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A Review by Doug Wildfong of the General d’Armee rules by
Dave Brown of Two Fat Lardies
In General, I liked the game flow and mechanics. There is some complication that does
make it chart heavy and based on the style (British) it is not as intuitive as I'd hoped. So
the first few games will be a fair amount of look up. I liked the "Command"
representation even though it is dicey. Assignment of ADC attachments is how you take
some of that out of the mix. Definitely bring only your "6" throwing d6's. Measurement is
in centimeters for 15mm figures and inches for 25/28mm figures.
Charge(s) come early in the turn and I would describe the process as representing an
"impact / fear" of crossing bayonets idea where one side or the other gives ground and
quits the fight or worse.
Maneuver is how you might expect it to be and no surprises there. It is tied to troop
quality as in "move and" versus "Move Or".
I agree that Built Up Area / Strongpoints are not as powerful and easy to hold as in
some games. That assumes we played the process correctly in the fight.
Shooting has a very wide spread of results including loss of "Fire Discipline" or "Fatigue
Casualties" on the low end numbers for Infantry and Artillery respectively and on the
High end there may be required a "Discipline Test" for the target as well as many
casualties; so could go badly if the target has accumulated some casualties prior and
does not throw better than a modified 7 on the 2xd6 "Discipline Test" (DT). Artillery is not
to decisive in single Batteries firing but could be when firing several of them together at
a single target (Yet to be seen). Long range is mostly ineffectual, while "effective and
close" range do better. Watching your negative modifiers is highly needed as some
skirmish targets could do more to hurt the shooting battery than the other way round.
Some shooting adds "Casualty Dice" (CD's) to the shooting and allows for potential
casualties in addition to the "Fire Table" results.
Skirmishers are handled in an interesting way with "Casualty Dice" (CD's) shooting and
are generated for / from the brigades and Light infantry Battalions. An interesting way to
represent them. They must maintain at least a 5cm distance interval from the screened
Brigade to be effective, otherwise Brigade units can be engaged directly and not
effectively screened. In the open they can be vulnerable and seem to be tenacious if
you are trying to dig them out of rough or dense terrain. They do well versus Artillery
that is not protected by other troops.
Melee comes last in the turn sequence. It can be extremely dicey and here is where
"Tim's Victory" comes in. When you "Charge", you may be able to also go forward with
supporting units. This is especially true if you assigned ADC's to a Brigade and created
an "Infantry Assault" order for a Brigade of infantry or you have a Brigade of Horse (they
can charge with supports (as is their nature) without "Assault Orders"). This is what Tim
did as his Cavalry Brigades (2) outnumbered mine and where heavier types as in
Dragoon and Cuirass to my Chassuers and Lancers. (BTW, we did this incorrectly in
retrospect as you cannot "Support" a charge from a different brigade regardless of the
distance proximity (10cm) ). So Tim's Heavies charge my Puny's and he has an
attached Brigadier and he made ADC assignment for "Glory" and we allowed (Illegally)

his Chevau Leger from another Brigade of Horse to be supporting as well. A unit of
Cavalry (or Infantry) in melee can throw 5 dice (d6's). They also add in supports within
range, also with 5 dice, plus there may be additional casualty dice available for other
circumstances (I had "Melee with Elan" +1CD and an attached Brigadier +1CD with a
support unit.). So Tim had either 15 or 18 dice (Whew!!) and I had 12 dice. In the event,
Tim out scored me 9 casualties to 4 and having bested me by "5", my Regiment and
Supports and the Brigadier where swept from the field ( Routed and Dispersed,
removed from the table) as I had no reserves to allow them to stop and rally behind.
The actual units engaged and the supports share the casualties so even if able to rally,
both my Regiments were blown and fragile and Tim's Lead Dragoons were also badly
blown and his other supporting units were very close to blown. I should mention that I
won the initial "Charge" dice off and was able to countercharge and cause the melee.
Had I only known...
As a learning game I discovered I have lots more to learn and I think so do the other
players. I was impressed enough to want to play again, so a thumbs up at this point.

