing to remember about 
movement on the modern battlefield is that it is a 
psychological process rather than a physical one. Being 
under fire should have more effect on slowing you than 
the nature of the terrain. I tend to ignore the effects of 
difficult terrain and use two excuses. The first is that 
you have to take the ground scale into account. The 
figures aren't suffering a deduction crossing the hedge 
because they are going through weak bits not visible on 
the table. The other reason is that the guys aren't 
actually walking anyway. All movement is short dashes 
followed by dives behind cover before bracing yourself 
for the next dash.  
 
The other difficulty with movement is vehicles. It has to 
be faced, they are so much faster than infantry. Hence if 
an infantryman is moving at 3mph and an APC 30mph 
the infantry's 6 inch move is matched by the vehicles 
60" move. Pity about the fact that the table is only 96" 
across isn't it.  Here I always quote Captain Ralph 
Ingersoll who was with the US Army in Tunisia. His book 
"The Battle is the Pay Off' is worth reading.  
 
"Tanks do not rush forward in the mechanised version of 
the flying wedge, as people at home sometimes 
 

imagine. They advance hesitatingly, like diffident fat 
boys coming across the floor at a party to ask for the 
next dance, stopping at the slightest excuse, going back 
and then coming on again, and always apparently 
taking the long way round. When they do have to cross 
a plain, they postpone the evil moment as long as 
possible by clinging to the lower slopes of the nearest 
ridge until some invisible force pushes them unhappily 
into the open."  
 
So there you have it, tanks do not actually move all that 
fast. Even if you as officer commanding want them to 
they aren't going to be happy at outstripping their 
infantry support. The other thing to remember is that 
the surface you are travelling over makes a big 
difference. It is 0K if you are clogging along a good 
tarred road. However by the time the second tank 
battalion passes that way the road is going to be a tad 
iffy in places. Indeed hurtling across country at top 
speed inside a tin box with inadequate suspension is the 
easy way to get terminal concussion. APCs are even 
worse because they are lighter and bounce more. So 
you have every excuse to restrict slow tanks to 12", fast 
to 18" and 24" for fast wheeled vehicles on roads. I 
often bottle out and allow players to roll up to 3d6 to 
get the inches they move. This has the advantage that 
you can tell them that wheeled vehicles off road get 
stuck if you roll a double. Tracks only get stuck or throw 
a track if you roll a double and move more than 18".  
 
Command and Control.  
If we look at rule sets we come across one interesting 
fact. There is a limited number of manoeuvre units that 
a player can cope with. A Manoeuvre unit I define as 
the ones that you calculate firing and combat for.  In a 
20th century skirmish game they are individual figures 
representing individual men.  In a unit based ancient 
game such as WRG 5th edition or Warhammer they are 
the units.  In Janet and John terms it seems that 
between ten and fifteen manoeuvre units per player is 
about right.  The more complicated the rules the nearer 
ten you get.  The better you know the rules the nearer 
fifteen you get.   Hence in twentieth century terms this 
guideline means that a skirmish game can cope with a 
platoon, given that support weapons with two or three 
crew are actually one manoeuvre unit.  However you 
can cope with a divisional level game, provided your 
manoeuvre units are battalions.  The big DBA/DBM 
breakthrough seems to be in the pip-point system 
which allows a larger apparent number of manoeuvre 
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After all if you are being really successful you are busy 

and might not find time or see the need to tell HQ. You 

are merely doing what they asked.  On the other hand 

pinned down or being driven back you will be on the 

phone as fast as possible.  Not only does misery love 

company, you hope against hope that HQ can help.  This 

attitude means that potentially HQ has the weakest 

morale and can panic and withdraw successful units 

who haven't bothered phoning home to brag about 

their success. 

At this point I'll close.  As you can see I've merely 

skimmed the surface, brought out a few well ridden 

hobby horses for you to cast an eye over.  If I have given 

you the incentive necessary to put together your own 

rule set then I count it a success.  The more people put 

ideas down on paper the better.  At the very least it 

gives the rest of us more choice of ideas to pirate for 

our own rules. 

 
Jim Webster/SOTCW 

 

The Bulgarian Army in WW2 by Dave Watson  
The Bulgarian Army of WW2 project was inspired by a 
new range of 28mm figures from Great Escape Games. 
They have created something of a niche with obscure 
WW2 armies. We also played a very modest role in the 
process by providing pictures and sources. 

