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News and Views
Message from CMH Secretary
Eric Elder

I would like to thank Jeff Lambert and Jake Gregory for their articles this month. Jeff shares a Flames of
War beach assault report. Jake gives us the lowdown on a CYBËR WÅRS battle report.
As to news, I wish I could report we are meeting in person again, but no such luck. When the Board hears
we can meet in person at Baker or another location we will pass along word via our Groups.io site and the
newsletter.
Has the pandemic impacted your interest in the hobby? For me, nope. Good time for some Solo gaming
and getting lots of painting done. No shortage of new battle ideas floating around in my head, resulting in
new miniatures orders.
This month our family vacationed in the Grand Junction area. We visited the typical Grand Junction sites
(Wineries, Grand Mesa, Colorado National Monument). We did pop into the Museum of the West where
there was some military content. Pictures below are from the museum.
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BUSTING OUT
Battle Report by CMH Member
Jeff Lambert
Having not played a live, in-person, miniatures game since February, I accepted a chance to play a game
against Brian Howell on July 8. The location was my basement game room, which I thoroughly
disinfected before Brian's arrival. While we did not wear masks, we did keep our distance. Brian works
as a teacher, and has not been exposed to students for the summer, while I am a retiree and have limited
my exposure to other people as well, so I felt comfortable in having just this one person over for a game.
Time will tell if that was a risk too far or not.
We are both fans of the Flames of War WW2 game, and since we have both been adding to our collections
during our lockdown, we decided to run through one of the new missions for D-Day. Brian said he
wanted to try out a list based on a Canadian rifle company, so I read up on Juno Beach and created a
German beach defense list to oppose him.
The terrain was based on the area around Bernieres-sur-Mer, a village right in the middle of Juno Beach
which figures prominently in Canadian history. A house next to the beach was left standing by the
Germans because it was desired by a staff officer for his personal quarters; this house was the first French
house liberated on D-Day, and since has been known as Canada House. It is the isolated house right next
to the sea wall in the picture. All of the houses were created from a download of paper buildings from
Battlelands (https://www.drivethrurpg.com/product/19496/BattleLands), one of my “Lockdown Projects”.

The mission allows the attacker (Brian) to receive reinforcements from the back corners of the table, so I
set up my defenses with that in mind. I had two platoons of grenadiers and a network of fortifications
including one 88 anti-tank bunker, a 50mm anti-tank nest, a couple of French tank turret bunkers and a
bunch of machine-gun tobruks, all guarded by mines and barbed wire. Brian wanted to avoid fighting his
way through the village, so he placed his objectives well away from it, which forced me to defend the
open side of the board, keeping in mind the eventual arrival of his troops to my rear.
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The sea wall represented a significant obstacle, very difficult to cross for vehicles, even Churchill-based
infantry tanks. Bunkers are also very hard to take out, especially if they are well-covered by machineguns (which mine were). I showed off another lockdown project, a Churchill AVRE Small Box Girder
Bridge I scratch-built to take the place of a card! Brian's no fool, so he made room in his list to borrow it
for his force, which proved highly effective. Below is a picture of the AVRE, followed by another
showing it in use to cross the seawall:
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This was huge in the game, it allowed Brian to bring up the Petard-armed AVRE's to start taking out
bunkers one-by-one.

Once the 88 bunker was gone, I had nothing to stop the AVRE's from completely destroying the rest of
my defenses except for a platoon of Tigers which luckily arrived from my reserves promptly. While the
Tigers exacted revenge for my poor 88 pillbox, Brian called on a flight of Typhoon fighter-bombers to
chase my Tigers around the table.

Meanwhile, Brian's Canadian infantry kept pressing closer and closer to the objectives, and with the help
of some tanks arriving from reserve induced my infantry to leave their positions. With pressure from the
Typhoons and tanks moving in, my Tigers made a mistake and abandoned the second objective for a
better firing position, which left Brian's Stuarts the opportunity to swoop in and score the victory!
It was a fun evening despite my loss, and we enjoyed getting to put some toys on a table for the first time
in a long while. Here is hoping we all can figure out a way soon to enjoy our hobby face-to-face, but in
the meantime stay safe, and try to join us online every now and then.
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Historic Location of the Month
Battle of Otumba
Otumba, Mexico
On July 7, 1520, 20-40,000 Aztecs attacked a few hundred Spanish and 4000 Tlaxcalan allies. The
Aztecs were defeated losing about half their original strength, and Spanish/Tlaxcalan took ~1000
casualties.

