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From the EditorFrom the Editor
Well, another GenCon come and gone and I’m left
sitting at home.  Man, I have got to get out there next
year.  I think I’ll start planning now just to make sure
that I actually get around to doing it.  Speaking of
GenCon, have you checked out the new Dungeons
and Dragons yet?  Better yet, why am I bringing that
up in a ‘zine that’s pretty much just about miniatures?
Well, I gotta tell you that after about 10 years of
staying out of the RPG aisles of game stores I
recently picked up the 3rd edition books for D&D and
am hooked…again.  As many of you probably did, I
started my gaming life with D&D a long time ago.  As
I got older I moved (eventually exclusively) into
miniature war games and left RPG’s behind.  Ok, so
what does that mean for you, the reader of Fictional
Reality?  Will you lose miniature coverage in
exchange for RPG stuff?  No, I say again, No.  I will
be expanding Fictional Reality to include articles for
the new d20 system from Wizards of the Coast, but
not at the expense of miniature war game coverage.
The size of each issue will be increasing to
accommodate these new articles and maybe you’ll
stumble across something that you’ll end up liking.
My hope is that you do.

In this issue you’ll find two battle reports which log
the events of two of the most enjoyable games that I
have played in a very long time.  Lots and lots of
figure reviews and a review of two games.  The
second part of the VOID fiction that appeared last
issue gets finds its conclusion here and Deano lets it
rip with another installment of Standing Orders.
Congratulations go out to the two winners of last
issue’s contests (Eric Beck and Grimm).  Be sure to
check out the two contests nestled in this issue for
your chances to win.

Hope you enjoy this installment of FR!

Mark Theurer

As always, if you own the © to any game, miniature, etc that
appears in Fictional Reality I make no challenge in any form to that
ownership.  d20 and Dungeons and Dragons are © Wizards of the
Coast, Inquisitor, Orks, Warhammer and 40K are © Games
Workshop, Deluxe Ogre is © Steve Jackson Games, VOID is ©
I-Kore, Chronopia is © Excelsior, GASLIGHT is © LMW Works,
Mage Knight is © WhizKids, Confrontation is © Rackham



With our first orb
monster out of the way
we can move on to the
granddaddy of eye-
terrors, the Beholder.  If
you play D&D, or saw
the movie, the first thing
you’ll think of with this
figures is, “It’s kind of
small.”  Yeah, it is.
Maybe we have a young
one here, but even the
new D&D Monster
Manual lists them as
being large, and to be
honest, he ain’t too big.

With that said, it’s not a bad figure or anything, it’s
just not as big as I would have wanted.  If you put it
next to old Conjunctivitis it is noticeably smaller.  The
Beholder came in two pieces plus a clear plastic
stand (there was much rejoicing).  It did require a bit
more clean-up though as some of the mold lines
were pretty noticeable.  After several minutes with a
hobby knife and file all was right with the world once
again.  The eye-stalks are not all that impressive, but
the massive mouth full of teeth is nice.  The figure is
a good representation of the picture on page 25 of
the Monster Manual.  At $2.99 the Beholder is quite
reasonable and WOTC did a good job with it, but I
would gladly pay more for a larger model that is
closer in size to how large and powerful these terrible
creatures really are.  I hope that WOTC decides to
sculpt a new Beholder model for use with the new
version of ‘Chainmail’.

If I only had one that I could pick up I would lean
more towards Conjunctivitis.  The figure just packs
more of a wallop than the Beholder.
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MINIATURE REVIEWSMINIATURE REVIEWS
To start off this issue’s miniature reviews we’ll be
looking at two different monsters, each with a very
similar feel.

First, we have Conjunctivius from, duh look above,
Reaper Miniatures.  This ‘Orb Monster’ comes in
three pieces that fit together quite nicely.  The bottom
piece is really nothing more than a stand for the
floating monster to sit on and if you read my review of
the half-orc barbarian in the last issue you remember
my fondness for these metal connectors/stands.  I
know that sometimes they are needed for molding
purposes, but that doesn’t mean I have to like them.
Moving on, there were a few bits of flash and mold
lines that needed to be cleaned up, but they didn’t
take too long and were not too thick or problematic.
At first I did not like the tentacles coming out of the
sides, but the more I played with them (oh, that
sounds bad doesn’t it) the more I liked them.  They
can easily be bent to give the figure a more
‘attacking’ pose.  The model is of good size and
would be an impressive opponent.  At $4.95 it’s not
too expensive.  I’ll be putting mine on a clear plastic
base, but you probably guessed that by now.  On a
very light note I have to say that I love the name.  If
you didn’t know, ‘conjunctivitis’ is an infection of the
eye that is more commonly known of as ‘pink eye’.
His name is certainly a play on that and no accident.
Naming an orb (eye) monster after an infliction of the
eye is just too funny.
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The Ogre Miniatures Paneuropean Set 2: Panzer
Company includes six “Jaeger” heavy tanks and six
“Hammer” light tanks. The figures come in a VHS
hard case with solid, soft foam inserts. A full color
graphic wrapper is around the hard case to protect it
and provide pictures of the painted miniatures. The
miniatures are loose in the box.

The 6mm-scale miniatures are designed for Steve
Jackson’s Deluxe Ogre board game (also reviewed
in this month’s Fictional Reality). The box includes 54
points of miniatures for this game. The figures could
also be used for other 6mm science fiction games
such as Agents of Gaming’s Gropos or Games
Workshop’s Epic, but one would have to overlook
their modern styling for the later. The miniatures can
also be used for Ogre Miniatures, a variant of the
Ogre rules for tabletop play.

The heavy tanks, Jaeger class, came in two pieces: a
body and a turret. The casting on the bodies and
turrets was clean with some flash, especially between
the treads where they extended out from the body of
the tank. For 6mm scale figures, the detail was
sufficient.

The turrets had a small depression on their underside

that was designed to mate up with a small stud on
the top of the tank’s body. The fit was loose enough
to allow the two pieces to be painted separately. By
doing so, I was able to turn the turret as I played the
game.

The light tanks, Hammer class, came in four pieces:
body, turret, radio dish, and pylon. The last three
pieces were on a sprue due to their size. Like the
heavy tanks, the casting on the pieces was clean with
some flash, especially on the pylon and turret.

The pieces of the light tank are too small to keep
separate. Their size also causes problems during
assembly. The depressions on the tank body are too
large for the small pieces to fit into snugly. As such,
great care must be taken when assembling the
models to insure that the pieces don’t get glued in the
wrong place. I found that a small bit of modeling putty
put into the depressions could fill the gap when the
piece is pressed down.

Both types of miniatures were based on the outlines
from the original Ogre microgame of the seventies.
This modern, angular style does not require much in
the way of detail beyond outlining some armor plates.

The boxed set retails for $19.95 and contains a
supplemental force. This box doesn’t contain enough
material to play Deluxe Ogre. You would need a
copy of either the Deluxe Ogre boxed set or the
Deluxe G.E.V. Paneuropean Starter Set.

The miniatures are not as detailed as some of the
new lines coming out from other companies, but they
are sufficient for the Ogre game system. If you play
this system, then this boxed set provides some nice
supplementary firepower for your Paneuropean Ogre
or G.E.V. assault force.

www.sjgames.com
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After much anticipation I received my first batch of
new Chronopia figures.  Since Excelsior has taken
over the Warzone and Chronopia lines there has
been much discussion on-line as to the less-than-
immediate release of figures.  After seeing these I
think that I can rest assured that the wait was worth
it.  Personally, I would rather that something be done
right rather than just fast.  Done right and fast is
great, but fast and crappy is still crappy.  OK, so on to
the figs.  Excelsior has decided to flesh out existing
lines before working on re-sculpts.  I see this to be a
good idea as there are holes in many of the armies
that need plugging.  The Swamp Goblins get the first
goodies.  I’ve included pictures of the ‘greens’ along
with the final production models.

To the left we have
a Swamp Goblin
Web Master.  In a
pose very close to
the artwork he is
casting his net
towards an enemy.
I’d like to see a
second pose for the
squad leader.  The
actual   model   had

no discernible mold line
and just a tiny bit of flash
that needed to be cleaned.
There were, however, two
small imperfections on the
model.  The net was not
completely formed on the
bottom and the back of his
‘pants’ had a small pit in
them where the metal did
not fill.  Neither are too bad
and are likely just part of an occasional miscast
figure.  He’s not Quasimodo miscast or anything like
that.

Second, and to the left, is a
Swamp Goblin Musician.  In
the army list, all Swamp
Goblin Musicians are
drummers and you get a
choice of one of three drums,
each with different effects.
Four  out  of   the  six   basic

squads have access to Musicians
so I can see these guys coming
in very handy to every Swamp
Goblin player.  You can see that
the final model is very close to the
artwork that it is based on.  The
drum is particularly cool as it is
the skull of some enemy that was
killed in battle.  The many feathers
adorning his helmet and vest
could really be painted up nicely
to show off this figure.  Then again, being all pretty
would probably attract a lot of missile fire.  A couple
of shrunken heads are tied around his waist.  As
with the previous model there was no mold line to be
found here and there was really no flash either.

A Standard Bearer is next.
He is also available to four
out of six basic squads and
should be used to
maximum effect in an army
of these little half-pints.  I’m
hoping that he comes with
a choice of standards to
glue onto the pole.  The
descriptions of each
standard in the rulebook
are different enough to
warrant a different look.
This one has several
shrunken heads and skulls

adorn the top of it and the
drapery of the standard is
made up of someone’s
skin.  You can even make
out a couple of hands and
arms in the folds.  Very
cool!  A little bit of time
was needed to clean up
the mold line on this guy,
but nothing excessive.
I’m not sure if there was
another way to sculpt the
little bugger, but I can see
the pole getting bent very
easily.

A Headhunter can be found on the next page.  He is
armed with a Two-Handed Chitin Axe and is ready to
add to the collection of heads around his waist.  A
nice action pose and I’d like to see the squad made
up of an additional pose for some variety.  He could
also pass for a Heavy Spearman Champion who is
armed the same.  The model is a bit stockier than
the  artwork,   but  he  looks very  nice.    Even  for  a
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model this small he  has
nice  muscle definition,
but is not over
exaggerated.  Out of all
the models in this batch
he required the most
cleanup work.  The
mold line was visible
and needed filing and
there were some little
bits of flash.  He should
paint up very nicely.

Finishing out our group
of Swamp Goblins is a
Headhunter Leader.  He
is carrying two Chitin
Blades and an
assortment of shrunken
heads.

He’s wearing a cool helmet and is
on the same protein powder as
the regular Headhunter as he is
pretty buff for a little monkey.  He
also needed a bit of cleaning
along the mold line and especially
around the blades.

The last figure that I got
is one that is surely
going  to  be  a  pleasure
for Blackblood players to
get their hands on,
Goblin Archers.  These
guys are dirt cheap
missile troops that can
just turn into an itchy
rash for opponents.  The
figure below needed a
little cleaning along the
mold line, but that was it.

All of the new Swamp Goblins
look a bit sturdier than the original
line that was released back when
the Fallen Land supplement came
out.  Even with saying that, they
are still puny little goblins.  I do
like the look of these better,
mainly because they have more
character than the older ones. I
hope that the trooper models have
another  pose   to  flesh   out  their
units.  The new Excelsior website under construction
as of this writing, but you should be able to find
these guys either at a local game store that has
picked up the new line or at various online retailers.

www.excelsior.cc
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This issue we have some more pre-painted figures
from eM-4-Miniatures to talk about.  You’ll find two
sets of sci-fi minis on the next few pages; the first
from a set called the STREET GANG and the second
being a group of ALIENS.  Each set comes with five
miniatures and retails for twenty dollars (USD).  Like
the SWAT TEAM from last issue they all come with
plastic slotta-bases and ship in a form-fitted plastic
box.

The STREET GANG has five road warrior-ish figures
and you’ll find five very different aliens in the ALIENS
set.  As in last issue’s eM4 reviews all of these
figures have been pre-painted.  All of the paint jobs
are of the same quality as before.  That is to say that
they are absolutely good enough to use on anyone’s
gaming table, but you won’t see them displayed in a
museum cabinet.

First up from the STREET GANG is the Leader.  He is wearing a long coat that has faded
with much wear over the years.  He’s armed with a heavy pistol that looks more like a laser
pistol than a standard slug thrower.  A bandoleer hangs across his chest and there are
several pouches on his belt.  The pouches are done in a green that contrasts nicely with
the light brown of his coat.  An armored plate covers his left shoulder and the holster for his
pistol is more on his back than his side.  There was some paint chipped off of the holster
from the jostling around that he did on the trip over here.  The guys at eM-4 have written to
say that they have solved this problem with their new releases.  The skin was done
decently, but the face could have been picked out a little better.

A female ganger wearing jeans and a short jacket is up next.  Her jeans are painted to look
like some kind of animal print and it looks pretty good.  She is armed with a machine pistol
that got scuffed a bit, but is easily fixable.  Her jacket and shirt look fine, but her skin
suffered a bit.  Some of it didn’t get picket out too well and one of her hands got scuffed up
pretty good from moving around in the box.  Both problems can be fixed with about five
minutes of touch-up painting.  Certainly not a hanging offense.  She has shoulder length
brown hair that can use a quick brown ink wash.  Her pose it a little static and she might
benefit from carrying something in her right hand.

I almost picked the hero as my favorite figure out of this set, but this guy took the prize.
He’s listed as a ‘Cool Dude Ganger’ and he certainly fits that bill.  You don’t see too
many figures painted up as African-Americans and this guys would just not look as cool
any other way.  He is super-fly!  The skin came off very well and the only paint that got
chipped was on one of his boots.  He’s wearing some urban camo pants and muscle
shirt and is carrying two pistols, one a bit larger than the other.  He only has one holster
so I guess he always has the other gun out just in case someone wants to get jiggy.
He’s wearing black combat boots and his bald head is adorned with a pair of mirrored
shades.  Best figure in the pack and painted just right.