Bulgaria did not join the Balkan Entente of 1934, not 
least because it had territorial claims on its neighbours 
that went right back to its modern creation after the 
Russo-Turkish War of 1877. Hitler offered territorial 
revisions to get Bulgaria into the Axis, and these bore 
fruit with the Southern Dobruja region coming from 
Romania. The German invasion of the Balkans in 1941 
allowed Bulgaria to occupy parts of Yugoslavia and 
Greece with elements of a Bulgarian population. 
Throughout the war, Turkey was seen as a major threat, 
and the best elements of the Bulgarian and Turkish 
armies faced each other across the Thracian border. 

The main function of the wartime Bulgarian army was 
as an occupation force in Yugoslavia and Greece. In 
Yugoslavia, this involved active participation in 
operations against the partisans. However, Bulgaria did 
not declare war on the Soviet Union and took no part in 
Operation Barbarossa. That neutrality did not save 
them when the Red Army arrived on their borders in 
1944. When the Soviets invaded, Bulgaria switched 
sides and took an active part in the campaigns to clear 
the Germans from the Balkans. 

At the outbreak of war the Bulgarian Army was 
organised in four territorial corps with ten infantry 
divisions and 24 frontier battalions. Each division had 
15,500 men in three or four three-battalion infantry 
regiments. These divisions were mostly equipped with 
weapons from the early First World War; mostly 75mm 
field guns with a handful of 105mm howitzers and 
mountain artillery. Anti-tank guns were the 20mm 
Solothurn, with some more modern Skoda 37mm. 
There were two rapid divisions, which replaced the 

cavalry, but ended up achieving neither the mobility of 
cavalry nor the armoured division’s punch. Tanks 
included a handful of CV/33 and Vickers light tanks. 

Bulgaria was low on the German supply priority because 
it wasn't fighting on the Eastern Front. However, they 
did provide 36 Skoda LT vz.35 tanks. Later under what 
was called Plan 43, they provided STUG III, Pkw IV and 
Sd.kfz 222 armoured cars. They also received captured 
French artillery and 37mm and 50mm ATGs. The biggest 
shortage was in motor vehicles with typically only 40-50 
per division. These were probably adequate for the 
defensive roles allocated to the Bulgarian Army but 
mobility would have been a challenge if Operation 
Gertrud (German invasion of Turkey) had been 
implemented. 

Great Escape Games sell their models as units or in 
packs. These come in helmets and caps. The uniform is 
described as Chocolate Brown, but as usual appears to 
have had several shades. I sprayed mine chocolate 
brown for a base coat and then added a lighter brown 
for the second coat. Then applied a wash and highlights. 
Hopefully that captures the variations and wear and 
tear. Officers had a grey overcoat. The Skoda tank and 
50mm ATG comes from the Butlers range. 

For further information, the Bulgarian Army is covered 
in the Osprey 'Axis Forces in Yugoslavia' title. For more 
detail (and I mean detail), there is the fabulous work of 
Kaloyan Matev, both on the armoured forces and his 
campaign study 'Red Wind over the Balkans'. He also 
wrote a much earlier Osprey type booklet back in 2000, 
with nice colour plates. If you are in Bulgaria, I highly 
recommend a trip to the Military History Museum in 
Sofia, which has a fine collection of armoured vehicles. 

Dave Watson/SOTCW.  This article is kindly donated 
from Daves excellent web site at 
https://www.balkanhistory.org/ 
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Forgotten Armies – Platoon 20 by Mark Wheeler 

Welcome to the next in an occasional set of articles that 

will explore what has happened to some of our fondly 

remembered hobby manufacturers, and indeed where 

they are now.  

Begun by Cameron Robinson and the late Dave Allsop, 

Platoon 20 is quite simply one of the oldest (and best) 

20mm modern ranges ever made?  It began life in 1978 

when Dave approached Cameron of Model Figures and 

Hobbies (MFH) to help with the casting of his range, Frei 

Korps 15.  Cameron wanted to break into the 20mm 

market and in particular the Vietnam War, a period and 

scale at this point not covered anywhere.  In 1979, at 

Cameron’s request, Dave designed twelve masters, six 

US Army and six Vietnamese.  These were duly 

marketed under the new brand of Platoon 20 and 

found a niche – indeed I remember buying some and 

those I can find are pictured below.  The design style 

was aimed at the 1/72 model vehicle market and within 

the 20mm world they could be described as being 

‘small’    

 

The above picture shows the two of them that I have, 

middle left, with a later slightly more bulky US figure 

released in the range as it expanded, to their right.  The 

presence of two Esci Vietnam US Special Forces figures 

at each end clearly shows the common problems with 

mixing plastics and metals - metals bulkier, plastics 

slimmer and taller.  All will mix of course, it depends on 

your acceptance levels of such things. 