View of the battlefield from the Spanish perspective.
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CYBËR WÅRS – The Battle of Shiloh
After-Action Report by CMH Member
Jake Gregory
As a few of the members may be able to attest, the foremost reason I enlisted into the ranks of the
Colorado Military Historians was the historical wargaming. While I enjoy a generous array of board
games, commanding armies of miniatures is my bread and butter. The battlefield strategy, the tactics, the
pride of driving the opposing army up over the ridge in one, final assault that smashes against the line.
On the exterior, I am having just as much fun as the other participants in the game, and that is a genuine
expression when you see it. I am, indeed, having the time of my life when I am at the table with you
guys. But there is another layer to it.
I put myself into the cavalry boots of the general, the brogans of the infantryman, behind the sights of a
sharpshooter. I am sprinting the open fields of a Napoleonic battlefield in a charge into oblivion or
marching in line shoulder to shoulder with the King’s German Legion. I am Wellington at Waterloo, Lee
at Chancellorsville, William Prescott at Breed’s Hill. If you ever catch me enthralled by the terrain
sprawling in front of me across the wooden surface of the table, hand on my chin, brow furrowed, an
expression of concentration and focus on my face, know that, in that moment, I have let the feeling of that
imaginary battlefield overtake me. You might even see a fire in my eye before that fateful attack, ready to
sink my teeth in the enemy ranks waiting across that small, deadly space. Or it is the calm, cool and
collected presence of a general looking out across his ranks, the standards of the men he is led so many
times before marching by, having just as much pride and trust in his men as they do in him. And in his
mind the general ushers them forward. Press on, my brave boys. Press on.
It is all out of fun, of course, but that is how much passion I have for this hobby. That is how much
passion I have for history, and how much respect I have for those soldiers and generals that fought for
their respective causes, for those heroes that used every ounce of strength they had to keep their friends
alive and their countries free.
It was no different on Saturday, July 25, 2020. It was CYBËR WÅRS - the Battle of Shiloh. In this refighting of Shiloh, using the Altar of Freedom ruleset (Greg Wagman of LittleWarsTV). I have taken on
the role of General Albert Sydney Johnston, which is probably no surprise to Larry. I am joined by three
other players to take on the roles of the Army of the Mississippi’s corps commanders. I apologize in
advance if I do not remember their last names (CMH member) but one of the Confederate commanders
includes Chris, and Evan featured as a host and advisor. In the spirit of the generals involved, Evan has
also taken on the role of PGT Beauregard. Evan also created the map you will see in the screenshots, and
the models for the terrain and troops. Well done on the scenario, Evan.
The remaining six participants included gentlemen I had no familiarity with prior to the game, but were
generally respectful and well-meaning fellows, especially Pat. He was a more reserved gentleman but hid
a surprisingly acute awareness of what was happening on the field, despite what he may tell you about his
own skills. Four of those remaining filled the roles of Grant’s Army of the Tennessee. We were ready to
throw our troops against each others’ lines as friendly opponents. And before I knew it there I was again,
looking through the eyes of Albert Sydney Johnston, instructing my commanders to deploy their divisions
in the Tennessee timber, to advance. It was time to throw a beating to the Army of the Tennessee, and we
surely intended to.
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Turn 1, 0600
First, I want to apologize in advance if I cannot give you more details for the gaps in the images. I had
not taken as many screenshots as I wanted to, originally intending to do a video tactical analysis of the
game as opposed to an article.
Shown above, the battle begins with Bragg’s corps split to both wings of the army, Ruggles in battle
formation in the lower portion of the map, Withers in the top. Polk’s Corps, in addition to Hardee’s
Division, are circled, shown marching down the road. Breckinridge’s reserve corps would not show up
until the next turn.
On the Union end of the field, Sherman and Prentiss’s Divisions are caught unaware in their camps,
hastily building a line to meet the Confederate advance. To simulate the surprise of the attack, Union
players are not permitted to bid priority points or conduct any movement but could fire. I am going to fast
forward a few turns, because not much happened in-between. To my fellow Confederate players – it was
my fault we did not have the progress we needed in the beginning. I should have spent my free priority
points in allowing us to move, rather than battling the Union players for control of the turn clock. I
should have realized earlier than we collectively had that it was a tactic that was never going to work.
The result of not correctly assigning my points to other units in the army was the premature ending of
several turns by the Union players, effectively preventing the Confederate troops from doing much of
anything, including movement. This is illustrated in the next image.
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Turn 3, 0900
With the Confederates delayed, Sherman has pulled his brigades together and withdrawn to the hill.
Prentiss, too, has fallen back to higher ground. WHL Wallace and Hurlbut have made excellent progress
down the road from Pittsburgh Landing. McClurnand moves to fill the gap between Prentiss and
Sherman. Grant’s timberclads have moved up the river to support the right flank.
At this point, I have realized that if the Confederates do not pull together, bring up the remaining troops,
and make an assault before the Army of the Tennessee has combined, we were doomed. It would be
defense in depth, with Brigades and Divisions that can mutually support each other. Frankly, it would be a
bloodbath for the Confederacy. I learn from my previous mistake at this point, and my Corps
commanders bring up an excellent point – we are not going to win the turn clock. Stop fighting to get it.
Allocate point totals that guarantee movement, even if not moving before the Union, and we would not
have to worry about not being able to complete a turn and finally work to achieve our objective.
A note on the movements of WHL Wallace and Hurlbut. The way I figured it, WHL Wallace was either
going to support the left flank or fall in as a reserve. Hurlbut was almost certainly moving to fall into line
alongside Prentiss on the right. The pressure was going to mount, soon. My troops needed to make their
assaults, but it must be done in a coordinate and organized manner. Attacks made as separated and isolate
units would fail. The trepidation creeps in. The doubts. I can see victory slipping out of our grasp.
9