Next on the lineup is a Hero who is wearing what is called ‘Road Armor’.  Looks like a
heavy leather jacket and pants to me, but oh well.  A nice touch that gives this model some
character is the long scarf around his neck.  The skin on him is done nicely and he is
sporting a five o’clock shadow that also makes him stand out a bit.  He’s going into battle
with two pistols, one heavy and one light.  He’s got an armored plate on his right shoulder
and I’d say that he took it from the leader, but it’s a different design.  He has a single pouch
showing where his jacket opens up and really the only thing about this fig to complain
about is that the paint from the red bandanna that is tied around his right leg bled a little
onto the brown of his pants.
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On to our ALIENS.  First on the firing line is a blue guy that looks a lot like a Warhammer
40K Genestealer or the baddie from Alien(s).  His protruding tongue even has teeth on it!
The blue is dry-brushed with a lighter shade that looks very
nice.  He’s in a running pose and is kind of low to the
ground.  The second model (right) is one of my favorites in
the pack.  He’s some kind of fin-headed alien and has a
breathing mask on.  His armor is part mesh and part plate
and he’s carrying a large bladed weapon.  I really like the
figure, but I think I’ll strip the paint and start over.  The
colors just don’t do it for me.

Rounding out the set are a stumpy little guy with a big bulbous gun
and an upright walking giant lobster/beetle guy.  The first guy (left) is
close to a classic ‘gray’ alien, except that he is wearing a silver space
suit with a green power pack on his back.  He looks OK, but just
doesn’t thrill me.  The lobster/beetle guy is decent and could pull
double duty in a fantasy game.  His pose is kind of static , but the
paint job is clean.  His front feelers got a bit scuffed, but this will be
easy to fix.  There’s nothing wrong with either of these two figures,
but nothing really spectacular either.

On to my favorite in the group.  This guy/gal has a very old-school Eldar look to him, but in
a bad-ass way.  His armor is done up mainly in blue and dark red and the two-tone scheme
looks cool.  There are a few little scuff marks on him, but they will be fixed without any
trouble, a couple of minutes at the most.  His various hoses and bits of gear are done in
silver and his helmet is painted the same as his armor, just reversed.  His green parts have
little yellow dots in them.  Something I might have left off had I painted it from the start, but
I’ll leave it alone.  About the only thing that I would add or change would be to give him a
weapon.  Both forearms have a large blade build into the armor, but I’ll tack on some kind
of gun to give him some ranged firepower.

Out of these two sets I’d have to say that the
STREET GANG pack is the better value as it is more
versatile.  The ALIENS set is nice, but is more suited
to a role-playing game where you might need or
encounter a single alien creature at any one time.
You could come up with a scenario to use all five
aliens in a single wargame, but it would be a bit of a
stretch.  The gangers make a perfect start for a
Necromunda gang and could also be used as the
start of a rag-tag bunch of junkers in VOID or guys
that have been pressed into service by the Imperial
Guard in Warhammer 40K.  If you decide to play
Inquisitor with 28mm figs instead of 54mm ones then

Last in the line of the STREET GANG is another female ganger.  This one is armed with an
assault rifle that is just a tad bigger than the machine pistol of the other female.  She’s
wearing some kind of poncho or desert clothing on her top half and her legs are bare
except for her boots.  She is wearing a backpack and bedroll and has several pouches
around her waist.  Out of the five I’d have to go with her as my least favorite.  Her pose is
rather static and even though I don’t expect the world out of pre-painted miniatures she just
looks kind of sloppily thrown together.  Maybe the hero and cool dude raised my
expectations without me realizing it.

I could see the cool dude or hero ganger in a
warband.  Both sets have their uses, but I find the
STREET GANG to be the better value.  Each retails
for $20.00 USD and can be found at the eM4 website
or a local retailer.  All of the figs do exactly what they
set out to…get on your table and get in the game
without you having to paint them.  In addition to their
value to war gamers I can see sci-fi RPG’ers finding
many uses for any of these sets….more time to play!
As I’ve said before, don’t expect the paint jobs to
blow you away.  They are not meant to do that.  They
are painted, playable and cheap.

www.em4miniatures.com
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All of the pieces are then mounted
on card and then sealed over in
plastic.  No parts bouncing
around!  Each box also contains
an assembly and painting guide
(in English, French, German and
Italian), a full-color catalog of the
rest of the line, and a certificate of
authenticity that tells you what
number out of 2500 your figure is.

We’ll start off with Strider (below)
who is in a walking pose, carrying
a sword.  The figure comes in four
pieces with the arms and
scabbard being separate from his
body.  Mold lines were very
minimal and really only visible on
the arms.  All of the pieces went
together very easily.    His
features are very much not
exaggerated.  I would have liked
to see a bit more facial detail, but
there is nothing at all wrong with
the figure.  A very nice ranger
type that would fit in well in just
about any fantasy game or D&D
adventuring party.

Next we have Bill Fenry.  Now, Bill is a rather shifty
fellow of very low morals.  This is not the guy to buy
a used car (or horse!) from.  The figure is posed with
Bill walking along with his hands stuffed in his
pockets and wearing a mean expression on his face.
On the next page you can see a picture of how the
figures are mounted on the card.  Bill wouldn’t fit in
too well in a group of other models posed for
combat.  His pose reminds me a bit of some slacker
working at a convenience store.     It’s not that Bill is
a bad figure or anything, but his uses are a bit
limited unless you are specifically shooting for a
Lord of the Rings diorama or something, in which
case he’s perfect!

The guys over at Mithril sent in several packs of their
Limited Edition “Lord of the Rings” figures.  I’ll go
over each pack like other reviews, but there are a few
things that you might find unusual if you haven’t seen
any of these before.  First off, they are packaged in
small boxes rather than blister packs.
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He’s wearing a long apron and flopped-over hat.
There was basically no mold line to clean up and
there are many folds in his clothes to make a good
paint job stand out.  Nob comes up to about waist-
height   and   outside   of   his   facial    detail    being

pretty sparse,
he’s just a
cool little
dude.  He’s
carrying a
sack in one
hand and has
some saddle
bags over his
left shoulder.
Even though
the   figs   are
packaged and
meant to be
used as a set

I think that Nob would be a great addition to a unit of
halflings or on his own as a player character in a rpg.

All of the figs were really clean and required little to
no cleaning.  They are a step away from a lot of the
over-exaggeration that you see in a lot of figures.  As
you can see in the pictures they each come with a
metal base to stand on.  For use in anything other
than a Lord of the Rings diorama you’ll probably end
up ditching these and mounting them on a more
standard base.  You’ll also find them to be a bit
higher priced than other similar miniatures.  Each of
the sets in this review retail for $7.00.  If you are a
big, or even not so big, Lord of the Rings fan then
there’s your hook right there.  I haven’t really
decided if the inclusion of a painting guide, full color
catalog, and the shrink-wrap packaging makes up for
the increase in cost.  I’d lean a little to the ‘no’ end
on that.  I have not had terrible luck with figures that
are packaged in the more standard fashion so I don’t
really see the need for it.  The limited casting runs
for each figure does bring in a thought on the
collectable factor though.  This alone could prompt
people to pick them up.  They have many uses if you
are running a fantasy role-playing game, even if it’s
not in a middle-earth setting.  They are generic
enough to fit in whatever campaign setting you
choose.  For war gamers their uses are a bit harder
to come by, but with a little imagination a place can
be found for all of them.   You can check them out at

On to some
bad guys, more
specifically a
couple of
Stalking Ring
Wraiths.  These
come packaged
two to a box,
each on their
own card.
They are armed
with small
daggers      and

are each wearing long flowing robes that are tied off
with ropes around their waist.  There was no flash to
speak of, but the mold lines were visible and took a
very short time to clean up.  As you might expect
there is no facial detail under their hoods, which is
fine.  They are both hunched over, one more than the
other, and appear to be walking towards their chosen
victim.   Aside from their Most obvious use, as
wraiths, they could also easily double as thieves or
assassins.

Fourth up is Bill the Pony.  Bill is, well, a pony.  In a
wargame you could put old Bill in a baggage train or
have him as an objective to be fought over.  In a
role-playing game Bill could nicely fit the roll of the
gear- carrying pack horse.

Last up is my favorite set of the batch, Barliman
Butterbur and Nob Prosper.  They come packaged
as two figures and a single base.  Barliman is
directing Nob to bugger- off or something.

www.mithril.ie



Thing that I did not like was the lack of range of motion
of the arms.  Being able to raise them up into a position
that looks like they are about to crash down on an
enemy would be nice.  The joints are more oval than
round and while you can get them into this position it will
require some putty work.

The Blade Golem, is a little taller and thinner, but looks
just as deadly.  He sports a multi-bladed weapon on his
left arm and a spinning saw blade on his right.  Three
pieces also go into this model.  On this one I’d have like
the legs to be separate pieces so a pose with a little
more motion could be achieved.

The models retail
for $9.99 and $7.99,
which is not bad for
figures of their size
(2”-2.5” tall and
wide).  They come
with the round MK
bases, but without
the game stats.  I’ll
likely put them on
larger ‘monster’
bases and use them
in a D&D game.

This issue’s offering from the guys at I-Kore consists
of some VASA bikers, Viper Wings to be precise.
First up is a group of two bikers, one male and one
female.  As you can see in the picture the bikes
balance well on their own, but I would suggest putting
them on cavalry bases for game play.  The bikes
were pretty clean casts except for a faint mold line all
around the bike and a few bits of flash.  The riders
needed a bit more cleaning, most notably between
the arms and torso.  They are cast without legs
because they go inside an armored space at the front
of the bike. Makes you wonder what they would do if

they had to
pull a ‘Fred
Flintstone’
kind of stop.
They run
$13.95 for
the pair.  Not
bad at all for
metal bikes.
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I’m really not a huge fan of the Mage Knight game, but
I’ve always had a hard time turning away from little
metal guys.  When the new line of Metal Mage Knight
figures came out I looked over the catalog and found
several that would have uses outside of that game.
Here are two of my favorite so far, the Storm Golem and
the Blade Golem.

The Storm Golem, below,  is a bulky figure with massive
arms. His head is
set down into the
chest and a large
spike protrudes
from the
breastplate.  There
was very little flash
on the model, but
the mold lines did
need to be
smoothed out.  He
is heavily armored
and comes in
three pieces.  One www.mageknight.com

The squad leader is also riding the same anime-style
bike, but is leaning to the right and balancing the bike
with assistance of his right foot.  Cleanup was about
the same as the regular bikers, meaning a little but
not anything unreasonable.  He will set you back
$7.95, which is a very good price, but what you make
up for in cost you do lose in pose-ability and
customization.  All three models are armed with
pistols  and are  wearing carapace-type  armor.   The
bikes have a very nice
sleek design that
gives them a very
‘fast-attack’ look.
Even with their
regular home being in
the VOID game they
could do very well in
any sci-fi game that
allowed vehicles.

www.i-kore.com



won’t get scared and run away, should keep them in
the fight for a while.  Next into the mix is a group of
Zombies. They cost a bit more than the skellies, but
with the Regeneration ability they will stick around
deep into the fight.  I know as I’ve fought them before
and they can really get on your nerves.  One group of
three costs 57 points.   Big gun number one will be a
Wolfen Zombie.  Fast, brutal, tough and stinky!  I
have done a little bit of conversion work to mine.  I’ve
rotated the scythe and placed the spines from a
Golgotha (Warzone) model coming out of his back.  A
simple bit of work, but one that adds a little bit of
individuality to him.  Sixty-five more points spent for a
total of 170.  At this point I almost went with
Sephiroth, but at ninety-seven points his high point
cost scared me more than his ability to lay waste to
the enemy.  I chose to go with an undead Centaur
Lord.  At 41 points he is significantly cheaper than
Sephiroth, but only moderately less powerful.  Taking
him left me with a bunch of points so I took a regular
undead Centaur (with bow and long sword) so I could
have a bit of fire support and a Spectre.  I’m pretty
sure that Chris won’t expect me to bring the Spectre
and, to be honest, I’ve never used him before.  His
ability to walk through terrain and pull out someone’s
heart are just too cool to pass up.

To win this game I must exploit the fear factor.  The
basic grunts in my army have a rating of 5, which is
good to force some rolls and maybe Chris will get
unlucky.  My brutes have fear ratings of 7-8 so they
should cause some problems when they hit the
enemy ranks.  I would have liked to bring some spell
casters, but that would have meant that someone
else would get left behind.  So far, I have not been all
that impressed with magic so it will have to wait.

The Forces of Light

When asked to participate in this battle report I was
told that I was not allowed to use my goblins.  After a
pause for thought, I really like my little green guys, I
agreed.  With a quick glance into my miniature case I
realized I only had two viable choices, dwarves and
lions.  Having more experience with the lions they
were the easy choice.    The backbone of any army is
its basic  cheap  troops.  To fill  this  role  I selected 3
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Battle ReportBattle Report

Our first battle report for this issue finds us back in
some familiar territory.  One of our most requested
items is more, more, and more Confrontation so here
you go.  You’ve seen quite a bit of Barbarians and
Gobelins lately so this time around we’ll try to offer
you a new taste from France.  With Christopher being
my regular opponent when playing Confrontation I
gave him a call and proposed a game, but with the
stipulation that neither of us could use our regular
armies.  That meant that my favorite, and moderately
successful, Barbarians would be sitting this one out
and that Christopher’s ankle biting, and very
successful, Gobelins would be doing something
useful like taking a bath.  With our one stipulation in
place I set to the task of not just building an army, but
also deciding on what army to take.  I had just
recently traded off my Lions to another friend of mine
(I have a bad habit of buying into several armies and
then deciding that one or more are either not really
what I want to play with.) so they were out.  I also just
recently traded Chris a bunch of Dwarves (Nain) so
it’s quite likely that they would show up on the
opposite side of the table.  That left me with either
having to borrow an army from another player (a
perfectly acceptable option by the way) or to go with
my Living Dead.

The dead are free, the dead are free!!!

And so my choice was made, but that only took care
of part of my selection process.  Now I had to select
my forces.  For this battle we decided on 300-point
armies.  With the Living Dead this gave me several
options.  I could go with a wall of zombies and
skeletons, a few very powerful character/monster
types, or a mix of the two.  I thought back to my game
of Chronopia in last issue and even though the two
games are radically different I chose against the
massive wall ‘o flesh and bone and took the option of
a bit of this and that.  My core of line troops will still
come from the ranks of the stiff and smelly so I
grabbed up two groups of Morbid Puppets.  One
group armed with swords and one with axes.  Each
group is made up of four puppets and these eight
guys cost me 48 points, not a bad deal at all.  Yes,
they are mighty weak, but in the rather large group
that  they  find themselves in,  and the  fact  that  they



points.  I now had 27 points left over.   I pondered
another  paladin?     Perhaps   two spearmen?  Oh
wait...look at this in the miniature case...dwarves cost
a mere 9 points apiece.  Woo hoo, I can take up to
33% of my army as allies, and so I will do the
unthinkable.  Roll three little bowling balls in front of
my lines to soak up the hits.  These guys are tough to
kill and well worth their points when it comes to
staying power.  My grand total comes to...drum
roll...300 points on the nose.