Between 1981 and 1986 Dave produced approximately 

five hundred Platoon 20 figures.  Initially some pieces 

were quite crude compared to what he later achieved – 

twelve figures for the United States forces 1941: Pacific 

Theatre came early and illustrated the only problem I 

ever really had with Dave’s work; he seemed to touch 

many subjects lightly.  The ‘W’ Wake Island Defence 

range gave us seven infantrymen in Kelly helmets, two 

sailors and a tommy gun armed downed pilot.   

Fascinating but hardly what you needed to complete a 

rounded wargames unit! 

But Dave subsequently got into his stride when he 

comprehensively covered the Vietnam War with US 

Army (including various Special Forces) and Marines, 

Australians, Army of the Republic of Vietnam (ARVN) 

and Viet Cong, North Vietnamese Army (NVA) as well as 

civilians – there were some two hundred of these by 

the time he had finished! The civilians even included 

such esoteric entries as Buddhist Monks and Saigon Bar 

Girls (!) so I guess by this time Dave must have felt he 

was done with this particular conflict!  Interestingly 

Platoon 20 never quite offered the heavy weapons and 

artillery crews (and their weapons) to the same extent 

that they did infantry.  For the ‘free world’ forces they 

offered an 81mm mortar, a 105mm howitzer, and a .30 

and .50 calibre Browning’s, whilst the communists were 

provided with a 120mm wheeled mortar, a 12.7mm 

DSHK HMG, a 76mm recoilless gun, a twin rocket on 

tripod (?) and a M1938 M-30 122mm howitzer.  

Obviously all very useful and cleverly thought through, 

with applications for corresponding WW2 and Korean 

conflict figures.  I have these models and whilst a little 

simplified by today’s standards, they are still quite 

usable.     

It was inevitable that Platoon 20 would then address 

World War 2.  As the eighties got underway Dave set 

about producing some of his arguably best work for 

MFH.  A twenty six figure strong range of BP ‘British 

Paratroops 1944’ was accompanied by twenty eight FJ 

‘German Paratroop Fallschirmjagers’ and twenty five GI 

‘US Airborne Forces for the Ardennes’, many of the 

latter being in greatcoats and other winter garments.  

To oppose them Dave went on to sculpt nearly seventy 

Waffen SS pieces and rounded things off with a further 

seventy for the Russian Red Army and Red Navy (a 

first!)    

Platoon 20 was not just confined to figures and 
weapons at this time though.  Several hefty white metal 
kits were produced of the Vietnam service M48A3 tank 
and the M113 personnel carrier.  Both came in two 
variants – the M113 as standard APC and of course the 
Armoured Cavalry Variant – the ACAV.  The latter can 
be seen in the following four pages which show a MFH 
era catalogue montage produced in the mid-eighties. 
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Basic Training - Working with Soft 

Plastic Figures by Steven Bowns 

Background 
Many wargamers are put off using soft plastic figures, 
the so called polythene ones mainly in 1/72 or 20mm 
scale, because although very cheap, they are seen as 
difficult to prepare, paint and fragile once painted. This 
article will explain a method of preparing and painting 
soft plastic figures. Most of these ideas will not apply to 
so-called hard plastic (polystyrene) figures that are now 
on the market, mostly in 28mm scale, but some ideas 
will work for them too. 
 
Over the last two decades there has been a huge boom 
in the production of soft plastic figures in 1/72 or 20mm 
scale.  There are now nearly 3 times as many figures 
sold than in the late 1990’s.  Many new companies have 
entered this booming market, and the traditional 
manufacturers have responded with new ranges and 
releases.  Companies like Zvezda, Strelets and Orion 
from Eastern Europe are producing figures for periods 
that a few years ago would have been unthinkable – for 
example Riff Wars Arabs, Chechen Rebels and Korean 
War.  Other new manufacturers are emerging in China 
with excellent sculpting standards for example take a 
look at Caesar Miniatures.  Other companies like Hat 
Industrie are aiming their products specifically at 
wargamers, basing their ranges on army lists and the 
mix of figures on wargamers’ needs, and some 
traditional suppliers like Italeri have responded by doing 
the same.  Gone are the days of too many poses and 
those unusable casualty and “swinging the rifle” type 
figures.  Have a look at this superb Plastic Soldier 
Review website which reviews just about every figure 
on the market: http://www.plasticsoldierreview.com   
 