Canvas & Caulk Rivers
By Robert Cuscaden

The purpose of this document is to go through the steps of making rivers out of canvas and painters caulking. The same
process could be used to make roads as well.
Tools
1 Canvas painter’s drop cloth
1 roll white Duct tape
1 box of rubber gloves (IMPORTANT)
3 DAP White caulk tubes
1 can of sand
1 bottle Elmers glue
3 DAP Clear caulk tubes
Scissors / Caulk Gun
1 bottle of super glue
Acrylic Paint (1 Dark Brown, 1 Sand color, 1 Dark Blue, 1 Light Blue, 1 Light Green)

Step 1: Cut out your river pieces
I bought a standard (cheap) drop cloth at Home Depot and selected one that did not have the plastic backing. I then
decided to make 3” and 4” rivers which to me sounded like the right size for 28mm figures. But obviously, you can make
2” and larger if you wish. My plan is to have a half inch border on each side leaving 2” and 3” for the actual river.
Some straight river sections and a final product

For the straight sections, I selected lengths of 6”, 12” and 18”. I then made some 45 degree and 90 degree pieces along
with some fords and river forks.

Step 2: Add duct tape backing
The next step is to apply the white duct tape to the back of each piece. This provides some rigidity to each river section.
I taped each piece of river to a desk top…

…and then removed each piece from the desk and cut the excess duct tape off. Note: this is more difficult than
expected as the glue from the duct tape easily gums up your scissors.

Step 3: Apply first layer of caulk to the sides

Once the river pieces have been cut out, the next step is to apply the first layer of caulking to the sides of the river. I
used caulk from Home Depot and found that the cheaper caulk actually was easier to spread. So buy the $4 tube
instead of the $7 (for white). The clear is about $7 per tube.

Place a piece of art paper or newspaper down on your work area…this gets messy! Apply 1 bead of caulk to each side of
the river piece. Then by using rubber gloves, spread the caulking around and build up each side.

This gets really messy so please wear gloves.
Let dry for 24 hours…

Step 4: Apply 2nd layer of Caulk
Once the first layer is dry, add another bead of caulk to each side.

As in Step 4, spread the caulking into place with your fingers.

In this step I also add the caulking in the areas on the side to show sand bars and for the submerged river crossings.
In the image above you can see where I add in the crossing areas.

Step 5: Add Sand
Do not let the 2nd layer dry, this is the step where you add the sand to each piece. I used sand that I bought from
Michael’s; but I am sure sand from your yard would be fine too as long as it was pretty clean.

Sprinkle the sand onto the wet caulk and allow 24 hours to dry.

Let dry for 24 hours…..

Step 6: Remove excess sand and add grit
In this stage we remove the excess sand and apply Elmers (PVA) glue to areas and add in small pebbles.

I actually got this grit from my yard and I filtered it through several different screens to produce 3 different sized of
pebbles. The grit I add in this stage is the small pebbles that are just a little larger than sand. Hopefully you can see then
in the river crossing areas in the image above.
Let dry for 24 hours….
Step 7: Paint the banks
Using a dark brown paint I painted the sides and added a little more larger grit (pebbles) to the crossing sections.

Here is a good close up of the river crossing areas.
Step 8: Semi-dry brush the banks and crossings
Using the “sand” color paint, I dry brushed the banks. If you do not know what a dry brushing technic is, it is basically
loading your brush with paint and then brushing 50-60% of it off on a paper towel. Then lightly go over the banks of the
river. This highlights the top areas of the sand but leaves the dark area in the recesses.

For the crossing I did a real light coverage as this is under water and I wanted to show the brown “mud".

Step 9: Add the river bed
The next step is to add a thin layer of caulk to the river bed. As before, use gloves and put a real thin layer of caulk
down.

Be careful not to spread the caulk onto your river banks…but if you do…you can always go back and paint over it.