Below is the battlefield after complete deployment.
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ARMY SUMMARIES

Unit/Card Number Cost Movement Initiative Attack Defense Missile Fear Disc
Morbid Puppet 4 24(6) 7.5 0 2-5 0-2 n/a 5 n/a
Morbid Puppet 4 24(6) 7.5 0 2-3 0-4 n/a 5 n/a

Zombie 3 57(19) 7.5 1 4-7 2-5 n/a 5 n/a
Wolfen Zombie 1 65 12.5 2 6-13 3-8 n/a 8 n/a
Centaur Lord 1 41 15.0 2 6-5 3-9 n/a 8 n/a

Centaur 1 34 15.0 1 4-5 2-5 3 7 n/a
Spectre 1 59 10.0 3 6-9 1-6 n/a 8 n/a

Unit/Card Number Cost Movement Initiative Attack Defense Missile Cor Disc
Archers 2 34(17) 10.0 2 2-2 2-4 3 4 2
Archers 2 34(17) 10.0 2 2-2 2-4 3 4 2

Valkyries 3 45(15) 10.0 3 4-3 4-3 0 3 5
Paladins 3 78(26) 10.0 3 4-5 3-7 n/a 5 3

Royal Guard 1 46 10.0 4 4-6 4-10 n/a 6 4
Spearmen 3 36(12) 10.0 2 3-3 2-6 n/a 4 2

Dwarves w/Hammers 3 27(9) 7.5 0 2-4 3-4 n/a 4 5

spearmen for a total of 36 points.  With an above
average toughness and very low damage these guys
are meant to be speed bumps for the other army to
drive over.  With the bravery skill they have a lower
chance of running and can better stand up to large,
or small, scary things.  The lion army has only one
other choice of cheap troops and these are the
Valkyries.  Three of them puts me back 45 points,
and their use is hard to figure sometimes.  They are
used to tie up large dangerous creatures.  With a
toughness and force of three they are not killing
anything  bigger than a gnat,  but for every hit  scored
they can take away an attack die.  This can
easily keep the big ugly from attacking long
enough for something better to come along
and kill it.  My belief is that in this game missile
weapons are not very effective.  If you are
going to use them, use them in groups.  To
follow my own advice I selected 4 archers for
an investment of 68 points.  Little damage and
moderate range together require lots of
prayer.  Who knows, they could kill something.
I chose 3 paladins to be the hitting power in
my army.  Their sword kills outright with any
critical hit.  Ah, I rolled a double one...eat it
and die!!!!  The three of these guys cost me 78
points. One of the disadvantages to the Lion
army is that its characters are very expensive.
The bards have awesome spells, but do not
count as characters so their ability and spells
are wasted.  Agnon the Flame is not too
expensive, but for a few (rally just a few)
points more I can get a royal guard.  These
things have a high toughness, the toughness
ability, kill on all critical hits, and ignore all
criticals done to them.  Can we say
survivability??    This man is worth all of his 46

DEPLOYMENTDEPLOYMENT



Turn 1 saw a lot of jockeying for position, a
little bit of missile fire, and not much else.
Instead of coming around the corner with the
Wolfen Zombie I decided to go for a little
walk in the forest.  Before the game started,
actually before deployment, we decided that
we would be playing without a scenario,
meaning that the last army standing won.
We also agreed that you could only see 5cm
into the trees and that shooters firing at
targets in that area would be at an additional
–1 to hit.  So, a strolling he went.  Chris
actually pulled back a bit with his Spearmen
while the Dwarves advanced to help solidify
his main line of troops.  Neither group of
Morbid Puppets took full moves as I wanted
to try and get off a charge rather than being
on the receiving end.  I didn’t have any
ranged fire as my single model with a missile
weapon was behind a patch of trees.  Chris
might as well have not fired at all as out of
four shots, one at the Wolfen Zombie and
three at the Centaur Lord, he scored a single
hit on the Centaur which promptly bounced
off of his armor.  Ok, Chris rolled a 1-1, but
I’m saying that it bounced off of my armor.

1313
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As good ‘ol JR would say (Everyone who watches
WWF raise your hand.), “Business is about to pick
up.”  And it was.  Both groups of Morbid Puppets
crept up and started to form into two battle lines.  In a
somewhat surprising, to Chris anyway, move my
Spectre floated through the woods to advance on his
troops and seek cover behind a small hill.  My
Zombies moved up to get in first.  I figured that with
their regenerative powers they could probably take a
charge and get stuck in while the rest of my troops
came in to back them up.  They proved to be too
tempting of a target as Chris’ Royal Guard (one heck
of a hard ass) and a Paladin decided to charge in.  A
second Paladin wanted to join the party, but he just
wasn’t quite ready to get it on with a walking corpse
so he took a bit of a breather towards the rear of the
battle.  The Dwarves and Valkyries shifted about and
the Archers stood still to get better shots.  The
Wolfen Zombie came crashing through the woods
right behind the Morbid Puppets.  Maybe not as
impressively as a Minotaur would do, but certainly a
check-your-shorts moment for anyone on the
opposite side.  Both Centaurs (Lord and regular) took
rather long moves towards what I thought would be
better positions for charges.  The Spearmen moved
up, but only into positions to be able to support the
Royal Guard and Paladin in their fights.  Pre-game
we also agreed that the scythes carried by the
Zombies could be used to support other troops.

Christopher’s Archers loosed another four
arrows towards the undead.  He took his
sights off of the Centaur Lord and instead
directed three shots at the Spectre (one hit
that resulted in a Stun) and one shot at the
Wolfen Zombie that missed.  His hands must
have been shaking too much.

Hand-to-hand started off with the Zombie
versus the Royal Guard who was supported
by two Spearmen.  I miraculously won the
initiative for the fight and we traded blows.
The Zombie brushed off a slash from the
Guard, who suffered a light wound in return.

On to the second fight which pitted a Zombie,
supported by the third of the group, versus the
Paladin that was supported by a single
Spearman.  A major ass-kicking took place as
Chris scored three hits and rolled a 6-6 right
off the bat.  Ouch!  I hope that’s not how he
died the first time around.  The Paladin
followed up into the supporting Zombie and
another clash of steel ensued.  Both
combatants survived, but just barely.  The
Zombie was left with   a critical wound and the

Paladin did not fare much better with a serious one.

It looks like the center of the field will drink a lot of
blood today.  So far, I have been rather, pleasantly
mind you, surprised at the relative ineffectiveness of
the Lion Archers.  Eight shots and one measly
stunned result to show for it.  I kind of wish that I had
just charged straight towards them with the Centaurs
and Wolfen Zombie instead of pussyfooting it around
the trees.  Oh well, had I done that Christopher would
have probably rolled box cars on the lot of them and
dropped them in their tracks.

I’ve figured out that having nobody with a Discipline
characteristic is going to suck, a lot.  Unless he really
blows a die roll, Christopher will be able to hold two
cards each turn, draw first which is a rather good
thing, and also dictate the separation of combats.
This could get to suck real hard real fast.

Getting his Spearmen behind his new line made up of
the Royal Guard and Paladin is also going to be
tough to break through.  Extra dice in hand-to-hand is
huge.  Even if you lose the initiative for the combat
you can sink a bunch of your dice into defense and
still get a shot in.

But wait, my guys are already dead.  They could give
a damn about all of that!

TURN 2TURN 2
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not a single wound was caused or even a blow
landed.  Major suckage.  On the hill a more
respectable amount of bloodshed was developing.
The Wolfen Zombie tore one of the two Valkyries that
it was fighting in half.  Surprisingly, her friend
managed to strike the beast, but only for a stunned
result.  The Valkyrie that was fighting the Spectre
must have thought that he was coming in for a cheap
feel, but instead he reached right into her chest cavity
and pulled out her still beating heart.  One very dead
Valkyrie slumped to the ground as the ghostly
monster used a follow-up move to get into contact
with an Archer who promptly ran away.  At least the
girl stood there and took it you wuss!

Not too bad of a round there.  I knew that my Morbid
Puppets would be getting their butts handed to them
so now was as good of a time as any to start.  I was
surprised though that only one went down.  My line of
rotten flesh and brittle bones looks like it just might
hold.  The fight on the hill was just brutal.  I could use
all sorts of bad puns about how the girls got killed,
but I’ll resist.  The Dwarves running away was just
what I needed and just what Christopher needed to
avoid.  It gives me at least one more turn with them
out of the fight and makes Christopher’s front line
work all that much harder to keep from collapsing.
I’m sure they’ll be back to give me hell, but for now
I’m glad that they took off.

At the start of the turn things started off well
for me considering that my wounded Zombie
healed a level.  The third turn actually saw a
good bit of movement.  Not everyone had a
dance (macabre) partner yet so we tried to
resolve that.  Some of my Morbid Puppets
charged into action with the Royal Guard,
while two of the three Dwarves with Hammers
promptly wet themselves and headed for the
beer garden.  The third meandered up
towards the developing mosh pit.  The other
two Paladins, including the one of
questionable moral fiber, headed towards the
fight and one made it into contact with some
skellies.  For the second group of Morbid
Puppets things were getting a bit tight.  Only
one could get a charge off and the rest
followed up to cheer him on.  With a grunt of
“brains!” and a shamble that would get him
kicked off of the Ed Sullivan Show the Wolfen
Zombie headed up the hill and into the arms
of the three waiting bikini babes (Valkyries).
Actually, he charged one of them and the
other two piled on him for their moves.  One
of the Valkyries must have been making eyes
at  the Spectre for he took off on
a b-line towards her.  Even with both of these really
scary guys running right at them with bad intentions
the girls kept their cool.  Again, the Spearmen took
on a supporting role in the main area of fighting.  My
Centaur Lord did an about-face and squeezed his
bony self into a fight with a Paladin.

Again Christopher tried to do his part to bring
archery back as a respectable means of combat, but
with only two shots to fire the best he could muster
was a stunned result on my Centaur.  In returning
fire I managed to hit an Archer for a light wound.
Take that!

I was expecting much more in this hand-to-hand
phase than last turn and it turned out pretty well.  To
start things off, on the wrong foot actually, one of my
Morbid Puppets went and got himself killed by a
Paladin that was supported by a Spearman.  A
follow-up move took the Paladin into another boney
bad guy.   A fight between a Zombie and Morbid
Puppet versus the Royal Guard supported by a
Spearman resulted in a stun to the Royal Guard and
a light wound for the Puppet and a serious wound for
the Zombie.  Yeah, wounds suck, but they held their
part of the line.  Our next performance resembled a
girly slap-fight in the middle of a playground.  The
Centaur Lord and Zombie squared off against a
Paladin who had a Spearman in support.  Attacks
were declared and dice were rolled, and, and, and….
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Just to rub a bit of salt in Christopher’s wounds every
one of my Zombies that was wounded recovered one
level.

The center was getting even more bogged down so
there was not a huge amount of moving going on.
The Spectre charged headlong into an Archer who
stood his ground and took a shot at the incoming evil
spirit.  Unfortunately he missed.  The Archer that had
just run away had a change of heart and turned his
yellow self around.  A few of the Morbid Puppets
found eligible targets in the ranks of the Lions and
charged in.  The third Paladin got into the mix as he
challenged a Zombie.  From the second group of
Puppets one found his way onto the hill and charged
the remaining Valkyrie.  The Spearmen were still
doing a good job of supporting the main fight as the
Centaur found an opening and also headed up to the
hill.  The Dwarves got into the fight, a little, which is
perfectly suiting for them.  One took on a Morbid
Puppet while the other two headed towards the
scrimmage on the hill.

Of the Archers that could fire (remember one took a
shot at the incoming Spectre) each one found a
home for an arrow.  Each one took a risk though as
they were firing into hand-to-hand combats that
contained members of their own contingency.  The
big beat-down  between the Wolfen Zombie,  Centaur

and Morbid Puppet versus the last Valkyrie
saw arrows slam into both the Centaur and
the Wolfen Zombie.  The big ugly decaying
one took a stun and the Centaur got pegged
for a light wound.  The other arrow found a
warm place to rest in the Archer that was
being menaced by the Spectre.  That just has
to suck.  You’ve got enough testicular fortitude
( © Mick Foley) to stand there and take on this
incoming monstrosity that just pulled the heart
out of one of your colleagues and one of your
fellow Archers shoots you.  The pin-cushioned
Archer received a light wound.

Amazingly, I won the initiative in six out of the
seven upcoming fights for this turn.  It was not
too much of a surprise that the shooting phase
was just the beginning of the troubles for that
Archer.  The Spectre proceeded to pull his
heart out also.  A follow-up move took him
closer to, but not into contact with, a nearby
Archer.  The big fight between the Wolfen
Zombie, Centaur and Morbid Puppet versus
the Valkyrie left her with a serious wound after
a couple of hits.  The big bunch of scary
guys  could   not  quite  put  her  down.

Most of the Living Dead line held for another turn.  A
Morbid Puppet and Zombie successfully defended all
hits from the Royal Guard supported by a Spearman,
a single Puppet traded light wounds with a Dwarf with
a Hammer, and another lone Puppet hit a Paladin
that was supported by a Spearman for a serious
wound.   My one casualty for the turn came when a
Zombie could not hold off the assault of one of
Christopher’s Paladins.  He fell to the ground and the
Centaur Lord found himself in locked in combat.

I was again pleased at my line’s ability to hold under
pressure.  The Morbid Puppets are actually
performing better than I had expected.  I really
thought they would be a one hit and dead kind of
troop, but they have actually done reasonably well.
The Spectre is just outdoing himself, while the Wolfen
Zombie and crew are just stinking up the place in
more ways than one.  That Valkyrie should be resting
on the compost heap right now instead of slowing
down their onslaught.