There are some new technologies making an entry too.  
Emhar and others have introduced a new type of plastic 
which allows you to bend the figures arms into place 
and they stay put.   It can also be glued by polystyrene 
cement.  This allows a great variety with arm positions.  
Other companies like Pegasus and Caesar use more 
vinyl in their plastic which allows for fantastic levels of 
detail.  Mould making and sculpting technology has also 
improved, with an increase in the use of multi part slide 
moulds which has given rise to some superb examples 
of the sculptors art being available, usually at around £7 
to £8 per box.  
 
Priced at around 12p per figure, clearly there is an 
economic advantage which is a great encouragement to  

wargamers to try new armies and periods at very low 
cost.  However, many traditional gamers are reluctant 
to use plastic figures rather than metal, the sort of 
reasons and counter arguments given are: 
 

 “The paint flakes off” – used to be true, but if 
you follow the following process there is much 
lower risk of flaking. 

 “They are in silly poses or the wrong number of 
poses”, this used to be true too but less so now 
as companies like Hat, Caesar and Italeri are 
making sets aimed at wargamers.  In any case 
their figures are cheap enough to buy extra 
boxes and you can plan your army in detail 
using the Plastic Soldier Review site on the 
internet. 

 “They are poorly sculptured” – again this might 
have been true in the 1970’s but not so now.  
The best figures are much better than metal 
wargames figures in both anatomy and detail. 
For example have a look at the WW1 Russians 
by Zvezda.  They are not the dwarfish 
caricatures with huge weapons and hands that 
some wargamers seem to prefer, most plastics 
look like real humans with in scale weapons.   

 “I can’t remove the mould lines and flash” – 
you can with a soldering iron as described 
below. 

 “They don’t cover the period I am interested in” 
– this might still be true in some niche periods 
but the ranges are now so large that there are 
very few periods not covered.   

 Plastic figures are too fragile, they will break if I 
drop them” –untrue as the plastics are lighter 
than metals they will probably incur less 
damage if dropped.  The dreaded paint flaking 
can also be largely overcome using the process 
described below. 

 “They don’t feel right – plastic elements lack 
heft” – OK partially true but you can get over 
this by basing on heavy materials like thick card 
or even sheet metal. Actually you can get used 
to lighter plastic elements too, and they can 
look so much better.   

With a bit of thought and effort it is easy, cheap and 
very rewarding to mobilise an anatomically correct and 
visually stunning plastic army.   
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Stage 4 Metallics and Varnish 
Now you can paint the metallic parts of the figures – 
bayonets, rifle barrels, grenades belt buckles and so on. 
The Vellejo metallics are good, they have a better finish 
than most.  Be neat and careful and use a small brush 
for this stage.  Once the metallics are dry, using Acrylic 
Gloss Varnish, mix up a gloss magic mixture using black 
ink for white and grey metals like silver, gunmetal and 
iron.  Use brown ink with just a hint of black for yellow 
metals like brass, gold and bronze.  Paint over the 
metallics with this gloss mix and be quite careful and 
neat.  If you wish to add further protection, it is possible 
to use clear uncoloured matt varnish on the non-
metallic parts at this stage but it is not really necessary.  
You have already varnished the figures once.  At this 
stage your figures are finished. 
 
Base Improvements 
Once your figures are dry, dry-brush highlights onto the 
base texture using a large flat brush steeped in paint 
then wiped almost dry on a tissue.  Just drag the brush 

very gently over the base so the paint just sticks to the 
highest parts that stick up. Use yellow highlights on 
green bases, white on sand coloured bases and a pale 
straw colour on brown bases. You should now have a 
nice deep contrast effect on your bases, the highlights 
are helped by the way you sprayed the undercoat and 
dry brushing, with the lowlights helped by the earlier 
inking   
 
You can greatly improve the appearance of your 
elements by decorating the bases further.  Model 
railway scenic products are great for this, there is a vast 
array of products but some of the best come from 
Woodland Scenics and Hornby which are available in 
most railway model shops and on the internet at: 
http://www.woodlandscenics.com  
https://uk.hornby.com 
You can do lots at this stage but it is important not to 
overdo it. Try and work with the geography of where 
your figures were most likely to fight, some ideas 
follow:  
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Tactical Combat Rules by David Newport 
 
Originally published on the Lone Warrior website. 
Author retains copyright and this article is published 
with the author's consent. 
 