Step 10: Paint the river bed
I used 4 different colors for the river bed paint (shown below). 1 Dark Blue, 1 Light Blue, 1 Sand, 1 Light Green

I mixed the sand and green together in a 50-50 mix to give me a greenish sand color for the shallows.
In this step, it is using a “wet brush” technic where I first colored the sides with a single brush width of greenish sand,
then I put a line of light blue next to it and then the dark blue down the middle. Then using the wet paint to blend it into
the look you want.

Basically I wanted the greenish sand colors near the banks and the shallows and the dark blue in the middle to represent
the depths. Allow to dry…
Step 11: Apply the “water”
This next step is to add a large bead of clear caulk to each piece, and as before (USE GLOVES) spread the caulk around
with your fingers to spread it out. This is VERY sticky…and messy!!!

Step 12: Make Waves!
After you have smoothed the clear caulk over each piece, take a plastic bag and “dab” it onto the water surfaces. The
plastic bag will stick to the caulk and as you pull it up, it produces a “wavy” result. At first I did not believe that it would
work…but it does…and it looks really cool.
NOTE: I found that depending on the caulk and the temperature of your room you will get different results. In one case
(I think it was cold) the dabbing of the caulk worked great and produced the watery areas just fine. Another time, I
actually had to come back an hour later and do it again as the caulk had smoothed out. I think that with the warmer
temperature, it allowed the caulk to flow level. So this is the only part of the process that I don’t have good guidelines
on what to do. I would suggest doing one or two pieces at a time to see what works best for you on that day.
LET DRY COMPLETELY (or your grass in the next step will stick to your water)

Step 13: Apply grass and flock and larger stones
Then using Elmers (PVA) glue, place your grass and then with super glue, add larger rocks and boulders.

NOTE: Be careful about apply your grass TOO soon. If you water is still a little tacky…your grass will stick to it. So make
sure that you are careful applying the grass. I could not get the grass out of a couple of pieces and I threw them away!!!
Step 14: Get YOUR GAME ON!!!
Last thing to do…get your game on!

February Report on Jeff Lambert’s WWI Aerial Combat Campaign
While the Great War drags on, the focus of events has shifted to the Eastern Front where talks
between the German Empire and the Bolsheviks of Russia have broken down, resulting in a huge
offensive in Byelorussia and Ukraine. The German armies there are making great gains against
the exhausted and demoralized Russians.
The relative quiet on the Western Front is broken only by the usual harassment bombardments
and the occasional air battle, such as occurred this Friday last. A German patrol led by Lt.
Lambert, with Lt. Irons and newly commissioned Lt. Howell all flying Albatros DVa's, flew over
No Man's Land and encountered a British patrol under the lead of Lt. Skelly, accompanied by Lt.
Marston and Lt. Stuart. Skelly and Stuart flew SE5a's while Marston piloted a SPAD. The
opposing aircraft were evenly matched, although the British had a slight advantage in speed,
which they put to good effect. The Germans struck first, sending Skelly hurtling towards the
ground to escape Howell while he worked to clear a stoppage in his Vickers .303, using the speed
gained to keep a safe distance from Howell's continued efforts to bring him down. This left
Lambert and Irons to deal with Marston and Stuart. Both sides traded shots, with Marston
putting a long burst into Lambert's Albatros, but Lambert cleverly stalled and returned the favor.
Marston's plane burst into flames and began to spin, and Lambert turned to help his wingman
Irons only to find himself in front of Stuart's guns. Shot up in all areas, from the combined
damage issued by Marston and Suart, Lambert's Albatros broke up and the pilot fell to his death
near the German lines.
In the meantime, Skelly had given up on the Vickers, which had malfunctioned, and continued
his fight with Howell. A tricky maneuver put him nose-to-nose with the inexperienced German,
and using his superior marksmanship with the Lewis alone, Skelly shot out the engine of the
Albatros. Despite this harrowing calamity, Howell was able to avoid the shellholes and set his
aircraft down safely, where he then fired a flare into the cockpit and delivered a rude gesture to
the Tommies watching from their trenches as he made good his escape.
Returning to the air, Irons had his hands full as a late-arriving Camel flown by Lt. Manley joined
the combat. Marston miraculously recovered from his spin, which had fortunately extinguished
the flames, and was rejoining the fight. With the odds decidedly against him, and taking an
unlucky bullet in the arm from Manley, Irons dove for the safety of his own lines and the combat
was over. With two enemy aircraft destroyed, the British regained superiority in the air in their
sector. For the Germans, Lt. Lambert's body was entrained for his home country while his
surviving mates looked forward to the promised delivery of new fighters.