I won way more than my share of initiative rolls and
there is no way I should expect that kind of luck to
last. Christopher has suffered from some bad rolls on
his side, countered by good ones from me.  I think
he’s expecting a final push from the Living Dead to
come very soon.  I hope to prove him right.
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More bad news for Christopher at the start of
the turn.  Three more successful regeneration
rolls for various Zombies.  I am really starting
to love these smelly rotten guys.  In a
platonic, brotherly way of course.  The hits
just came on coming as two of his Dwarves
tried to muster the courage to charge the
Centaur up on the hill, but failed and ran off
as fast as their stubby little legs could carry
them.  A whole lot of standing around and
fighting instead of breaking off took place.
Everyone that was stuck in was pretty much
where they needed to be.  The Spectre
started breathing down the neck of the Archer
he couldn’t quite get to with his last follow-up
move and he, the Archer, proceeded to run
off of the table.  Yes!!!  The re-directing
Spectre did make contact with one of the two
remaining Archers who took a shot at him as
he came in.  The shot hit, but failed to cause
any damage.  Another Morbid Puppet came
up to play on the hill and the Spearmen
continued their supporting role.

The Archer who has not had a close
encounter  of   the  smelly   kind   yet   loosed
another arrow in to the large combat in front of him
and promptly missed.  Dude, find another weapon
of choice.

Things took a turn for the worse for me in the hand-
to-hand phase.  Or, you could read that as
Christopher’s guys stopped sucking wind and got
down to serious business.  The Spectre failed to
extract another blood pumping muscle and had to
settle for causing a light wound to the Archer.  On
the return blow the Archer must have been so
surprised to be alive that he missed.  A Paladin,
supported by a Spearman as has become par for
the course, was dealt a critical wound by a Morbid
Puppet.  A follow-up move brought him into the
combat between a Zombie and the Royal Guard,
again with Spearman support.  Ye royal can of
whoop ass was opened and the Puppet was cut
down and the Zombie took a serious wound off of a
successful Master Stroke.  In what I took as a fairly
good match-up favoring me, the Centaur Lord was
cut down by a Spearman supported Paladin.  Thus
began the crumbling of my battle line.  In the upper
fight the valiant Valkyrie was taken apart by her
assailants.  The Centaur and Wolfen Zombie used
follow-up moves to get closer to the lower combat,
while the Morbid Puppets closed in on that pesky,
yet inaccurate, Archer.

With the Dwarves running away, now was probably

The best time for my line to hold so I could press
ahead.  Their undead badness could only hold out for
so long.

I never expected the Centaur Lord to go down so
quickly.  Yeah, the Paladin’s weapons are super tough
and, but man that just sucked.  I guess it was time to
give some payback for the multiple heart-pulls that the
Spectre got off.  My heavy support on that side of the
fight just vanished and Christopher has a great
opportunity to start rolling up my flank.

Last turn when the big mob was fighting the Valkyrie
Christopher, inadvertently I’m sure, jinxed me by
saying that they’ll easily take her apart.  He even went
so far as to pull her from the table before we did
anything.  I responded to him with, “Are you sure.”
which lead him to place her back into the mix and lo
and behold she kept them at bay until this turn rolled
around.  Man, I’m glad that he didn’t do that again this
turn or they’d still be there trying to get rid of her.

That Royal Guard is turning out to be one royal pain in
the butt.  Anchoring his line around this guy was really
the way to go as he has serious staying power.
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No regeneration to start off turn 6.  Little did I know
that it would be a precursor to how the rest of the
turn would go.  The Dwarves with Hammers that
had run away turned around, again, with thoughts
of actually fighting someone.  A Morbid Puppet up
on the hill charged that pesky archer.    Going uphill
and having a crap movement meant that just a
single Puppet could get to him.  They Royal
Guard was on the receiving end of a charge
from a Puppet and the Wolfen Zombie
selected a nearby Dwarf for his next meal.
With everyone with a missile weapon tied up in
combat there was no shooting to be had.

The fight between the Archer and Puppet
turned out much better for Christopher than for
me.  Even though neither of them went down
and he took a serious wound, the Archer kept
the skeleton tied up and restricted him from
going back to the main fight in the center of
the board.  The Spectre fared much better and
returned to what he did best, pulling hearts.  I
kid you not, he did it again.  His follow-up
move took him towards the Dwarves.  Here’s
where everything really started to fall apart for
the Living Dead.  The last Zombie was
dispatched by a Paladin, who of course had
Spearman support.  His follow-up move
brought him into a Morbid Puppet, which he
took down with a critical hit.    Crit,  dead,  and

goodbye!  Another Puppet was torn down by
the Royal Guard, who followed-up into the
Centaur and

Killed him also.  Things continued on their
downhill slide as another Paladin made short
work of yet another Morbid Puppet.  Oh, so
now they decide to die in droves.  Apparently,
the Wolfen Zombie was better at killing women
as he could only cause a light wound to the
stalwart dwarf.

Things have just gone from very bad to much
worse for me.  A rather miraculous turnaround
looks like it’s about to unfold for the Lions.

As you can see below on the map for turn 7 a
huge game of dog pile on the Wolfen Zombie
took place.  He got charged by just about
everyone that could get to him.  The Spectre
charged a Spearman who ended up running
away.  This left the apparition kind of hanging
out in the wind as there was nobody else in
range that he could re-direct his charge into.  A
Spearman  decided   that  he  had   enough  of

being a second fiddle and charged the last Morbid
Puppet on the lower battleground.    One Paladin that
tried to charge the Wolfen Zombie did blow his fear roll
and took off towards the southern end of the field.
There was only one model left with a missile weapon
and he was tied up so no more ineffective fire from him.

TURN 6TURN 6
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The Archer on the hill was charged by a
second Morbid Puppet.  The resulting hand-
to-hand combat from turn 7 ended without
too much surprise.  The Wolfen Zombie
could not hold off the massive number of
attacks that were dealt by the Lions and
Dwarves.  He’s big and bad, but he is one
guy and without some kind of support he will
go down.  The Puppet was also taken care
of by the Spearman and the combat on the
upper level saw the Archer standing his
ground against both enemies.  He got
bumped up to a critical wound, but he hung
in there.

With the end in sight the Lions started turn
eight with charges on the Spectre to tie him
down just like they did the Wolfen Zombie.
The Paladins saw another of their number
run away from the Spectre, but he got piled
on anyway.  The little Archer that could killed
one of the Puppets and the Spectre was
also brought down under a hail of blows.
Turn nine, not pictured, ended with the
destruction of the final Morbid Puppet.

Lessons Learned In The Darkness

Ok, to start off with I’d like to say that this game was
my single most fun game of Confrontation to date.
I’ve played the Living Dead once or twice before and
even routed the crap out of a Goblin army, but this
was just plain fun.  The way the game took a total
180-degree turn in the middle was as cool to watch
unfold as it was to play.  Yeah, getting spanked in
the end is not great fun, unless you like getting
spanked ;)

Well, what did I learn from that?  I think that I did
better than I should have for the first four turns and
Christopher also did worse than he should have.  I
really enjoyed the staying around power of the
Zombies and would consider reducing points
someplace else to get a second group of them.  Two
groups of two would only cost me a little bit more
and would give me the flexibility of an extra card.  I
still really like the Morbid Puppets.  They are dirt
cheap and keeping them in mobs did a respectable
job.  The Spectre paid for himself not only in points
killed, but also in making guys run away and the
general “Oh crap!” factor that started as soon as he
finished off his first victim.  I figured he could make
short work of single regular models, but I never
thought that he would go to work like some kind of
deranged mortician.     Even though he went down in

TURN 8TURN 8



have taken is for Chris to have rolled a crit with
someone that was carrying a Sacred Weapon and
that’s the end of him.  I’ve not been overly impressed
with the magic I’ve seen in Confrontation games, but
I might try my hand at a mage-heavy army and see
what kind of pounding they take.  Either that or a very
cavalry heavy, or maybe entirely cavalry, army.  Just
charge down the center of the board and dare
anyone to get in their way.

I do have to say again that winning this game, losing
this game, whatever this game, this was the most fun
I’ve had playing Confrontation.  It was a blast and I
must officially challenge Chris to a re-match.
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I have to give him the MVP award for the game.  I
doubt that I can expect that kind of performance on a
consistent basis, but it was fun while it lasted.  For
another seven points I think that a second Centaur
Lord would have benefited me more than the regular
Centaur.  Had I gone into the game with the intention
of using harassing missile fire I might have gone for
two of the regular ones, but this needed to be a big
mass of killing and his dual-purpose ability (good
missile and good hand-to-hand) was pretty much
wasted as I took a single shot with him over the
course of the game.  Upon further consideration, a
second Centaur Lord might have been nice, but it
would not have made up for what I think was my
major weakness in the game.  Nobody with a
Discipline characteristic.  That hurt a lot.  I’m not a
huge fan of the Ghouls, but at 21 points they are less
than half the cost of the only other guys with a
Discipline rating.  Maybe next time.  In general, I was
pretty pleased with the Wolfen Zombie, but I could
have used him better.  Heading down the hill into a
mass of enemy troops was just dumb.  I basically
gave him to Chris to kill.  Even if I had taken out the
Dwarf I had still put him into a bad position with no
backup.  When I started writing up my army I had
considered taking Sephiroth and a line of Centaur
Lords.  I just couldn't bring myself to spend just about
a third of my  points on just  one model.    All  it would



the end it was well worth the wait. The spearmen
more than paid for themselves as they kept loaning
dice to the elite troops with the real killing and staying
power.  Without these brave soldiers I do not believe
I could have held the line.  The Lion Archers were a
complete waste of points.  I have yet to ever be
happy with them in any game.  I was hoping that by
bringing four of them that numbers would inevitably
win out, but they made hardly a dent in the undead
horde.  The Valkyries normally tie up the big killing
machines, but in this case they were wheat waiting
for the harvest.  Of course I believe this was due to
an inopportune failure  to win initiative.   The dwarves

spent much of the battle running like
little babies, but when they finally hit
the wolfen zombies they survived and
that  would  have  made  things  very
ugly.   The game should have been an
easy win had Mark not sent his heavy
hitters to wipe out my missile troops.
They probably would have been better
served to sway the combat in the
middle of the board.  As it was, his
shock troops were dangerously out of
position when the center of the line fell,
and they paid for it.  Mark’s regular
zombies were a complete headache.
Man, they just would not die no matter
what.  My hats off to Mark, his army
choice was really tough to beat, and he
did a great job of neutralizing my main
force early in the game.  Had my dice
stayed as poor or his as good then this
would have been a very different battle.

And on a final note…

Be sure to check out the following sites
it you are not already familiar with them
(and shame on you if you are not).

www.jmichaelt.org

Michael has edition 2.1 of the English
translation of the Confrontation rules.

rackscan.free.fr

Rackscan has scans of pretty much
every card for the game.  The site is in
French and English so navigating
should not be much trouble.  If you find
yourself using proxies then this is the
place to get the card data.

2121

And The Light Will Set You Free

This game was unusual to say the least.  The very
beginning of the game saw me having my rear end
handed to me time and time again, but on turn 5 and
6 that all changed.  In hindsight even with bad dice
rolling considered (Every fear check I failed needed
anything but a 1.) many of my troops did what was
expected of them.  The Paladins and Royal
Guardsman held the line in the middle of the field,
and slowly won that war of attrition.  Their special
ability of auto killing enemy troops 1 out of 6 wounds
did not happen until the middle of the game.  Even
double ones would have been nice with them.  I was
expecting the  fight to go  much more  quickly,   but in
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Battle ReportBattle Report

For our second battle report of this issue I handed the
reigns over to my longtime gaming nemesis, and very
good friend, Christopher Carr.  Here goes…

Games Workshop’s newest game, Inquisitor, is a
departure from their usual tabletop wargame genre.
Whereas all of the other war games involve a points
system in an attempt to add balance and fairness,
Inquisitor lacks any such mechanism.  In fact, it took
just one game for our gaming group to discover that
the game is not balanced at all for any type of
competitive play.  No, Inquisitor is more of a role-play
system without the “you’re sitting in a bar” part of the
story.  The rules themselves can be used without a
GM, but without a points scale there is no semblance
of balance between the to competing factions.  With
these facts in mind I took up the challenge to create a
fun and entertaining scenario to be played by Mark
and Duffy, another player in our regular gaming
group.  Mark offered to let me simply GM and
eliminate any NPC characters as he and Duffy
squared off.  Lacking any points (OK, there is a
“ready reckoner” in the back of the rule book, but it is
woefully inadequate.) I feared someone’s idea of fair
would not agree with their opponent, and I would
have to come up with creative ideas to balance the
game.  So I determined that I would have to two of
them cooperate to complete a mission, but unknown
to one of them their missions would not coincide.  If
all things worked out someone is having an “Oh Sh--
oot!” moment.  Here is the storyline and special rules:

Story:
     On the planet of Tir Na Bor (shameless theft –
Mark) the mutants have strained at the injustices
visited upon them by the pure blood humans.
Forbidden to spend the night in the vast cities, the
mutant population has created shantytowns and
ghettos around the city walls.  Often these cluster
around the entrances to the cities as any business
done in town has to be done during the daylight
hours and proximity helps with trade.  Poor, dirty, and
undefended  outside   of  the   watchful   eyes  of  the

arbites the mutants slowly formed ad-hoc militia units
to defend against the raiders that prey on them from
the wastes.  Over time these militia groups looked to
the cities with envy and bitterness.

Militia leaders began organizing terrorist attacks,
bombings, and the assassination attempts.  One
militia leader has dared to kidnap one of the
Emperor’s chosen.  Inquisitor Skopje was
investigating the mutant problems for signs of alien
influences.  Skopje feared that the unnatural behavior
of the mutant population was being orchestrated by
unknown xenomorphs from off planet.  Ironically,
Skopje was finishing his report to inform the
government that his suspicions appeared unfounded,
and had a list of suggestions on how to eliminate the
mutant uprisings.  One of his suggestions was to
patrol the ghettos at night with small arbite squads to
both monitor the mutant groups, and to offer a
semblance of security from the wasteland raiders.
The militia leader Urak has announced all out war on
the purebloods of the planet in hope of uniting all of
the mutants and ruling the planet.  Recent forays
against imperial armories have given his inner circle
access to rather up to date and high tech equipment.
Urak himself is armed with a storm bolter that he
brandishes any chance he can.  Urak’s second in
command is LaklLakl, a thoughtful mutant whose
ferocious appearance hides a streak of pacifism.
LaklLakl sees Urak’s proclamation and kidnapping as
tantamount to suicide for the mutant population.  He
hopes to convince the government that mutants
deserve the same rights as the purebloods.  He has
organized several peaceful rallies in various parts of
the city, and is slowly developing political clout as he
harnesses the financial resources of the mutants.
Urak threatens everything that LaklLakl is trying to
achieve.  To this end LaklLakl has hatched a plan to
eliminate Urak and his warmonger supporters.
LaklLakl has paid off a human gunslinger, Max
Payne, who has assisted the mutants in the past in
their forays into the waste against the raiders.  At
LaklLakl request, Max Payne has offered his services
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as a guide and bodyguard to Skopje’s partner, Witch
Hunter Revenant, as he mounts a clandestine rescue
operation.  After freeing Skopje, Max will help them
track and kill Urak, and then will turn on the two
inquisitors.  LaklLakl hopes to blame the dead Urak
for their deaths, and will denounce the killings.
Manipulating the resulting situation will allow
LaklLakl’s political star to shine brighter and move
one step closer to equality.

