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Review by Jonathan Aird

his represents a slight detour on our
expedition through the classic books of
wargaming to take in an unusual format WARG AMES
that nevertheless fits well within the general J
MANUAL
It was in the years of desolation — the only
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mainstream wargaming magazine had shut up
shop, folded its tents and merged unhappily with
Military Modelling. Battle was no more. So,
imagine my surprise one chilly Christmas
morning to wake up and find the familiar heavy
stocking on the end of the bed. Poking out of the
top was the anticipated roll of seasonal comics
and one other thing — a magazine? No! The title
declared it to be the Battle for wargamers
Wargames Manual. And so this young man was
lost to his family for the next 24 hours -- except
for a break to consume the traditional feast, and,
no doubt watch the latest Bond film to hit the
small screen!

Hopefully, the foregoing has made
clear my own personal nostalgia for the Battie for

softback, oversized wargames manual. wargamers
Even looked at now, with as much WARGAMES

impartiality as | can muster, it remains an
excellent read. It was written by the
flower of the wargaming fraternity —
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battles based on a figure ratio of 1:330. This is written in his customary engaging style. John
Bennett’s piece on “Solo Wargaming” fits in a wealth of ideas in just a couple of pages. Jeff
Bayton provided a well-reasoned set of medieval rules which provide for a fast and fun game
whilst retaining an air of believability. George Gush was keen to get us all playing the
renaissance period, Paddy Griffiths thought we should be gaming more sieges, and Brian
Carrick tried his very best to convince everyone that games with 54mm figures played across
the sweeping expanse of the back garden was the way ahead. There truly was something for
everyone. All the articles were profusely illustrated with black and white photographs and
line drawings and to top it all the centre pages were a full colour ready to play Saxon army
drawn from the range of cardboard flat figures produced at the time by Standard Games.

MANUAL

SOLO
WARGAMING

A separate and significant branch of the hobby described by John Bennett

[argamers have always been intrigued by

the prospect of playing their games single-
ded. Often the problems can be quite
siderable, but a good daal of the fun in salo
gaming lies in trying to overcome them. The
sbsence of an opponent is never regretted, for
solo wargaming, like all one-person games, is
= form of puzzle, therefore the technique lies
7 salving rather than winning them.

Solo wargamers may come from a cross
section of the wargaming fraternity and their
reasons for becoming soloists are varied. Man
such as novices and those wha lack wargaming
-a-ners may regard solo wargaming as a

ec ot atall,
Whilo others may turn to solo wargaming as a
blessed relief from the *'win-at-all-costs’
=iwiude pravalent in the competitive variety!
er factors have encouraged solo play in
years; such as the increasing
cialisation and diversity in the hobby, and,
of course, the micro-computer boom which has
also helped to produce considerable
mprovements in solo play generally.

However, despite much keen interest shown
towards solo wargaming there is still an air of
mystique about it. In the past the problem of
=ck of information caused experimenters o feel
that solo wargaming could not possibly live up
o their expectations of being a complete
aiternative to the competitive game. It was not
wntil 1973 that the first real landmark occurred
in establishing solo wargaming as a separate
and significant branch of the hobby. This was
the publication of Don Featherstone’s book on
the subject, Solo-Wargaming, published by
Kaye & Ward, but now out of print. Three years
iater the Solo Wargamer's Association was
formed, has since spread worldwide, and has
attracted many of the better-known names in
wargaming as contributors to its journal Lone
Warrior. There is still much to be learned, but
the SWA has accomplished a great deal in
Bringing solo wargamers from all corners of the
earth in cnntact with each other so as to
exchange idea:

The attractions of solo wargaming are that
itis a relaxing, though intellectually-stimulating
pastime without any of the restrictions or
distractions of competitive play. With unlimited
time at his disposal and freedom to experiment
in any dirsction he wishes, the solo wargamer

is able to conduct the most elaborate
campaigns, tailoring his game te suit his own
precise specifications

However, as an alternative to competitive
wargaming it must be kept in mind that the
removal of the competitive element causes a
wacuum; to fill it an interior tension must be
generated otherwise the result will resemble a
replay rather than a game. Sola rules supply this
fension by laying a veil of uncertainty over the
proceedings — “'a Fog of War'"

lost newcomers to solo wargaming are

under the impression that solo play is a matter
of pitting one's wits against an '*automatic
general’’. This would, of course, be the perfect
solution — unfortunately nothing in wargaming
is perfect! Despite this cautionary remark there
are times — particularly when one is working
with a computer — that solo wargaminy
approaches close to this ideal, and the soloist
is able to capture the illusion that his
““apponent”” is being controlled by an unseen
hand.

