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After 18 months away from home, it was nice to settle back down to family life and, from a 

wargamer’s point of view, the chance of a game.  However, wargames are fine in our unheated 

garage in summer but in my part of the world it can easily be minus 20 degrees Celsius in 

February.  Because of this, I wanted something relatively quick and easy to set up in the house. 

 

Several factors led to the following wargame coming together.  My son has got to the age where 

his 4’ x  6’ model railway table no longer holds the attraction it used to have and he is about to 

take it down to store, perhaps for use sometime in the future.  When asked, he kindly allowed his 

good old dad to use it for a battle.  I also have WW2 German infantry in abundance and a pack of 

Caesar Partisans lying around waiting to be used.  This spurred me on to finish a few model kits I 

have had in the loft for many a year, along with a card model of a factory.  I kept some of my 

son’s terrain on his layout and added woods, extra buildings, barbed wire and two pillboxes 

 

Lastly, I have a copy of Donald Featherstone’s Wargaming  Commando Operations and 

Reflections on Wargaming which contains a set of rules for FIBUA (fighting in built up areas).  

These are typical old-fashioned simple rules which appear to have been designed for 1/32 scale.  

I have no commandos, but I do have partisans all in 1/72 scale.  I have often thought that many 

WW2 rule sets neither look nor feel right when a figure is firing across a street that is 100 yards 

across, as it were.  Therefore, I thought these rules seemed to give the right feel.   

 

The scenario: 

Since the scenario involves partisans, I decided that it should take place “somewhere in France” 

in 1942 just outside the small fictitious town of Dannyville.  Photo 1 shows the board.  The town 

is actually at the northeast corner and is where German reserves are garrisoned.  The factory 

consists of the three brick buildings beyond the church and cottages: these last two buildings are 

without residents and are used by the German factory garrison as canteen and sleeping quarters.  

There is a small station with platform and signal box on the eastern side of the table which is 

where a train regularly delivers items for the secretive factory.  This station and the engine shed 

to the southwest have French railway staff, but with German sentries moving amongst them.  

Note there is a pillbox to the west of the station and one on the corresponding east side with its 

own ATG and can act as a checkpoint for the train. 



 

 
Photo 1.  The board at the beginning of the 

game.  Partisans are on top of the tunnel and 

are secreted in the woods awaiting the train.  

At the top right-hand corner of the table is the 

very edge of Dannyville.  Note pillboxes and 

barbed wire. 

 

 

 

 

 

 

 

 

Now because I was using my son’s table, track and tunnel, I would ask the reader to imagine the 

tunnel and hill to be part of a larger elevation rising up to mountains on the southeast.  The track 

leaves the north exit of the tunnel and goes west round to the station, then goes south, curves east 

and into the tunnel to go back under the beginning of the massif to “somewhere else”. 

 

The Forces: 

 

The Germans have two platoons, one in and around the factory, the other is in Dannyville and 

can be summoned in emergency.  The second platoon will come by lorry once it is contacted and 

ready.  My way of representing this response is by throwing a D6 on every German turn and 

noting the score; once the total has reached 20, the German convoy can appear on the road from 

the town.  This makes it uncertain exactly when reserves will arrive, but the partisans have a 

rough idea.  The Germans have two light armoured cars: one on the factory premises, the other in 

Dannyville with the reserves. 

 

The partisans consist of 41 resistance fighters (a full packet of Caesar partisans minus the 

surrendering figure) organised into four groups/sections/squads.  Each group has a similar 

composition of rifles, SMG’s, a petrol bomber and a box of explosives (actually the crates from 

Airfix German Mountain Infantry mules!)  Two men in each group carry these boxes and cannot 

use their weapons while they do so.  Each petrol bomber figure has a green counter placed under 

its base:  this is removed when the figure uses its inflammable missile. 

 

As I mentioned earlier, the rules are simple which means they are rather general and weren’t 

primarily designed for solo use.  So, I had to add my own little rules to tailor make them for this 

improvised scenario, especially as I wasn’t playing either side.  This meant I might simply 

depend on the throw of a D6 to determine the action of a group or individual in a particular 

situation:  1,2,3 you can, 4,5,6 you can’t sort of thing. 

     

Each side had objectives, of course, that of the Germans being very simply to defend the factory 

and surrounding area.  The French were to destroy the factory and train and generally cause as 

much destruction and inconvenience to their enemy as possible. 



 

The rules have the following turn sequence which is best kept to rigidly when soloing. 

 

   1.  Move 

   2.  Opportunity Fire 

   3.  Fire 

   4.  Morale Test 

   5.  Spread of Fire 

 

In a solo game this is particularly important as the player must keep an eye on the second part -  

Opportunity Fire – which, as I found out, had a rather nasty effect on would be attackers. 