Special Rules:
     Obviously Mark, who will be playing the
inquisitors, has no idea of the double cross.  Max
Payne’s payment from LaklLakl was a refractor field.
As Max Pane escorts Witch Hunter Revenant into
town the citizens will ignore them.  Max has helped
them in the past, and they will not expect him to do
anything to harm them.  As soon as the alarm is
raised by gunfire or a scream from hand to hand I will
make a nerve check for every citizen (not militia men)
those that fail will run to cover or off the board.
Those that pass their nerve check, will rally around
the militia, grab whatever clubs or weapons at hand,
and charge after the intruders.  Their average stats,
lack or armor, and no projectile weapons make them
more of a nuisance than a threat.  The militia troops
will be in Urak’s fort and will take up defensive
positions to throw back the intruders.  Oil barrels are
spread throughout town.  They will be ignited as a
frag grenade if struck.  Bulkheads will add 5 points of
armor to the cover location.  Rocks and walls will add
7.  We will not use any difficult ground and Skopje will
be freed when Max or Witch Hunter Revenant spend
an action in base to base with the jail to place a
shaped charge.  At the end of the game turn the
charge will explode and release Skopje who can find
his belongings nearby.  I will be using ogryn, ogre,
and various other “large” miniatures as Mutants.  To
aid in bookkeeping, all of the mutant townspeople will
have the same stats.

The players were given these briefings:

Witch Hunter Revenant,

     Your friend and colleague, Inquisitor Skopje has
been kidnapped by a mutant militia group seeking to
attract attention to the oppression of the mutants on
this planet.  Growing terrorist acts are keeping the
police force busy, and it falls to you to retrieve your
friend.  Witnesses to the kidnapping suggest that the
mutants are well armed.  One witness even claimed
that the mutant leader, a huge Cyclops, is sporting a
gigantic gun normally only used by the armored
leaders of the space warriors.  While asking around
for  this  one  eyed  brute  you  are  approached  by a

human drifter who goes by the name Max Payne.
Max Payne, you’re sure that’s not his real name,
unless his parents didn’t like him, claims to know
where Inquisitor Skopje is being held.  His description
of your friend is accurate and his information appears
to check out.  Max claims to have worked for the
mutants before, and that he can get the two of you
into the mutant enclave without being noticed, for a
fee.  With little help coming from the authorities, you
have no choice but to pay the man.  His fee is
cheaper than you had anticipated for someone as
poor and unwashed as he looks.  He asks many
questions about what you intend to do after Skopje is
freed.  After some discussion and another payment,
Max agrees to escort you and your soon to be
liberated friend to the mutant fort in the same
community.  No one lays hands on one of the
Emperors finest and lives, the leader and his gang
must be eliminated.  Any who oppose you must be
part of the traitors.

Max Payne,

     You have been approached by a former employer,
LaklLakl, to help eliminate the leader of the militant
mutants in his community.  LaklLakl fears that their
behavior will bring the attention of the authorities to
his mutant rights movement, and that must not be
allowed.  His plan is to arrange a jailbreak and the
assassination of Urak, the mutant leader.  You are to
convince Witch Hunter Revenant that you will help
him free his friend.  After this you are to assist in the
assassination of Urak.  LaklLakl needs the mutant
militia to survive to defend against the raiders, so
once Urak is dead help them eliminate the
Inquisitors.  Their deaths will be blamed on Urak, and
LaklLakl will claim to have punished the “killer” of the
emperor’s servants.  Your payment for this
dangerous mission is this piece of equipment stolen
from the most recent armory.  Be careful with its use,
conversion fields are rare and tricky things, and
anyone seeing one will question its origins.

And so we begin

We started at the southern edge of the shantytown
with Max leading the way.  The map on page 35
shows the initial placement of terrain and the first
three turns of the game.  The only opposing model on
the board was the guard of Skopje’s cell, who we
were informed would be there.  We would learn of
everything else as it happened or we became aware.
Character descriptions can also be found on page 35.
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Map
• Green Circles are trash barrels / waste

receptacles
• Grey buildings are in various states of disrepair

and are used for housing by the mutants.
• Blue buildings are of more solid design and used

for light manufacturing duties.
• “V” shapes are crumbling wall sections.

Witch Hunter Revenant

Chris asked me to base my character off of Tyrus.
He gave me a little leeway with equipment and
skills, but asked that I change the power armor to
carapace as he has found that power armor can be
unbalancing.  Here’s what I walked in with.

WS BS S T I
70 90 65 65 80

Wp Sg Nv Ld Speed
85 85 85 85 5

Equipment: Bolt Pistol with 1 reload, 2 Metal Storm
shells, 1 Hellfire shell, 1 Smoke grenade, 1 Frag
grenade, Power Fist, Carapace Armor, Advanced
bio-eye with Motion Predictor and Laser Sight

Abilities: Force of Will, True Grit, Rock Steady Aim,
Fast Draw, Word of the Emperor, and Deflect Shot

• There are several barricades blocking the south
frontage of the cell.

• There is a large hill just to the east of the militia
compound.

• Almost all of the buildings are multi-story and
access to higher levels is moderately easy to
find.

Turns 1 – 3

Max and I spent the first few minutes of our
stay in the shantytown feeling our way through
the several burned out ruins and crude lean-to
structures.  Since Max has a working
knowledge of the town and its inhabitants I
allowed him to lead the way towards the cell
that is reported to be holding Inquisitor Skopje
prisoner.

1: Mark – delayed to allow Duffy to go first.
Duffy – Max took three walk actions and
paused to look around.
Mark – Revenant took a single walk action.

2: Mark – delayed to allow Duffy to go first.
Duffy – Max took two evade actions, paused to
look around.  Seeing nothing worthy of note he
took another evade action and ended the turn
with a walk.
Mark – Took two evade actions to move up.

3: Mark – delayed to allow Duffy to go first.
Duffy – Max took two evade actions.
Mark – Used a single evade action and thought
he heard something, but decided that it must
have been a rat that momentarily caught his
attention.

(Game continues on page 33.)



the game surely has access to enough background
material in the form of books, movies, and real history
to put together a good game universe.  If you’re
looking for a well fleshed-out pre-made universe then
you’ll be disappointed.

Races – You have your humans (of various ancestry)
and your non-humans, or beasties and baddies.  You
could have fights of just humans versus humans, but
that probably wouldn’t be too glorious.  Rules are
given to generate ‘Main Characters’ or your hero
types and ‘Extras’, which are pretty much around to
act as bullet sinks.  Extras are like the guys in the
movies and books that you just know are going to get
eaten by whatever monstrosity jumps out from behind
that bush.  Additionally, you can also build animals to
spice things up a bit.  You want chickens (No, I’m not
kidding) running around pecking people as the three-
eyed juggalo monster is eating people, go for it!

The Game – Extras have Shoot (missile weapon)
and Scuffle (hand-to-hand) ratings and Main
Characters also have a Save rating.  You’ve probably
guessed that no Save rating means no save, which
results in getting hit and getting dead.  So, moral of
the story?  Don’t be wearing a red shirt if you’re on
the away team because that means you’re an Extra
and will get geeked first.  Main Characters can also
have special skills that help them to shine above the
rest.  Missile combat is pretty straightforward,
needing to roll less than your Shoot rating at short
range and less than half of your rating at long range.
Close Combat allows both engaged models a chance
to hit.  Most games are centered around a scenario
that has been written by a Game Master.  The
scenario will usually dictate who starts where, what
kind of LOS is available, etc…  Initiative is also
handled by the GM using a deck of cards.  The units,
vehicles, and heroes in your army may be written on
either one or two cards depending on their leader.
As cards are drawn you get to play.  The sequence of
play is:

1) Morale checks, if needed, are made
2) Close combats are fought
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Basics – G.A.S.L.I.G.H.T. (which stands for Glorious
Adventures in Science Loosely Involving Generally
Historical Times, whew!) is a wargame that is
presented in a half-size paperback rulebook that is
32-pages in length.  The front cover sports a picture
of some Victorian Era adventurers squaring off
against some kind of menacing beast.  The game
does not come packaged with any miniatures.

Presentation –
For a half-size
book, the rules
are laid out in an
easy to read
manner with most
of the type a little
larger than you’ll
see in most other
rule books.   The
charts are very
easy to read, with
occasional gray
shading to
separate rows.
Diagrams are
also clear and
easy to read.  All
of the interior
artwork is black &

white, with some being a bit grainy and others being
pretty clear.  The addition of a Table of Contents or
Index would have been very nice.  As it is you pretty
much have to either read straight through or skim the
rules if you are looking for something specific.  Since
we’re only talking about 32 half-size pages it’s not a
hanging offense, but it would have been nice none
the less.  Many of the interior pictures are of
mechanical contraptions that could be used as
inspiration for vehicles or equipment in your game.

Storyline – The game background has deliberately
been left unfinished.  Well, truth be told except for
being in a Victorian setting it’s pretty much un-started
too.  Anyone that is into this setting enough to pick up



with ranged weapons, but some monsters could
really get ugly in close combat.  Especially if they are
very fast and have a good save or if there are enough
of them to weather the hail of fire that would come
their way as they charge the enemy.

Value – With a $15.00 price tag, G.A.S.L.I.G.H.T.
certainly isn’t going to break anyone’s bank.  The
‘necessity’ of a GM may cause some gamers to
shriek, but it’s really not the stumbling block that you
may think.  You can either have members of your
gaming group alternate writing up and running
scenarios or play with someone that you can sit down
with and write up a scenario that you’d both like to
play.  The latter will severely limit your ability to have
surprises come up and could even lead to some
really lopsided battles, “What do you mean all of your
guys have Temporal Stasis Fields and Gatling
Plasma Carbines?”.  I think that G.A.S.L.I.G.H.T.
would fit in as a very nice convention game where a
Game Master could get a lot of players into an
interesting scenario, with objectives for each side.
Maybe even more than two sides with very different
and opposing objectives.  I cannot see much
tournament potential as everything would have to be
pre-made by the GM.  This is much more of a sit
down and have a fun time with your friends game.
Not a heavy, kick them in the head game so I can be
king for a day.

3) Shoot/Throw
4) Move
5) Reload

Generally, vehicles are much tougher than foot
troops, but they can suffer from catastrophic damage
that can get very interesting.  There are rules for
morale failure and tests of manhood (Now that’s not
something you see in every war game!).

Army Lists – There are a few examples of troops,
heroes and vehicles, but no set army lists.  This is the
work of either the Game Master or two, or more,
players that are familiar enough with each other’s
style of play and trust each other enough to build
armies that are roughly equal in terms of power and
abilities.  Even with the many charts that are included
for weapons, vehicle attributes, skills, etc…there are
no point values associated with them.  This either
leaves you, or your GM, the need to rely on a random
roll, everyone being fair and not smoking crack, or
just plain luck to hope that things work out.

Theater of War – Some of the heavier ranged
weapons can reach out to 48”, but many sputter out
around 12”.  There are a couple of weapons without
save modifiers, but most have pretty decent modifiers
that are pretty likely to drop Main Characters.  With
both models in hand-to-hand getting a chance to
strike you’ll want to stay at a distance and plink away
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Basics – Back 1976, a small company produced a
small board game about a large intelligent tank and
the army that stood against it. Microgame 1: Ogre
was a phenomenal success and was followed by
many supplements. Over the intervening years, Ogre
has been in and out of publication; once appearing as
a miniatures game. Now, Steve Jackson Games has
brought it back.

Deluxe Ogre takes the game published over twenty
years ago and replaces the card pieces with 6mm
scale miniatures.

Deluxe Ogre is not a normal miniatures game. The
game is played on a map with a hexagonal grid
superimposed upon it. Each normal-sized vehicle
occupies a single hex. The figures themselves
represent the card counters from the original game. A
separate rule book, Ogre Miniatures, gives the rules
for playing Ogre on a tabletop.

Presentation - Deluxe Ogre came with all the
materials needed to play the game. The game
included a Combine force of 6 GEV’s (ground effect
vehicles – more commonly known as hovercraft), 4
Heavy Tanks, 4 Missile Tanks, a Howitzer, a
Command post, and 21 Infantry figures with 10
bases. Against this force was a single Paneuropean
Ogre Mk III. Other miniature sets were available to
expand the forces of both sides.

The figures were packed in three VHS-style hard
cases. Each case came with a foam insert. The foam
was pre-cut into small squares that could be “pinched
out” for storage of the figures. Labels were provided
for the boxes so you won’t confuse your Ogre
miniatures with your copy of “Sorority Girls Gone
Wild”.  This VHS box design was used throughout the
Deluxe Ogre miniature line.

The miniatures were based on the outlines on the
counters from the original Ogre. This modern,
angular style does not require much in the way of
detail  beyond  outlining  some  armor  plates.      The

quality of the castings was quite good with very little
flash to be seen on the models. Most models were
composed of multiple parts, with the Ogre itself
having the most pieces at 10. Most pieces were small
enough to come on sprues.

The assembly of most of the models was
straightforward: most models required only the
addition of a turret. The heavy tank turrets had a
small depression on their underside that was
designed to mate up with a small stud on the top of
the tank’s body. The fit was loose enough to allow the
two pieces to be painted separately. By doing so, I
was able to turn the turret as I played the game.

The set also contained a full-color 35” x 22” map with
a superimposed hex-grid. This map depicts the same
terrain as shown in the original Ogre map. The
terrain is fairly open, with only ridges and craters
dotted around the open plain.

Deluxe Ogre retails for $49.95.

Storyline - The technological advances of the late
20th century continued into the 21st. Advances in
materials technology lead to the development of the
powered armor suit. Such heavy infantry was more
maneuverable than traditional armor however it was
no longer cheaper than an equivalent mechanized
unit.



2828

marked plain.