Rankings as of February 24, 1918:
SKELLY 19-1/2 victories 1519 points (589 adjusted)
LAMBERT 4-1/2 804(268)
FORTE 7-1/2 731(482)
IRONS 5 728(437)
HUNT 8 705(628)
WHARRIER 3 450(435)
MANLEY 4-1/2 430(247)
MARTINEZ 1-1/2 335(243)
MARSTON 0 308(225)
CAVER-BOYD 3-1/2 263(88)
BEAUGARIN 1 232(149)
STUART 1 208(127)
CROWN 0 180(63)
FRAKES 2-1/2 178(59)
CASTELLETTO 1/2 125(42)
GOWEN 1 100(100)
WAITE 1 56(56)
HOLMES 0 45(45)
HERSCH 0 38(13)
HOWELL 0 37(37)
WEBER 0 36(36)
VELTRE 0 33(33)

UNIT OF THE MONTH

(Not Sponsored)
Member Name

Scale

Manufacturer

Era

Unit

Robert
Cuscaden

28mm

Perry

Bill Daniel

28mm

Ante

Various

Giant Monkey

Jeff Lambert

25mm

Ral Partha

Colonial

Pathan Tribe

David Newport

20mm

RACM

Vietnam

NVA & Marines

Tim Parker

15mm

Essex & Khurasan

Ancients

Song Chinese

Terry Shockey

15mm

?

WWII

Rolls Royce Armored Car

Native Americans/ Militia/
Scots

GAME OF THE MONTH
Total Escape Games Sponsor
Member Name

Scale

Era

Rules

Description

Bill Daniel

6mm

WWII

Rommel

North Africa 1941

Nate Forte

1/1200

18th-19th
Centurys

Sails of Glory

Sailing Ships

John Owens

Boardgame

Inter war

SPI

Russo-Polish War 1920

Matt Vigil*

15mm

Ancients

DBMM2

Rome vs Carthage

Doug Wildfong

15mm

Napoleonics

General
d’Armee

Various

*Denotes this month’s winner
Each month CMH members host games at the monthly meeting. This award is for
the effort put out by the host.

CMH March Scheduled Events
This table shows what events are scheduled for CMH. Next months Friday
Night Fights (FNF) and the monthly meeting (MM) are listed. It is recommended
to schedule your game for future meetings and will appear on this page.
Date

Meeting

Location

Start Time

March 2

FNF

TEG

7PM

March 9

FNF

TBD

7PM

March 11

MM

Baker Rec Center

12 - 5 PM

March 16

FNF

TBD

7PM

March 23

FNF

TBD

7PM

March 30

FNF

TBD

7PM

TEG - Total Escape Games
6831 W. 120th Ave.
Suite C
Broomfield CO 80020

www.totalescapegames.com

FNF (TBD) may or may not occur due to a lack of a scheduled host/location.

Doug Marston will be presenting an introductory game of Firefly at the March meeting.

OTHER EVENTS:
Cold Wars

March 16-18

Lancaster PA

Adepticon

March 22-25

Schaumburg IL

Salute

April 14

London UK

Recon

April 26-29

Orlando FL

Little Wars

April 26-29

Lombard IL

West Wars

May 19-20

Westminster CO
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