Turn 4, 1000
At ten o’ clock I receive word from General Bragg that Ruggles had contacted Sherman on my left flank.
More importantly, he was driving two of Sherman’s Brigades. The fire returns. The ire. We are still in
the fight.
The Confederates started to make progress. Withers and Clark have formed a battle line on Prentiss’
front. Clark creeps in through the trees. Breckinridge nears the action, and Cheatham is forming for his
assault. Our goal is a general attack. The Rebel Yell.
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Turn 6, 1200
Our forces continue their maneuvers and assaults. Ruggles makes repeated attacks on Sherman’s flank in
an effort to crush it. Though it was not overrun, the attacks were taking their toll. Pond, of Ruggles
division, was instrumental in inflicting the damage, flinging back two of Sherman’s Brigades in a
counterattack. Sherman’s flank is starting to turn. Withers and Clark continue their push toward Prentiss,
Clark emerging from the trees and into the open. I instructed Hardee to shift to my right flank, knowing
that if the advance is continued toward Prentiss, Hurlbut would advance on the flank and outflank my
attacking infantry. Hardee would be there to stop them from doing so.
While Cheatham finished deploying his division, Breckinridge moved in behind him, eventually to form
alongside for a broad attack. McClurnand advanced, and now filled the gap between Sherman and
Prentiss.
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Turn 7, 1300
Sherman’s about had it. Hardee’s almost in position, and as I suspected Hurlbut had been placed in
position alongside Prentiss. Withers and Clark would soon begin their attack. Cheatham formed.
Breckinridge deployed, and the line was almost one continuous front. We have the organization I was
looking for. Hardee may be able to flank Hurlbut while he and Prentiss’ lines are attacked by Withers and
Clark. I began a flanking maneuver with Forrest and Wharton’s cavalry, which would bear fruit later in
the battle. Though my chief concern at the time was finishing the line and preventing an assault on
Prentiss and Hurlbut from being flanked, and hindsight being 20-20, this was what could have been:
Wait for it. Let them get into position. Let the Federals commit to their ground. Let them get tunnel
vision defending ground. If you attack their right flank all at once, they would not be able to stop Hardee
from flanking. Sherman is cracking on the left. Breckinridge and Cheatham are almost in line. Get your
line finished and slam ‘em. Hit ‘em like a hammer in the center and both flanks, one of them already
wavering.
While it may not have been my thought at the time, something to note here was that even if that was the
way it went, there was still the Hornet’s Nest, where WHL Wallace has been placed in reserve. It was
something to think ahead on if you are in a similar situation. What was right in front of you might
succeed, but what about after? A better question – what if something stops it from coming to fruition?
What do you do then?
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Turn 8, 1500
Which is exactly what happened. There was a lot to catch up on here, because the image above skips a
turn. First, the Union did exactly what I did not want them to. They attacked. Which is why there was a
section of the above image circled in red. It turned into a mess up there, with attacks and counterattacks,
withdrawals, and victorious advances. Hardee’s Brigade was routed when I sent him forward to
counterattack after the initial attack by Prentiss and Hurlbut, which inflicted casualties and fatigue on the
attacking Federals. But they returned in kind, Clark and Withers taking a beating of their own. It became
the most hotly contested region of the battlefield. But there was a silver lining for the Confederates. Two
of Clark’s Brigades have been placed between Prentiss and McClurnand and was in a position to attack
the flank.
On the other end of the field, Sherman was quickly giving ground to Ruggles’s Brigades. Once again,
Pond’s Brigade was responsible for most of the damage, but is forced back by Stuart. As a result,
McClurnand’s flank is in the air, though Ruggles would continue his drive on Sherman.
Breckinridge and Cheatham had made two assaults, but with little effect. McClurnand refuses to give up
his ground, but the Union army was starting to break following the failed offensive by Prentiss and
Hurlbut. It was a good call to attack. It disrupted the Confederate attack and prevented them from
finishing their cohesive line for a coordinated assault along the entire front. If it had not been repulsed, or
if the attacking Union had not suffered as much fatigue and succeeded in their attack, it would have
totally destroyed any chance the Confederacy would have had at winning the battle.
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Final Turn, 1600
This was close to the end of the final turn of the game before we all decided to end it. Prentiss and
Hurlbut have been driven into the Hornet’s Nest by Confederate counterattacks. Sherman’s Divisions,
due to their casualties and fatigue, were driven farther back by Ruggles. I have circled in red the assaults
by Cheatham and Breckinridge, which had finally started to push McClurnand out of the trees. The
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Divisions of Sherman, Prentiss and Hurlbut have sustained heavy casualties, and are almost fought. The
smaller red circle indicates the progress of Forrest and Wharton, which will soon capture Grant’s
headquarters.
We all decided to give the victory to the Confederates at this point. There were still three turns to go, but
the Army of the Tennessee was so beat up it would eventually have to either withdraw to Pittsburgh
Landing or be trapped in the Hornet’s Nest for a last stand.
Evan had explained that if the players had wanted to stick around the fight the second day, he had
prepared the orders of battle for both Buell’s Army of the Ohio and a Confederate force that would also
arrive. It was not for the sake of balance, however. Though I do not remember the name of the
commanding general of the Confederate reinforcements, Evan explained that Johnston had historically
hoped the troops would arrive. As an alternate history, both sides would have received reinforcements to
continue the bloodletting, but would Buell have arrived at all with the capture of Pittsburgh Landing?
Would Lew Wallace’s Division arriving later in the evening of April 6 have been able to recapture the
landing? There are plenty of questions unanswered, but we wargamers love our speculation, our what-ifs
and our alternate history.
Given the speed of the Confederate’s pursuit into the Hornet’s Nest, regardless of a Union withdrawal or
not, a full retreat being the most prudent choice, the Confederates might have been able to pin Grant
against the Tennessee River and destroy it in detail before Buell had a chance to make a crossing. And
with that in mind, I believe that Albert Sydney Johnston would have been able to wire Richmond with a
single sentence:
I have destroyed the Army of the Tennessee.
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Colorado Military Historians, Inc.
Colorado Military Historians (CMH) is a non-profit organization whose
purpose is to promote historical wargaming and the study of military history.
Founded in 1965, CMH meets monthly on the second Sunday of the month,
except in May when the meeting is deferred to the third Sunday. The
meeting starts at noon at the Baker Recreation Center, 6751 Irving Street
(just a few blocks west of Federal Blvd), Denver, Colorado. The club also
hosts gaming at least one Friday night a month, called “Friday Night Fights”
(FNF) at 7:00 p.m. Friday meetings will be held at a future determined
location. See website for latest information.