A turn consists of the Ogre movement and fire portion
followed by the army movement and fire portion.
Combat is handled by a simple odds table, ranging
from 1:2 to 4:1 with results determined by the roll of a
d6.

In the basic scenario, the Ogre was attacking and
victory was determined by which side survives. Other
scenarios provide more complex victory conditions,
but may require more units than are provided in the
set.

Army Lists - The units available to the defenders
include: heavy infantry, GEV, missile tanks, howitzer,
heavy tank, and the command post. Units were rated
by their attack strength.

The attacking force consisted of a single Ogre, Mark
III.

Theater of War - Deluxe Ogre is a game of
mechanized combat and, as such, most of the
fighting takes place at range. Each unit is rated for
the range of its attack; from 1 for infantry up to 8 for
the howitzer.

Only the Ogre may conduct ramming attacks against
other units.

The threat of theater nuclear weapons was minimized
by jamming technology. The satellite network
required to track and control the theater nuclear
missiles and cruise missiles was especially
vulnerable to this jamming.

The combination of these two developments meant
that the battlefields of the 2100’s were still ruled by
armor. Technological advances were also made in
the areas of armor. One of the most notable was the
development of the ground effect vehicle (GEV) or
hovercraft as an armored platform. The
maneuverability and speed of armored GEV was
superior to regular tracked vehicle, though the later
was able to mount heavier armor and weapons.

Onto this new mechanized battlefield rolled out the
most terrifying of the technological advances: a
cybernetic tank. Workable artificial intelligences were
developed and placed inside the hulls of existing
vehicles. As the AI’s improved, the machines they
were in were upgraded to carry heavier armor and
larger guns. Eventually these huge armored vehicles
armed with the most devastating weapons took over
the battlefields of the 21st century. These were the
Ogres.

Races - In Deluxe Ogre there are only two powers:
the North American Combine and the Paneuropean
Alliance. Both sides employed Ogres and more
conventional troops. Deluxe Ogre is not so much a
battle between these huge alliances, but between a
single Ogre and the army that is trying to stop it.

For purposes of the game, the two alliances provide
different figures for the players to use and different
basic color schemes (blue for the Combine and red
for the Paneuropeans).

Game - The game is very similar to the original Ogre
microgame. It is played on a hex-grid game board
with the miniatures taking the place of the card
counters from the original game. The board has a few
terrain types,  but it  is  basically  an  open,  shell
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OK, we can’t get much easier than this.  This issue we have two prizes to give away.  One is
a set of Recruit and Recruit II Micro Armor Rules and the other is another credit with
Mastabas V for them to paint up a single character model of your choice.  All you have to do
to qualify to win is send an e-mail to me at m.theurer@att.net with ‘Hook Me Up’ as the
subject and the body of the message.  That’s all, couldn’t be easier!  From the time that this
issue is available for download until October 15, 2001 I will put all of the ‘Hook Me Up’ e-
mails that I receive into a big ‘ole box, OK a separate mail folder, and then randomly select
two lucky winners.  The only stipulation here is that you can only send me one ‘Hook Me Up’
e-mail.  I will contact winners via e-mail to arrange for delivery of the Recruit rules if that’s
what you get or how to contact Mastabas V to get your figure painted.  Lots of luck…
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Value - Deluxe Ogre is, at its heart, the game that I
played back in the seventies. Miniatures have
replaced the card counters and a full-color map has
replaced the black ink on white paper map. However,
the game system is still the same. The game is a nice
nostalgia trip for those of us who can remember the
original game.

However, the mechanics are definitely dated and the
miniatures, while fine for the game system itself, are
not as interesting as others are in this same scale. A
little work in updating the system or miniature designs
would do much for this game, though it would ruin the
nostalgia angle.

For the Deluxe Ogre/Deluxe GEV game system or
the related Ogre Miniatures game, Deluxe Ogre is a
wise investment. However, at almost $50.00, it is a
bit overpriced for a stand-alone system (unless, of
course, you are re-living the fun days of the $3.00
microgame.)

The first four pictures in this review are samples of
the tanks you get in the game.  The fifth are some of
the many little stands of infantry and the last was
taken from the Steve Jackson Games website.   In it
you can see the massive size of the Ogre and what
the maps look like.

www.sjgames.com

Item #10-5001
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“Then you won’t mind if I borrow this then?” I said as I
snatched up his sidearm and clicked on the power
feed.  “If Zed calls, tell him I went to go assist some
fellow humans, as per code 546-alpha.  If I’m not
back in eight minutes, you know what to do.”  I flexed
my wrists and leapt into the air, my grav-pack pushed
me through the air effortlessly into the driving rain.  I
smirked inside my helmet as rain droplets bounced
off of the invisible walls of my personal grav-well, and
looked down toward my destination.  My smirk faded,
and I switched off the safeties to both blasters.

Down below real gunfire criss-crossed to and from
team two’s foxhole, and real blood flowed from real
wounds inside of it.  Two of four of team two’s
members were clutching torn plates of armor, holding
in the seeping crimson river.  Trading fire with my
fellow cadets was a handful of what looked like
rebels, rag tag groups of colonist types who feel they
have some sort of a score to settle with us.  Under
normal conditions, four Black Legionnaires would
mop up these dozen or so nobodies in seconds…but
these were not Black Legion and this was not normal
a condition.  How these folk got military grade
firearms and were able to sneak past the patrols was
beyond me, but as I landed in the muddy soil I felt
almost sorry for them.  I felt sorry for them because I
had no intention of losing four fellow cadets to a
poorly timed attack by civilian troublemakers.  I heard
flechette rounds blur past me, and even felt one
glance off of my helmet before I leapt into them.  My
twin blaster style, although unconventional and far
less effective on a grand scale than an ion lance,
rained into them like fiery hail from the storm above.
They had time enough to grab the weapons of the
fallen before I slammed into the ground, skidding a
few feet in the mud before coming to a halt.  I was
running the textbook riot scenario over and over in
my head from my militia training as I dodged hammer
blows and knife swings.  I pulled my triggers maybe a
dozen or so times before I was soon joined by the
two unwounded members of team two, clutching their
fallen comrades’ blasters in the same fashion as I
was.  The three of us showered the rebels with anti-
matter death, and in seconds they were reduced to a

Here I am standing watch with three other cadet
Legionnaires in the pouring rain, staring out into the
pitch black night…knowing that every second I’m out
here is being recorded and watched by Captain Zed
himself.  Everything is a test with him, and nothing is
easy.  Six weeks of training, and we’ve already lost
almost half of the class.  Most of them left either on
their own accord, tired of being pushed by Zed, but
two of us were actually killed during our first grav-
pack training exercise.  I watched as two men
misdirected their stabilizers and ended up over an
active security matrix, which is designed to knock
swooping fighters or troop transports out of the air.
We all watched as crossing beams of ions strong
enough to strip armor from a starship vaporized
them.  Even Zed recognized the truly tragic scene,
and gave the rest of us twenty minutes to reflect on
what mistakes can mean in a combat situation.  He is
such a humanitarian.

So, all of us were split up this evening into five
groups of four and set out here in the worst storm of
the season to stand guard.  Yeah, right.  With the
perimeter defenses, and the three dozen or so Viper
Wing squadrons circling the place, the only thing we
had to worry about was catching a cold.  Regardless,
we fiddled with visor lighting and scanner settings
constantly…just to be sure.  Every hour or so we’d
get a check-in call from one of the other groups, but
at around four standard hours before dawn life got
interesting.  Our commlinks came alive with shouts
and the sounds of gunfire.  It was team two, and they
were supposedly “being attacked”.  We all knew that
it was Zed and his men putting us to the test.  So, I
grabbed up my blaster (as we were not issued Ion
Lances yet) and powered up my pack.

“Where are you going?” asked one of my teammates.
“I’m going to go save team two”, I mocked as I
checked my gauges, “You coming ?”  The others in
my foxhole looked at each other and then back up at
me before replying.

“We were told to stand watch, not to go play savior
for some overacting cadets.  We’re staying.”
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dozen or so twitching corpses.  The quiet that
followed was eerily only interrupted by the hiss of rain
droplets steaming off of our blaster barrels.  It was
only a few seconds of that silence before the roar of
Viper Wings filled the air.

“What the hell happened out here cadets?” shouted
Zed as he leapt from the lead motorcycle letting it fall
over into the mud carelessly.  Then he shot me a
fierce glare as he pointed at the steaming bodies.
“Who told you that you could leave your post to help
these cadets?”

My training and my adrenaline clashed in my brain,
and the only response I could muster was far too
direct and in a tone that no man has probably ever
taken with Captain Zed.  I pulled off my helmet and
replied, “I thought you were testing us, and I made
the choice.  I made the call and I would do the same
thing again…if my choice was wrong,” he cut me off
with a sharp shout.

“Belay that garbage soldier!  You may have just
saved these men’s lives and I will not have any
soldier under me belittle the lives that he saves!  You
will recognize the good you have done, and you will
report to me first thing in the morning with these two
fine soldiers.  Am I understood?” he actually grinned
before he walked over and picked up his Viper and
sped off into the darkness.  After I knew he was gone
I looked to the others, clutching twin blasters and
shaking like autumn leaves.  We all were smiling like
children.

The next morning came after a sleepless night, and
soon all three of us were standing at perfect attention
in front of Zed’s desk.  He sat in his high-backed
office chair with his arms perched on the desk in front
of him, hands steepled and tapping his chin.  Four
other armored men, and one woman, stood at similar
attention behind him, stern faces turned toward us.
Zed sighed and lifted his face toward us before
speaking.  “I applaud your heroism soldier, and it
does not go unnoticed in my command”.  He stood,
and picked up a pile of briefcase-style attachés and
walked around to our side of his desk.  After handing
a case to each one of the three of us, he grinned and
continued.  “You three have shown, through me, that
you have the only true skill required to serve in this
man’s army…guts. You soldiers showed that you
would do whatever it takes to do what is right, when
the situation calls for it.  We have a special title set
aside for those soldiers who feel the way you do.  We
call them heroes”.  He smiled and leaned back on the
edge of his desk and motioned for us to sit down.

“In those cases are your new code tags and
assignment keys.  You have been assigned to a unit
way ahead of schedule.  When I leave this office, you
will open your cases and follow the instructions
inside.  Good luck cade-, er…soldiers.  Welcome to
the war”.  He smiled one last time and let his face
freeze into the stern granite expression he was
known for and stalked by us and slammed the door
behind him.

All three of us looked down in silence at the metal
cases in our laps, but none of us moved to the locks.
It wasn’t until one of the troopers standing behind
Zed’s desk spoke up and broke the silence.  “Go
ahead, kids…pop ‘em open.  It’s not like this is the
moment your entire existence is going to change in
seconds or anything.  Go ahead”.  It was the trickle
that broke the dyke.  In a burst of movement our
hands fumbled with the locks, and staring at us from
within was a set of neck tags and a code key
wrapped in plastic.  The rest of the room became a
blur, and all I could hear was the jingle of my tags as
I pulled them over my head and tucked them under
my breastplate.  I picked up the code key and tore off
the plastic, and rubbed my fingers over the encoded
bars.  This was it, my first true assignment as a Black
Legionnaire.  On the side of the plastic wrapper was
written C-65, 0700.  The world came back into focus,
and all three of us spoke almost in unison.  “C-65”.

Two very long hours later we were in room C-65, all
alone and waiting further instruction.  The clock on
the wall clicked its dial over to 0659, and sweat ran
down my brow.  I wiped my face with the back of my
hand and nearly jumped out of my skin when the
lights dimmed automatically and three compute-
pillars rose out of the floor in front of our chairs.  With
shaking hands we slid our assignment keys into the
marked slots on the pillars.  After a few initial whirrs
and beeps of internal electronics, the vidscreens lit
up and started walking us through our first real
assignment.

“VASA soldier, code level beta,
8…4…3…6…1…affirmed.  Welcome to VASA
briefing unit, please turn code key 45 degrees
clockwise.  Follow the prompts and wait further
instruction.  Press 1 to continue…” it chimed.  I
followed a few short personal and medical questions
and a drawer slid out from underneath the keyboard.
In the drawer was a set of headphones and a
leatherplast holster belt.  I popped on the
headphones and laid the belt across my lap.  A short
tone buzzed through the headphones, followed by my
first actual assignment.



the automated transmission, and I snatched up my
new belt and headed for the door.  My two new
squad mates followed me out.

After stopping by the bunkrooms and snatching up
my new equipment from the cabinet I was informed
about, I sprinted to the docking station.  As I ran
down the hallways I noticed how light and secure the
new holsters were.  They didn’t rattle around like the
one I wore as a militiaman, or clank as much either.
When I got to the station’s entrance, a marine holding
a data pad in front of him like a crossing guard’s hand
sign stopped me.

“ I need to see your pass tickets, sergeant”, he said.
I could barely hold back a smile when sergeant
passed between his lips.  I handed over my pass,
and he ran it across the data pad’s scanner, making
a sharp beep.  He handed it back immediately and
laughed, “Sergeant Gamma, your transport is loaded
and waiting.  Your unit is already there”.

I headed over to the noted docking bay, and jogged
up the entry ramp.  When I got inside, a dozen men
and women in identical armor like mine came
immediately to attention and saluted over knotted
brows and clenched teeth.  When I realized how
much they hated this moment, I waived off their
salutes and introduced myself.

“You have been assigned, Guardsman Gamma, to
lead a unit of elite grav-pack troops into the thick of
an urban conflict.  The upper government of VASA
has hand-picked eleven other upstanding soldiers to
serve under you in a unit never before combat tested,
but often considered.  It has been decided upon
weighing of Captain Zed’s high remarks of your skills
during your Legionnaire training that you will be the
first unit commander of the test unit of VASA’s new
‘Shuriken Guard’.  Inside the cabinet being installed
in your new bunkroom you will find a pair of specially
coded blaster pistols crafted in the past few hours to
fire only on your biodata.  These ‘pair-of-a-kind’
sidearms are your symbol of authority in VASA, and
will be your weapons of justice and vengeance in
your career.  Also in the cabinet you will find docking
orders for your unit’s transport.  Your unit will take
this transport to the disturbance, where at you will
suppress the convict revolution taking place there.
To assist your unit, you will have three suppression
squads under their own unit orders to serve and
protect you and your squad. The group of rogue
convicts and civilians have been reported to be
armed with mostly small arms and homemade
explosives and incendiaries.  They should pose no
significant problem.  Should the situation become
more hostile or dangerous as expected, evacuate
immediately and under no circumstance allow your
unit to be captured, dead or alive, by the rebels.  Be
strong, and be swift.  Dismissed”.     The static cut off
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“I am a soldier, just like all of you.  I fell into these
stripes.  I didn’t earn them by being a better man or
soldier than the next guy.  I earned them by doing
what came natural to me, I saved human life.  From
this point forward, I will only ask you to do the same.
You will save human lives wherever possible, and
you will protect your own life whenever one of us
cannot.  This unit is not my unit…it is VASA’s unit.  I
pray we come close to acting like it.