 

The Wargame: 

 

It was decided that the game would start at 10.00 am when the train came out of the tunnel: the 

French Resistance being unwilling to blow up the actual locomotive driven by a French civilian 

driver – destruction of track, trucks and tunnel being deemed sufficient.   

Once the dynamite exploded or not, depending on a die roll, the French would move first. The 

idea of a day attack was because the rules do not seem to cover night operations, and also, 

sometimes attacks have to be scheduled to coincide with other events. 

 
Photo 2.  The beginning of the game: 

Partisans wait on the tunnel hill, ready to 

blow up the tunnel entrance as the train 

comes out. 

 

The train steamed out of the tunnel 

and the partisan explosives expert 

pushed down on the plunger setting 

off the dynamite charge - I needed 

3,4,5 or 6 on a D6 and scored 3.  

The French Resistance forces began 

to move.  Some on tunnel hill 

started to descend, one group in the 

wood moved towards the western 

end of the wire, a third group 

towards the engine shed.   

 



 

Another group headed by the Resistance 

leader (the figure in raincoat with a pistol) 

aimed north straight for the barbed wire - 

I had given each group a choice of 

directions, sadly this group chose, by 

means of a D6, what I thought was the 

worst option.  The German move was 

largely one of checking to see who 

reacted (a 4, 5 or 6) on hearing the 

explosion and who hesitated (1, 2 or 3).  

The section in the factory buildings did 

nothing as did some men in the cottages.  

The commander at the factory had a 

message for aid radioed to Dannyville 

immediately.   The ATG team decided it 

was best to scramble into the pillbox and 

join the LMG team there.  The armoured 

car just waited. 

 

 
Photo 3.  Move 1. Detonation!  The locomotive is 

derailed and the wagons are on fire. 

 

 

 

 

 

 

 

 

 



 
Photo 4.  The German commander at the 

factory with his HQ group react to the 

train blowing up. 

 

On the next move, the Resistance 

fighters continued their advances.  

In the rules, hidden enemy forces 

are allowed interactive fire (even 

though it’s not their move) and the 

LMG team in the east pillbox 

opened fire on the raincoat 

wearing leader and his small group 

(LMG’s have a 36” range in these 

rules) killing three figures, plus a 

fourth was lost to rifle fire.   

 

The French group heading towards the engine shed shot some sentries and dog handlers, being 

careful not to hit their fellow countrymen station workers.  The following German move was a 

very short one; some still didn’t react or had interactive fire in the French move and so had to 

miss firing in their own move.   

 

 
 

Photo 5.  Perhaps an unwise move for the partisans as they rush towards the wire.  The rule set possesses a rule 

whereby a figure stays at barbed wire for one move and is then deemed to have created a one-figure wide gap.  

Would these figures make it across open ground under machine gun fire? 



 
Photo 6.  Move 3.  Resistance fighters head for 

the engine shed.  Note one figure at left of group 

with a green counter under its base; this was to 

signify that the Molotov cocktail had not been 

used – yet! 

 

In fact on the next move (move 5) the 

Resistance leader (raincoat man) and 

more of his group were hit by LMG 

fire; the remainder would have to flee 

back to the woods.  At the same time, 

two figures from another section went 

to the engine shed and set it alight, 

whilst others headed for the signal box 

and cottages where German riflemen 

could snipe at them from the northern end of the platform and the cottages.  The section in the 

factory was now active (move 6) and could sweep this area between signal box and cottages with 

their LMG.  The German armoured car moved through the wooden fence to the wire, firing its 

machine gun and wiping out the partisan routers.  Only 26 Resistance fighters remained unhurt. 

 

All this time, the fourth partisan group from tunnel hill had been moving stealthily through the 

woods to reinforce the above attack.  I’m glad that they didn’t also decide to go straight at the 

barbed wire. 

 

 
Photo 7.  Move 5.  The leader is hit trying to get his men through the wire. 



 

 

 
Photo 8.  Move 5.  The figure in the blue jacket has had its green counter removed, having set the engine shed alight.  

To the left of the building a French railway worker decides to get out of the way. 

 

I felt that it would probably be wisest for the Resistance fighters to call off the raid and retreat   

(they had destroyed the train and set the engine shed on fire) but…….. a dice throw suggested 

otherwise, and the two western groups tried to push forward between the signal box and cottages, 



losing more men to German rifles and the LMG located upstairs in the central factory building.  

However, one Molotov cocktail hit the armoured car and up it went in flames.  Again, the 

German turn was very limited; they only needed to shoot and to hold on until reinforced.  

