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This is volume #4 of Russ Lockwood’s edited re-publication of the very best articles by Wally 

Simon.  These short essays were originally published in Potomac Wargamers Review newsletter 

between the 1970s and early 2000s.  As advertised, the articles deal with the mechanics of 

running a campaign. 

 

Near to the hearts of soloists, the first 

article is titled “Solo Campaign: Zulus 

against British.”  The goal is for a British 

patrol to traverse the playing area.  Cards 

drive the incidents, involving sighting 

Zulus, running into an ambush, or an all-out 

attack by large numbers of warriors.  The 

solo player commands the British patrol and 

responds to Zulu contact.  The cards create 

the incidents, but the player needs to bring 

his own skirmish rules.  This game is 

readily adaptable to any scenario in which 

there is a great probability of close combat.  

For example, a Roman patrol transiting a 

forest in Germania, or American provincial 

rangers patrolling the woods around Fort 

William Henry a la The Last of the 

Mohicans.  One can pretty much adjust this 

system to any era. 

 

The article titled “Dot wars: Armies on the 

Move,” introduces an easy system for an 

army to gain or lose strength as it 

maneuvers against its foe.  As the army 

traverses a province, it can find recruits or 

discover that its forces are being attrited.  Once a province has been drained of its resources, it is 

marked as such, and the wily commander can seek to maneuver his enemy into the barren land. 

 

The campaign and battle mechanics demonstrated in “Simplified Campaigning: Napoleonics and 

Status,” can be handily modified to just about any period.  The campaign is won by the first 

commander who wins five more battles than his opponent.  Commanders bring a number of 

points to each battle, and tailor their division among infantry, cavalry, and artillery.  Successful 

units can upgrade their status (rabble to militia, to regular, to elite) based upon number of battles 

won and a die roll.   



Morale checks after each round of melee are dependent upon two factors only, unit status and 

casualties suffered.  This generates a percentage probability of standing, settled then by a die roll.  

Simplicity.   Simon illustrated how these various rules are applied in a short but engaging battle 

narrative.   

 

A particularly intriguing scenario is 

depicted in “Rhombusia Campaign: 

Colonization and Rebellion.”  

Rhombusia is an island consisting of 

eight provinces.  Each province has 

different resources.  All Rhombusian 

units are militia status.  In this 

scenario, the two players command 

armies of regulars.  Both players 

invade Rhombusia and will fight the 

Rhombusians and each other.  As 

you have probably surmised, if 

commander A confronts a force of 

indigenous Rhombusians, then 

commander B commands the 

Rhombusians for that battle.    

 

Since Rhombusia is an island, each 

invasion consists of an opposed 

landing.  Now, on the campaign 

map, players move Army Points 

(AP).  The commanders can divide 

their APs into a number of sub-

elements, maneuvering separately. 

When two forces collide, the APs are 

compared and a ratio is derived.  For 

example, if 400 APs meets 500 APs, the ratio is 4 to 5.  This is scalable.  The resulting battle can 

pit a 400 point army against a 500 point army, an 800 point army against a 1000 point army, or 4 

figures skirmishing against 5.  This allows the players to battle with mass armies or just 

individual figures.   

 

There is much more, all interesting, something for 

everyone.  I’m particularly glad that Russ Lockwood has 

brought Wally Simon’s many good ideas to a larger 

audience.  All four volumes edited and published by Russ 

are available On Military Matters.   
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