Now, strap yourselves in and let’s get ready to
rumble.  This is a perfect morning to save humanity
from itself.  Now let’s just hope that they appreciate it
as much as we all did!”

I held on tight as the transport rattled
into space, heading toward the grav-
shunt leading toward the rim.  As far as
I can tell, I was in store for a horrific
descent into the living hell known as
Junkerville with a brand new squad of
elite soldiers who have just been
tossed into my unit like eggs in a
basket.

The tough part of all of this is that I can
tell that every single one of my unit’s
members are older, more experienced,
and all around better soldiers than I
am.

Worst of all…I can tell they don’t like
me one bit.  Part of me wonders if this
isn’t just another test by Zed…

…and the smarter part knows better.  That part
knows I’m screwed.

If you would like to use Sergeant
Gamma in your Void games, here are
the statistics for him (note: this is in no
way an I-Kore official Personality,
merely a table-top representation of the
story’s main character)

Sergeant Gamma

AS SH ST T
5 6 4 6

W CD SZ MV
2 6 2 4

Cost: 61 points
Equipment: 2 High-Output Blasters
Structure: Personality, you may only have one
Sergeant Gamma at a time; you may REPLACE the
Sergeant from any unit of Shuriken Guard with
Sergeant Gamma.
Special Rules: High Morale +1, Tactical Awareness,
Multiple Shots x3, Graviton Pulse Pack; any unit of
Shuriken Guard led by Sergeant Gamma must roll
two dice for any Command related test and take the
worst result.

High-Output Blaster
CC Short Medium

0 (x2) / 5 -1 (x2) / 5 - / -
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(continued from page 23)

Turns 4 – 5

We had now moved up closer to the holding
cell and reports of a single guard out front
proved to be correct.  Despite our close
proximity to our target stealth was still called
for as a full frontal assault would likely get us
into a fight with lots of these mutant scum.
Cursory checks around several of the
ramshackle buildings produced several sets
of voices coming from within each.  I took a
quick glance in a nearby window and noticed
what appeared to be one of the local
degenerates sitting down to a meal made up
of some kind of rodent.  For a second I
thought he might have seen me, but his
attention appeared to be only for his meal.

4: Mark – delayed to allow Duffy to go first.
Duffy – Max fished a cigarette out of his
jacket pocket and light up.  (Revenant – I’ll
have to check and see if Mr. Payne has been
approved by the local authorities for the
intake of controlled stimulants.)  He then took
two evade actions.
Mark – Revenant decided to stretch his legs
a bit and took two sprint actions and two
evade actions.  He parked himself behind a
building where he heard several voices
talking and spotted one mutant through a
window.

5: Mark – continued to delay to allow Duffy to go
first.
Duffy – Two walk actions were followed by an
evade action and a pause to look around.
Mark – Deciding to continue his quick
reconnoiter of the area Revenant took two
more sprint actions followed up by two evade
actions.  This put him behind another building
where he heard several more voices coming
from within.

Some pre-game thoughts from Duffy

My previous games of Inquisitor have been less than
successful endeavors. The games have been fun, but
without fail, I've managed to find a way essentially disable
my own character for over half the game! Usually through
bad dice at bad times. My experience with the game has
still been positive though. I feel Inquisitor can't be
approached as a traditional miniatures game, GW or
otherwise.   The lack  of a points  system makes  the game

balance exceptionally difficult. If you go into the game
expecting it to be a "fair" competition between several
players, you'll be disappointed. The addition of a game
master running a well crafted scenario is what makes
Inquisitor fun. If you approach the game expecting only to
play the story, or as if you were making an action movie
with your character as the star, you will enjoy the game.
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Turns 6 – 9

Time to move in.  The guard in front of the
cell proved to be quite inept and luckily for the
rest of his bloodline he won’t be in any
position to produce more of his kind to
become a drag on the economy.  Inquisitor
Skopje also emerged from his cell thanks to a
well-placed demolition charge by Mr. Payne.

6: Mark – Took two actions to sprint up behind
the cell.  Even though he’s rather dimwitted I
think that the guard took notice of my heavy
footsteps.
Duffy – First used an evade action to get into
position and then bent over to pick up a rock
and toss it away from my position in an
attempt to draw his attention.  His aim was a
little off, but he got it close.
Mutant Guard – He walked over in the
direction of the rock and took a look around.

7: Mark – Revenant took a sprint action followed
by an evade action and finished up with
another sprint.  This put him around a building
distant from the location where the guard first
took notice of his advance.
Duffy – Used a walk action before picking up
another rock and heaving it towards some
barrels that were up on a platform.  The ‘ding’
echoed loudly and Max moved back into
some cover with an evade action.
Mutant Guard - Now he knew for sure that he
heard something and moved towards the
barrels and looked around, puzzled that there
was nothing to see.

8: Mark – delayed until the guard completed his
actions for the turn
Duffy – ditto
Mutant Guard – Nothing, he was oblivious to
the world going on around him
Mark - Not really sure if I’ll be able to get up to
the guard as quickly as I’d like I opt for evade
actions and hope to get as far as I can.  As it
turned out I got five successes and came up
right behind the guard.  He managed a quick
glance back right as I closed in.
Duffy – Used two sprint actions to get up to
the cell, took a look around before placing a
demolition charge on the cell door and telling
Inquisitor Skopje to stand back.

9: Mark – Revenant charged the mutant guard and
actually missed with his first attack.  Damn mutie luck.
His second punch with the power fist found a nice
home in the grey matter of the mutant’s brain.  As he
fell to the ground Revenant grabbed the shotgun out
of his twitching fingers.
Duffy – After a quick look around, including a grimace
at the  mess that  had  been made  of the guard,  Max

set the demolition charge and took cover from the
blast.  The door was blown off of its hinges and a
through a huge hole strode Inquisitor Skopje.
Skopje – Walked out of the cell and took a look
around to get his bearings.

All sorts of awareness checks were made as a result of
the blast and several mutants emerged from their homes
and headed towards the cell to fight.  Time to go to work!
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Turn 10

Gunplay galore!  The air filled with flying lead
and the ground was covered with showers of
blood.

10: Mark – delayed to allow Duffy to act first.
Duffy – Max’s two pistols erupted at the
mutant that came charging from inside a
building.  Three shots resulted in two hits,
which blew a gaping hole in his abdomen
spilling his guts and separating large chunks
of meat from his left arm.  He hit the ground in
a heap.  Max ran around back towards the
smoking cell and took aim at another
emerging mutant.  His first salvo of shots
missed completely, but all three of the
following shots were on target.  Two gut shots
and a rather nasty groin injury later found the
degenerate scumbag on the ground leaking
more bodily fluids than he had to spare.
Mark – Revenant calmly walked towards the
filthy dregs and fired two shots at the nearest
one.  The first massive shot nearly tore off his
leg as the bolt exploded after entering the
flesh.  His femoral artery was clearly severed
as a fountain of blood erupted like a volcano.
The second shot hit his right arm and finished
the job that was almost already done.  The
Witch   Hunter   continued   his  casual  stride

To the left is a mini-version of the map at the start of turn 10.  This is
right after the mutants rushed out of their houses at the end of turn 9,
but before we really begin to swing.  You’ll notice that there are two
mutants that are represented on the map(s) that we don’t take any
action against.  Max could not actually see the one off on the left side
as he was still in the building, but we wanted you to know where he
was.  The other one, the Mutant Berserker, is just to the right of
Revenant and even though he is shouting obscenities and trying to
work himself into a rage he can’t quite seem to pull it off so Chris (very
correctly) ruled that I didn’t see him as a threat yet.
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through the center of town and took two more
shots at another mutant.  One missed, but the
other nestled into his right shoulder and
exploded.  His axe hit the ground at about the
same time as his body.
Skopje – The Inquisitor moved over to where
his gear was being kept and suited up.
Mutant Berserker – He began muttering to
himself, but failed to join the fray. Mutant in
Building – He thought that he wanted to get into
the party, but he just couldn’t bring himself to
come out and play.
Mutant Lookout #1 (right side of compound) –
From the top of the walled outpost he loaded his
shotgun with executioner rounds and took a shot
at Revenant.  The shot landed at the Witch
Hunter’s feet and did nothing more than kick up
some dirt.
Mutant Lookout #2 (left side of compound) –
He (it?) also loaded executioner rounds into his
shotgun, but could not draw a bead on a target.

Turn 11

Not as much shooting going on, but certainly
enough to get us an ‘R’ rating for violence as if
the last turn wouldn’t have already done that.

Mark – Revenant sprinted over to get a shot at
the pesky dirtbag that just shot at him.  Two
shots were sent up his way and while one
missed the other tore through the armored
walkway and into the mutant’s left leg where it
exploded in spectacular fashion.  The guard
howled in pain as blood showered him.  He was
not quite out, but he had to take time out from
his extra-curricular activities in an attempt to not
bleed to death.  Apply firm and steady pressure
until the bleeding stops jackass!  Revenant then
took an evade action.
Duffy – delayed until Skopje had a chance to
act.
Skopje – Evaded twice to close in on
Revenants position.
Duffy – Took a quick look around before
sprinting over behind cover, evading and then
covering the door to a building where a now-
dead mutant had emerged.
Mutant Berserker – He finally got his nerve up,
or completed his rendition of the curly shuffle,
and sprinted right up to Revenant with bad
thoughts in mind.
Mutant in Building – His decision not to get into the
fight from last turn would have been the one to keep
for this turn too, but his 10-cent brain just couldn’t
compute and he sprinted out of the building right into
three shots from Max.  The first two shots from
his stubber missed with one shot going wide to
the right and the other off to the left.  He split the
difference with the shot from his revolver and hit
the mutant in the head.    He flew backwards and

landed with a thud, but somehow was still breathing.
Mutant Lookout #1 – Despite the sticky red liquid
running down his leg and onto the floor he let fly with
four slugs from his shotgun.  Out of the four two hit
Witch Hunter Revenant and two missed.  Revenants
right side took a beating with a hit to his right arm and
one to his right leg that both penetrated his armor.
Mutant Lookout #2 – Remained in position and took
no visible action.
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Turn 12

The pace slowed down a bit as most of our
close targets were dead or dying and those
farther away had decent elevated positions.

Mark – delayed so Skopje could act
Duffy – In his nice covered position Max took
out and lit another cigarette and took a look
around.  He then, rather nonchalantly, loaded a
flechette round into his revolver, aimed at the
mutant with blood running from his head and
shot him.  The result was a single wound to the
abdomen that could have been caused with a
slingshot.
Skopje – The Inquisitor moved up close to the
mutant berserker and mesmerized the brute.
Jedi mind trick!
Mark – Revenant planned on turning around
and shooting the mutant point-blank before
charging him and pounding him to jelly, but his
gun jammed and he just stood there and
cursed, loudly.
Mutant Berserker – His dull mind could not
break free of the psyker’s barrage of pretty
colors.
Mutant Lookout #1 – Even with trying to
control his bleeding leg he managed to fire a
shot at Revenant, but missed.
Mutant Lookout #2 – He continued to load
what must have been special munitions into his
shotgun as he scanned back and forth for a
target.

Turn 13

Our slow down continued and the sounds of
gunfire started to fade, but only for a few
seconds.

Mark – Revenant cleared the jammed bolt and
took two shots at the berserker.  A shot to his
left arm and right leg left him down, bleeding
and out of action.  A swift kick really didn’t to too
much more damage, but it made me feel a
whole lot better.
Duffy – Several more shots from Max still failed
to kill the mutant.  Even a shot to his vitals
(groin) couldn’t take him out.
Skopje – His recent confinement coupled with
the rather abrupt nature of his release lead him
to stand around and do nothing as he took stock
of the situation going on around him.
Mutant Lookout #1 – Aimed at Revenant, but
hesitated when it came time to pull the trigger.
Mutant Lookout #2 – With nobody in LOS he
continued to sweep the area, ever alert for
intruders that he could take a shot at.
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Turn 14

Things suddenly take a turn for the worse
when the gates to the compound open up and
the lead starts to fly with fervor again.

Mark – The Witch Hunter tried to move into a
better position to get the maximum number of
shots off at the most enemies, but he really only
managed to put himself into more danger.
Duffy – Max was finally able to dispatch the
mutant that was writhing on the ground and
congratulated himself with another cigarette.
Skopje – Realizing that Revenant has
inadvertently put himself into a precarious
position he used an evade action to get up by
him and then tried to mesmerize Mutant Lookout
#1, but failed and suffered Excedrin headache
#27 for his trouble.

The gate to the compound now opened to
reveal five more mutants including their leader
who was sporting a storm bolter.  Pucker time.

Mutant Lookout #1 – Seeing a golden
opportunity to look good in front of his mates he
took two shots at Revenant and hit with both.
Two shots to the left arm penetrated his
carapace armor and caused him to drop his bolt
pistol.
Mutant in Fort #1 – Seemed as surprised as we
were that the gate was raised and stood there
with a blank look on his face.
Mutant in Fort #2 – Ran out of the fort and
blazed away at Revenant and thankfully missed
with both shots.
Mutant in Fort #3 – Looked at his friend that
was just standing there (Mutant in Fort #1) and
also wondered if they were supposed to rush out
on the count of two or was it three.
Urak – The mutant leader ran forward with bolt
after bolt streaming out of his weapon.  Six shots
were directed at Revenant and two hit him.  One
was slowed enough from going through part of a
wall that it bounced off of his armor.  However,
the other hit him in the left leg and even with
some extra armor afforded by the building nearly
caused the Witch Hunter to buckle in pain.  (-1
Speed for Witch Hunter Revenant)
Mutant Lookout #2 – Aimed at Revenant, the
target of choice for this turn, and left fly with four
shots.  All four hit, but mercifully bounced off of
his armor and the surrounding building.  It
should be noted that Revenant passed eight
nerve checks for being shot at this turn.
Lakl – Urak’s main henchman was somewhat
puzzled by the sudden flurry of activity and tried
to make it look natural.
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Turn 15

The intense shooting from the compound
continued as the fate of two of the Emperor’s
servants, and one hired mercenary, hung in a
balance that was swinging rather wildly to one
side.