Much depends on the viewpaint that the
soloist adopts. It is of little use just to lay out
each side and then move them alternately,
remaining fully aware of what you intend to do
for both sides. Such a game, being devoid of
tension, is almost certain to end in deadlock
if not tears before bedtimel However, once a
few methods have been introduced that
cobscure the amount of information available to
the player, an element of uncertainty is added,
and from his basic observer-viewpoint the
soloist is able to set targets to be achieved,
systems to be beaten, or aim to improve on
previous results. Gaining experience, he might
then try a shift of viewpoint: identifying with
certain characters in his game using role- play

the

outward limit of his possible progress on that
turn. On subsequent moves further circles are
added, each marking the limit of his progress
in any direction. The series of concentric circles
is continued until your patrols locate the enemy
somewhere within the pattern.

In order to prevent unrealistically erratic
enemy movements, his progress can be
channelled by dividing the circles into segments
and allotting percentages according to the more
likely directions. Hence, where a circle
penetrates a difficult terrain area, such as a
marsh, then a low percentage would be given
there. Similarly a high percentage would be
allotted where a circle segment covers a road
leading towards a likely objective. These

methods, or even

an be further varied according to

by
programming the enemy’s intentions in advance
and playing against the system as though it
were a true adversary.

Depending on your aptitude this can be
achieved by making forays into the Theory of
Probability, or, more simply, by instituting
systems of chance to take care of the enemy’s
actions. A word of warning though; chance
must be alhed to probability otherwise the

“'opponent” will tend to behave very irrationally
indeed!

simple method of simulating logical
decisions on behalf of the enemy general is to
list some reasonable alternatives, allot
percentages to the likelihood of “his" choosing
them, and dice for that which will be chosen
Another method, which can be used when
plotting an enemy'’s strategic movement on a
map is to draw a circle around his last-known
position, the radius of which signifies the

Below and next page, games in the grand style
are often staged by the solo gamer, although
actions such as these do take up quite a lot of
space. If good terrain and buildings are used the
solo wargamers’ whole set up can become an
interesting conversational piece for visitors.

the competency of enemy command. The
enemy is located when one of your own
observation patrols is in a segment when the
correct dice percentage is thrown; but since the
circle system must be restarted from that paint
an absorbing cat-and-mouse situation can
develop, where the enemy may be located one
minute and lost the next. This system would
be particularly applicable to the convoluted
manoeuvting of 18th century warfare.

Some soloists achieve quite a realistic
semblance of the ebb-and-flow movements of
adversary forces on the field of battle by
automating the morale reactions and counter-
reactions of the respective armies. By means
of detailed charts, cross-referencing, and
innumerable dice throws the units are
influenced by both their own, and the enemy’s,
morale; producing a snowball effect as their
actions become less dependent on the original
orders they were given, and more dependent
on events occurring in their immediate vieinity.
This method is ussful when staging large
Napoleonic encounters where very often the
soloist finds himself “running around like a wet
hen" helplessly trying to countermand his own

Solo Wargaming — and the SWA — get a good mention

Rereading the manual for this short review, | was reminded that | had (at the time) had the
intention of producing an army to the lists devised by Stephen Brown in his article “The
Warriors of Atlantis.” This took the little ancient writing about fabled Atlantis and, by a
series of well-reasoned arguments, developed a probable army description. It was a
wonderful mix of fantasy and historical to provide an unusual army — that it included chariots



and elephants and plenty of spear-armed heavy infantry backed up by a range of missile
troops means it would also be a very flexible army as well. As I look at my spare plastic
figures from various other ancient period armies, it seems to me that now might be a very
good time to resurrect that old idea either for WRG Ancients or DBA (or both!).

Copies of the Wargames Manual turn up regularly on Ebay and are usually priced at only a
few pounds (around $5), representing a very sound investment at that price.