  

  
Photo 9.  Move 7.  A partisan rifle lady takes out a German sniper behind a wall and a brave petrol bomber 

approaches and hits the armoured car, setting it on fire.  He was soon to be hit by machine fire from the east pillbox.  

The green counter under his base will now be removed. 

 

It seemed that the French attack was losing momentum.  They were unable to get to the factory 

and now lacked sufficient manpower.  There were no more petrol bombs left, one explosive 

charge had been used on the tunnel and one abandoned when the French group trying to cross the 

barbed wire had routed, that meant two charges left behind the signal box but too far away from 

the factory.  There was some shooting and the reserve partisan group in the wood kept moving 

west whilst staying hidden.  The hope was that they could bolster the attack by the cottages. 

 

The Germans shot the petrol bomber who had destroyed the armoured car and sniped at other 

figures who were now in hard cover.  They could afford to wait, the French could not. 

Another D6 was thrown for the Germans bringing their score to 23, well above 20, so the 

German reserve platoon could come on the board next move. 

 

 

 

 



 

 
Photo 10.  A view of the partisans’ predicament -  it is a risky operation for them to get between the cottages.  Note 

the large arched window in the centre factory building, this contains a light machine gun team and there are riflemen 

at other windows in the factory.  The pillbox on the left also houses a LMG.  The row of dice behind the pillbox are 

the ones “counting” to the time when German reserves come on the scene. 

 

 
Photo 11.  The German reserves platoon moves from Dannyville towards the station. 



When the German convoy of reserves appeared on the table, the partisan second-in-command on 

tunnel hill signalled it was time to retreat – assume a flare was fired.  Those French taking cover 

behind the signal box still had explosives and decided to use them so as not slow themselves 

down with two heavy boxes during the retreat.  All French forces headed towards the woods with 

a view to then sneaking back onto tunnel hill and escaping into the mountains.  The signal box 

was blown up successfully, but more Resistance fighters were lost in the retreat.   

 

 
Photo 12.  The French Resistance retreat leaving many casualties.  Using their last explosives, they blow up the 

signal box.  In the background, the German reserves are getting nearer. 



 

On the next move, the German reserves drove over the level crossing and into the factory 

complex.  The German garrison was safe now and the factory undamaged.  I decided to end the 

game there. 

 

 
Photo 13.  The last move.  The factory is still functional and is now safe. 

 

Result and conclusion: 

 

The result was a German victory: the factory was undamaged and only about 10 men had been 

lost, plus an armoured car.  Significantly, they had caused quite heavy losses amongst the French 

Resistance.  However, the French had inflicted some casualties and destroyed the train, including 

its cargo, and blocked the tunnel; added to this the engine shed and rolling stock located in and 

next to it were out of action.  So, whilst the French had failed to get to the factory, it certainly 

wouldn’t be producing anything for some weeks. 

 

It had been a pleasant and quick game which did not turn out as I had expected.  The game lasted 

only eight turns, which may seem rather short.  However, you might double that because of the 

alternate move system, so there is a partisan move 1 and a German move 1 (and so on) with the 

opportunity fire overlapping, as it were.  I actually thought the partisans would quickly 

overwhelm most of the garrison and destroy the factory before German reinforcements from 

Dannyville would arrive (see my rather hopeful Photo 14).  I learnt as I played too; the French 



should have moved about in a more dispersed formation than in other rulesets and would then 

have suffered less from machine gun fire.  If the partisans had had at least one light machine gun, 

I think they would have done better.  Perhaps I shall convert a suitable figure. 

 

The rules worked well enough.  Any readers familiar with Charles Grant’s WW2 rules or those 

of Gavin Lyall would not be surprised by anything in this Featherstone set, although the 

opportunity fire (called reactive fire in the other set of rules in the same book) does make a 

difference, as it should in street fighting.  Should your desire be to recreate a section of 

Stalingrad, then I believe these rules would do the job well and, perhaps, they could easily be 

adapted to jungle wargames set in Burma or on Pacific islands. 

 

What next?  Perhaps a small campaign could develop from this – the partisans escape into the 

mountains to be pursued by German reserves or even mountain troops, with the nearby airfield 

being contacted and fighter or spotter aircraft sent to aid the German ground troops.  Then the 

partisans could try to set an ambush.  The choice, of course, is up to the wargamer and you don’t 

need a lot of figures! 

   

Lastly…..

 
Photo 14.  How I expected the battle to be but never was.  The factory burns and the overwhelmed Germans flee. 

 

And I would like to thank my son, Danny, for letting me use his model railway table for warlike 

purposes! 