Mark – Seeing all of these guys just begging for
death standing around so close to each other
lead Revenant to grab the Frag Grenade off of
his belt and toss it into the middle of them.  The
blast was incredible and with bodies all over the
ground he took the shotgun that he snatched
from the moron guard and took out two more
mutants.  Ok, I lied, he pulled the pin and stood
there like a big girl.
Duffy – Max was quite content to sit tight,
especially after hearing of a live grenade in the
area.
Skopje – Seeing that his life could come to a
quick and messy end he strode forward and
opened up a Storm of Chaos in the middle of the
mutants (rolled a natural 01!).  Four of the
mutants were counted as potential victims, but
only two were drawn in.  Of those two, Urak and
another mutant, both emerged from the horrors
they witnessed, but were stunned.
Mutant Lookout #2 – Took two shots at the
Inquisitor that came into view and hit him once in
the left arm with a grazing shot.
Mutant Lookout #1 – Feverishly loaded shells
into his shotgun.
Mutant in Fort #2 – Having already left the
confines of the compound he took many, many
shots at Skopje and hit once…in the head.  The
Inquisitor hit the ground and was stunned.
Mutant in Fort #3 – He took three shots at
Revenant and hit twice.  Once in the abdomen
which caused the Witch Hunter to fall to the
ground in pain and once in the groin to add insult
to injury.  On his way to the ground Revenant felt
the grenade slip out of his hand and waited for
the inevitable blast.  It came from behind him and
he felt shrapnel hit his left leg, but didn’t
penetrate his armor.  He was not as lucky with
the shards that hit him in chest as he felt them dig
into his flesh right before he passed out.

On turn 16 (not pictured) Max jumped out from
behind his cover and with some gunplay worthy of a
‘Die Hard’ movie killed Urak that was teleported onto
the walkway of the compound.  He then slinked off
into the darkness while the two servants of the
Emperor were dragged into the mutant compound,
now under control of LaklLakl.

Post-game comments from Duffy

Max Payne was a fun character! I was able to accomplish
at least part of my objective by killing Urak, but the
Inquisitors were only unconscious when the game ended.
Surprisingly, the dice throughout the game cooperated with
both what I wanted to do and the cinematics of the
scenario. I don't believe Mark (Revenant) ever suspected I
would turn on him once Urak was dead.   When I wanted to
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fail my action roles so I could just wait for the Inquisitors to
take the brunt of the mutant assault without arousing
suspicion about my motives, the dice cooperated! This was
by far the most enjoyable game of Inquisitor I've played.
The game only intensified my feeling that Inquisitor is much
less about what you do than how you do it. They creation of
the story and development (as much as is possible in a
combat simulation) of the character rather than "winning" is
the key to enjoying the game. Playing in character and just
seeing what happens is the goal. A good scenario run by a
competent game master (good job Chris!) is really required
to even the playing field. Overall, I felt the game was quite
successful and I was entertained for the entire time.

…And from Mark

Wow!  What a difference a game makes.  Let me explain.
This was my second game of Inquisitor.  The first one was
really not much more than learning the rules, but man this
was a lot more fun.  I have to give a lot of credit to Chris
who not only came up with a fun scenario to play, but he
also kept the game moving along at a quick pace. I had an
inkling that Duffy would end up turning on me, but had no
concrete evidence.  I made one, well several, major
screw-ups as I forgot to use my Deflect Shot ability not
once, but for the entire game.  I have no doubt that I could
have fended off at least a couple of hits.  Revenant was
just too caught up in the moment and threw caution to the
wind.  Getting captured had nothing to do with my
objective, but it did do something very important.  It set up
our next game.  You’ll have to wait until next issue to
witness the rescue attempt and all around ass-kicking that
the mutants will soon be taking.

Abilities: Ambidextrous, Fast Draw, Gunfighter,
Hipshooting, Lightning Reflexes, Quickload, Dead Eye
Shot, and Heroic.

Chris put Max together for Duffy and judging by his reaction
before the game started he was pleased with what he saw.
It may have something to do with the fact that Duffy had
just picked up the Max Payne game for his computer, nah!

Max Payne

WS BS S T I
45 75 60 56 73

Wp Sg Nv Ld Speed
68 64 77 60 5

Equipment: Stubber with 2 reloads, Revolver with 18 shells,
3 man-stopper, 3 dum dums, and 3 flechette rounds, Knife,
and Conversion Field.

…And now from Chris

LaklLakl stood over the body of Urak.  Blood, sluggish with
its contact with air, slowly seeped from the numerous holes
in his body.  The mutants in the fort stood frozen, stunned
at the freakish turn of events.  With a bright flash one of the
guards and Urak disappeared, only to materialize in the
way of bullets from some unseen assailant.  More than one
disfigured face showed the signs of tears.  LaklLakl knew
where those bullets had come from.  He knew all too well.
He seethed in anger.  Two writhing bodies in the courtyard
were being dragged this way. When they regained
consciousness what  would they  say?    Had  Max kept his

mouth shut any better than he had kept his bargain?  This
left him with little choice.  “Find the one who brought them
here…find him, and we will kill him!” LaklLakl hissed.
“Uhhh…boss…what about these two,” asked one of the
others.  LaklLakl quickly selected the rebels that Skopje
had seen.  “Disappear…quickly…don’t come back until the
two moons are both full.  The rest of you quickly start
patching them up.  Be gentle.  We are their liberators, and
they will lead us to the killer of Urak!!!”  Already his mind
was turning, planning, hoping he could somehow salvage
this situation.  First, he had to cover his tracks.

Wow, all being said that was a great game.  Without a
doubt this game was the most fun I have had to date with
Inquisitor.  My thanks go out to Duffy and Mark for an
entertaining game, and having patience with someone who
has never GM’d a game.  The game went so well that we
have set up a sequel.  I had hoped that the exploding
barrels would come into play, but alas they shunned cover
and run circles and dodged rather than stay put in a firing
position.  In hindsight we should have had about one more
hour in time allotted, but it was clear who had won.  I
encourage anyone running a game with NPC’s to write
down their actions so the characters do not know what is
going on.  We realized this in the middle of the game, but
Duffy and Mark were very good about playing in character.
“So even though the berserker has tried to charge me twice
and failed every action roll I still do not know he means me
any harm?” was a question asked at one point, but alas
Revenant was too busy shooting up the berserker’s friends
to really pay attention.  The classic moments in the game
have to be the picking up the weapons of the dead mutant
“just in case”, Max Payne smoking practically a whole pack
of cigarettes, the mutant pincushion that took 3 or four
turns of shots before sliding into oblivion, and the game
ending “quick he’s got a grenade…shoot him”.  The
inquisitors being taken out by their own grenade was fitting
justice.  Had the grenade been thrown then there is a good
chance that all of the mutant would have gone down.  I
have to come up with more NPC’s besides mutants that
last a little longer and pose a bit more of a threat.  Of
course this means I need more mini’s, and they cost
money.  See y’all next issue when LaklLakl figures out how
to tie up his loose ends.  Please drop me hint or story ideas
at fuzzystraberry@home.com if you have any.  I would be
more than happy to credit you idea in my write up if I use it.
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Welcome to the second installment of Standing
Orders.  In case some of you missed last issue,
Standing Orders is basically a column where I
'lay the smack down' on some of the many and
varied miniature gaming rules that I have in my
personal collection.  However, this isn't a game
review, instead it's more like opening a big box
and dumping all the pieces on the floor and then
picking them up one and a time and sorting
through what you got.  For a more detailed
explanation than that of what we attempt to do
this in this column download the June 2001
Fictional Reality.

After suffering through
Ravens of Karnage
last issue (author note:
Thanks Mark) I just
had to profile a game
that would highlight the
format I have chosen
to use in Standing
Orders in the most
illustrious manner.
That game happens to
be Avalon Hill's Battle
Cry.

Battle Cry is a civil war
board game that
allows players to
recreate most of the
great battles and
skirmishes of the civil
war.  Re-released by
Avalon Hill/Hasbro in
1999, this was my first
introduction               to
designer Richard Borg's game of the American
Civil War.  Having met, and played with
Richard on  his own personal miniature version
of Battle Cry at GENCON in 1999, I can assure
you that at its roots Battle Cry is a miniature
game that's played on a board 20" in height and
30" in across.

STANDING ORDERSSTANDING ORDERS
by Deano C. Ware

deanocware@aol.com

This month I am profiling what I consider to be a
real treat for you.  Avalon Hill's civil war board
game, Battle Cry!  Having grown up an avid
Avalon Hill fan (pre-Hasbro era of course) I am
more than a little biased toward their products so
I was especially pleased when I purchased
Battle Cry and played it and found out it didn't
disappoint the miniature gamer in me.
Obviously, Battle Cry isn't a miniature game "per
se" but with 116 miniature civil war pieces, it
comes close enough for this column!  Enjoy!!

What You Get - Battle
Cry is packed full of
miniatures, counters,
terrain grids and
cards.  When you first
open you'll spend five
minutes easy just
lavishing attention on
each piece and
component.  As for the
contents, Battle Cry
includes: 116
miniatures, half in blue
and half in gray.  Each
army includes 3
generals w/flags, 6
cannons, 9 cavalry,
and 40 infantry.  In
addition, you get 60
command cards, 46
terrain tiles, 6 field
work tokens, 14
campaign flag tokens,
8 battle dice and a

sheet of American and Confederate flag
stickers.   Finally, there is also the beautiful 20" x
30" full color game board.

What You Need - Everything you need to play
the game is included in the box, however you
play   with   8   six   sided   dice    (labeled    with
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accommodate the figures that make up a unit so
you get into battle very quickly.  In addition the
figures do not come with movement trays like in
the game, Lionheart and BattleMasters, which
would make moving them a lot more convenient
- even if it would not be as aesthetically pleasing
to the eye.  However, being a game that
recommends ages 12 and up, the hexes are a
necessary evil.  The only drawback to real
miniature gamers is that since all of the unit's
attacks are measured in hexes, players can
automatically eyeball when a unit is or is not in
range for an attack.

What's New - First and foremost were the
command cards.  Now I have played games
(miniature and board) that have attempted to
use "order/command" cards before and
inevitably they slow the game down and pretty
much lead to unrealistic and odd endings.
That's what is new about Battle Cry's command
cards.  Each card indicates "what part of the
battlefield" (right flank, center, left flank) it can be
played on and what the command will allow.  So
for example, an "Assault" will indicate that you
can issue an order to all units on the "left flank",
an "Attack" card however will only allow you to
issue an order to 3 units.  This is where the
strategy comes in.  Basically you start with either
4 or 5 cards depending on your general.  Each
time you use a card, you draw another one at
random from the deck.  However, at any given
time you may have cards with orders for only
your left flank, or only the center or one for each.
The key is you won't know until you get stuck
into the battle and your opponent is pressing
your lines, where you need to order or move
troops.  If you don't have the card when you
need it, it is usually decisive.

What's Familiar - Combat in Battle Cry will be
somewhat familiar to any one who has played
miniature board games.  Each unit has a range
and a number of dice they can roll at that range.
So an Infantry will roll 1 dice at 4 hexes away
and 4 dice at adjacent hexes.  If you roll a die
with a symbol that matches the unit you are
attacking, one figure on that unit is killed for
each symbol rolled.  Each die has more infantry
than cavalry,   more cavalry than artillery,   more

symbols, not numbers)  and  the  pack of 80
command cards.  The game board is divided
into hexes about two inches wide so a ruler is
not required.

What You Are Told - The introduction to Battle
Cry states:  "Battle Cry is a unique historical
game system with 15 stylized Civil war battles
and skirmishes".  This is pretty much correct but
not very informative.  Basically, what they meant
to say is Battle Cry is a miniature-board game
that lets you re-fight historical battles of the civil
war.  There is no economy, politics or campaign
element to speak of.

What You Will Discover -  What comes across
from the very beginning when you play Battle
Cry is that the game is very much "scenario
driven".  The object of each battle is to capture
six (6) of your opponent's flags.  Each army
begins with about 10 to 11 flags on the board
depending on the scenario including those that
come with each general.  Having to take six out
of ten flags basically means eliminating over half
of your opponent's army so while you could play
to the last man, at the point when someone
loses the sixth flag the outcome is almost
assured.  The most important part of game play
with Battle Cry is how you play your "command
cards".  If you run out too soon or use a vital
card too early, you probably won't recover.

What's Old - The only thing I can honestly
complain about with Battle Cry is the hex board.
The    hexes    are    somewhat    oversized    to

COMBAT CARDS



Cry is that it is not an in depth wargame.  It is truly
a miniature board game.  Combat is pretty much a
roll of the dice and other than range and number
of dice rolled there isn't much differentiation
among unit types - or obviously within unit types.
This means that all of the infantry have the same
fighting strength so there is no "Iron Brigade" that
you can put in the center and hold it or "Mosby's
Raiders" that you can send against a strong union
flank.

What I'm Going to Do with These Rules - I'm
definitely going to keep playing Battle Cry,
however, whether I will try to write up some
supplemental rules for it as well is still up in the
air.  In addition, I am also contemplating how one
could incorporate the "command card" concept
into a miniature wargame instead of the "written
orders" many systems use.  A game called Piquet
currently uses cards something like this but not
specifically for command purposes.  Either way, if
I get tired of the game I now have 116, 15mm civil
war miniatures to paint and base up for Johnny
Reb III!
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artillery than cross sabers (generals) and a flag
(a push back).  Each flag that is rolled, pushes
the opposing unit back one hex (which
sometimes can be a good thing).  A general
can only be killed when a cross sabre is rolled
and only when alone.

What's Good - The game itself is quite easy to
learn and play.  I play regularly with my ten
(10) year old son and I have only beat him
about two more times than he has beat me.  It
is also a visually enjoyable game to play with
the potential for a real spectacle if one were to
paint the approximately 15mm figures true to
life.  I have started painting the horses of my
Union cavalry and all in all they hold the paint
well.  What I enjoy most about the game are
the command cards which, in addition to the
type of orders described above, also include
special cards like "sharpshooter", "construct
fieldworks", "short of supplies" and "force
march".

What's Bad - The only "bad" thing about Battle

GAME MAP