Tactical Combat is a game covering company and 
battalion level actions using 20th century weapons. The 
game was designed for World War II action, but it 
handles recent conflicts as well. The design came about 
from a desire to have a simple rule set using only one 
chart that could handle the demands of rapidly teaching 
the game in a club or convention setting, and then 
playing the scenario to conclusion in a few hours. The 
game emphasizes correct use of suppressive fire to 
keep the opposition’s head down while manoeuvring in 
close for decisive action. Conversely, running around in 
the open and assaulting an enemy who has not been 
suppressed is a good way to get everyone killed. The 
emphasis is primarily on infantry, but tank actions can 
be handled as well with an additional combat table and 
a few extra rules so that combined arms battles can be 
played out.   
 
I have put on games ranging from Crete 1941 to D-Day 
to Barbarossa to the Bulge with only slight 
modifications to the basic system.  The basics of the 
Action Phase remained the same in all cases, but the 
command and special rules varied to try to capture the 
battles better.  For example, D-Day had beach assault 
rules, Crete had airdrop rules, the Bulge had the 
Germans short on fuel and road bound, while the 1941 
Soviets had command restrictions. Additionally, some of 
my more common optional rules are included in italics, 
and they can be dropped into the game easily. 
 
Tactical Combat is designed for use with 15mm 
miniatures. It can be easily played with any scale of 
figures with players adjusting the movement rates and 
weapon range break points to match what they feel 
looks right for their terrain and figures. I have used it 
with microarmor without adjustment and with 25mm 
figures by doubling weapon ranges. Game distances are 
given in inches. A couple of 10-sided dice are required 
for play. Note that the ‘0’ on the d10 is read as a 10. 
Low numbers are good, in general. The game requires a 
number of markers to denote different states for the 
stands on the table. I use cardboard markers for my 
games, but obviously you can use whatever looks good 
on your table, like different figures, casualty caps or 
rings, smoke markers, fuzz balls, etc.  

The necessary markers are for 1 Hit, 2 Hits, Suppressed, 
Paralyzed, and Finished. 
 
Tactical Combat is based around the manoeuvre of 
several different formations of troops. Depending on 
the battle that players wish to simulate, the stands can 
represent either squads or platoons of soldiers and 
tanks. With squad level stands, each player controls one 
or more companies.  With platoon level stands, each 
player controls one or more battalions. The difference 
between the two scales is primarily one of command, as 
the basic game mechanics remain the same. 
 
Game Sequence 
Tactical Combat is played in alternating turns. First one 
side will complete its turn, and then the other side will 
do their turn. There are chances for responding to the 
opposing side’s move with over watch fire, but only one 
side will be moving at a time. Each turn has the 
following sequence: 
 
Side A: 

1. Remove Finished Markers. 
2. Command Phase. 
3. Action Phase. 
4. Morale Recovery. 

Play then passes to Side B for a repeat of these phases.  
The game continues with alternating turns until the 
game length is met or someone wins. 
 
Remove Finished Markers 
After moving or firing, all stands are marked with a 
Finished marker. Removing the markers from a side’s 
stands will ready all its stands for action in their turn. 
 
Command Phase 
This phase is where players determine how much their 
men will be able to do during the turn.  Three command 
options are presented for the rules, and of course 
players should feel free to substitute whatever rules 
handle their figures and battles the best. Some of my 
suggestions for customizing them are in italics. 
 