CMH Newsletter

CMH maintains ties with numerous local, regional and national groups to
help promote the hobby. CMH is governed by member-elected officers
serving on the Board of Directors (executive board). Terms of office are
one year, with elections held at the May meeting.
New members are
accepted after attending three CMH functions and a vote of the membership.
Dues are $50.00 per year, payable in January. Members wishing to receive
a snail-mailed newsletter subscription must pay an additional fee of $15.00
per year. Authors retain ownership of articles and graphics published.
CMH reserves the right to edit or reject submissions to the newsletter.

Email: eegist@hotmail.com

One year Adult Membership: $50.00
Half year Adult Membership: $25.00
(For NEW members who join after June 30)
Family Membership: $50.00 (one Adult and any number of offspring)
Student Membership: $25.00 (16 to 22 years old)
Children:
free (younger than 16 accompanied by member)

Vice-President
Jim Rairdon
rairdon8071@comcast.net

The CMH Newsletter is a monthly
newsletter published by the Colorado
Military Historians. Views expressed
in this publication do not necessarily
reflect those of all CMH members.
Mailing Address:
Eric Elder
9529 Castle Ridge Cir.
Highlands Ranch, CO 80129
Phone: 303-933-4723
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2020/2021 CMH Board
Members
President:
Nate Forte
natforteg1@gmail.com

Secretary
Eric Elder
eegist@hotmail.com
Treasurer
Larry Irons

Club Links:
Web Site: https://cmhweb.org/
Facebook: https://www.facebook.com/groups/cmhgamers/
Groups.io Group: https://groups.io/g/cmhweb
Discord: https://discord.gg/DAP2Gn
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Doug Wildfong
dwwild84@gmail.com