Method 1: No restrictions. All stands can function at full 
capability every turn. This is recommended only for 
large games with many new players or for specific 
scenarios where players feel a lack of command rules 
are appropriate. 
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                                 The Jounal of the  SOTCW

One Hour Skirmish Rules Scenario - 

39th Battalion at Isurava 1942 by 

Steven Bowns 

This is another One Hour Skirmish mini campaign, based 
on the excellent film originally called “39th Battalion” 
but later re-released in 2006 under the title “Kokoda”.  
It is set around the village of Isurava on the Kokoda trail 
in the Owen Stanley Mountains on Papua New Guinea 
from 26-31 August 1942.  The men of the 39th were 
trained, with no combat experience as they were 
essentially a scratch unit formed as pioneers and work 
troops.  Due to the unexpected Japanese advance, they 
were thrown into the front line where they performed 
superbly in combat, slowing then helping to halt the 
Japanese advance when reinforcements from the 
Australian Imperial Force (AIF) arrived. The terrain was 
terrible, steep muddy slopes covered in dense jungle 
with lots of rain.  There were few tracks and these were 
covered in deep mud so infantry movement along them 
is reduced to 4” per turn. Visibility was low due to the 
jungle, mist and rain, so a maximum of 10” in the 
jungle, but 24” along tracks and across clearings.  
 
Game 1  - On the Track and First Attack  
Australian 39th Battalion “Chockos” (their nick name, 
short for Chocolate Soldiers)   Motivation is 4 
throughout  
 
Lieutenant ? –“Sir”  Rifle x3 Grenades, Binoculars, 
Leader x2,    
Max -  Rifle, Bayonet, 3 Grenades, Bruiser x2 
Jacko – Rifle, Bayonet, 3 Grenades, Lucky x2  
Darko – Bren LMG, Bayonet, 2 Grenades, Dead Shot x3, 
Bruiser x2, Lucky x1 
Burkey – Thompson SMG, 2 Grenades, No 2 on Bren, 
Dead Shot x1 
Johno – Rifle, Bayonet, 3 Grenades (has dysentery) 
Sam – Rifle, Bayonet, 3 Grenades 
Blue – Bren LMG, 3 Grenades, Inspiring x2 
Lance Corporal Ballorat, Rifle, Coward x1 
 
Japanese 144th Infantry Regiment Motivation 3 
 
Japanese Lieutenant – Sword, Nambu Pistol, Leader x2 
Japanese Corporal – Rifle, Bayonet, 2 Grenades, Bruiser 
x1, Leader x1 
Japanese Machine Gun – Type 96 LMG, Bayonet 
Japanese Rifleman 1 – Rifle Bayonet, 2 Grenades, 
Bruiser x1 

Japanese Rifleman 2 – Rifle Bayonet, 2 Grenades 
Japanese Rifleman 3 – Rifle Bayonet, 2 Grenades 
Japanese Rifleman 4 – Rifle Bayonet, 2 Grenades 
 
In this action a Japanese Rifleman 1 sneaks up and kills 
Sir with his bayonet in close combat. L/Cpl Ballorat runs 
off and hides, but is killed later.  Blue holds off the 
Japaneses for long enough for the others to escape back 
along the track to rally, but he is captured, tortured 
then beheaded later. Sam receives a leg wound which 
slows the others down so at night he crawls off into the 
jungle to die so as not to slow the rest.  If Sam has been 
downed but survives during this game, he is later 
removed at the end of the game.  Coward has a 
negative effect, like the opposite of inspiring so the 
enemy gets to remove one card once in any turn that 
L/Cpl Ballorat is visible to the rest.  
 
Game 2 Tricky Ambush   
Survivors of the above approach a large tree with an 
“Australian” behind it – they think it is Sam but it is a 
Japanese dressed in an Australian uniform, covered by a 
Type 92 MMG.  
Japanese– Motivation 3  
Japanese Imposter, Rifle 
Type 92 MMG Crew Served Weapon  
 
In this action Max gets a bullet in the stomach as he 
shoots the Japanese imposter but  Darko and Burkey kill 
the MMG.  After this action, the team finds a clearing 
with two native huts and leave the badly wounded Max 
to be picked up later by “Fuzzies” (native Papuans), 
protected by Johno whose dysentery means he can no 
longer walk. 
 
Game 3 “ Japanese Around the Camp Fire”  
Jacko, Darko and Burke (or just the survivors of the 
above less Johno and Max) sneak up on a small group of 
Japanese unwisely resting around their camp fire.  
 
Japanese – Motivation 2  
Japanese Machine Gun – Type 96 LMG, Bayonet 
Japanese Sentry – Rifle, Bayonet 
Japanese 2 – Rifle, Bayonet 
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Fallschirmjäger Final Flight – Contemporary 

Photographs 

 
Above: Members of an unspecified unit in the Ardennes, December 1944. 

 

Below: Von der Heydte (right) clearly demonstrating injuries acquired during the jump. 
  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


