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The Italian submarine Adua.  Launched in 1936. 
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News and Views 
Message from CMH Secretary 

Eric Elder 

 

We have a plethora of article submissions this month.  Thank you to Craig Johnson, Jim Rairdon, John 

Brown and John Owen.  Craig introduces us to a campaign game called “Barbarossa.”  Jim shows us his 

latest HOTT miniatures.  John Brown has some newly painted Lizardmen to share with us.  John Owen 

reviews a newly released submarine game. 

 

This month marks a year since our last monthly meeting.  I suspect members are starting to receive their 

vaccines.  Myself, I may be in group 1.B.4.  Before we know it, we will be gaming in person. 

 

John Setterlind’s wife Barb has donated $500 to the club in memory of John who passed away in January.  

We will probably have a special event or two in his name when we return to meeting in person. 

 

My painting speed has slowed down this month.  I did start on Boshin War (Japan 1868-69) 1:1200 ships.  

Below are the Imperial ships on unfinished bases.  Virtually all the ships on both sides of the conflict 

were wooden hull steam ships.  Some of the ships were ex American Civil War ships. 
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Barbarossa – Kicking in the Door 
Campaign Game Overview by CMH Member 

Craig Johnson 

 

I have been stuck in my new apartment, after retiring and selling the house.  I thought I would contribute 

to the club’s newsletter. 
 

We had our January meeting via Discord.  Our small Band-of-Gamers prattled on for 30+ minutes about 

the club and topics diverse.  Good fun really.  As always thanks to Nate and Larry, Jeff whose long-

standing support keeps this going. 

 

I had an idea, after hearing “Brigadier” talk about his ongoing projects I thought that “Damn, that sounds 

interesting, I’ll be lots of people are doing interesting stuff” so I foisted the idea to Nate to encourage 

members to write up what they are doing. 

 

Barbarossa- Kicking in the Door 

 

This is the title of a Campaign game organized by Andrew Rolph (available on wargame vault).  It is 

really a wonderful construct to allow context to wargaming across the steppe from June-Oct 1941. 

 

You take the role as the commander of one to four German Panzer Divisions (it can be multiplayer), the 

Russian forces/opposition is automatically generated based on progress, success, etc.  Your German 

supply, units available and those you fight, are dependent on your progress. 

 

I am completely impressed with it. The game campaign 

map can be seen on the left.  The circles are battle 

locations, graded by terrain and other possible issues 

(rivers, fortification, and urban settings). 

  

The game supports getting tactical any way you would 

wish.  It is built around stands that are platoons.  So, this 

works with lots of tactical game systems.  Les (Stuart) and 

I were kicking around Kampfgruppe Commander III 

(which we really liked) before we were forced into 

foxholes and my 6mm GHQ armies had started to be based 

and put together. 

 

My longer term goal was to get this played with 

PanzerGrenadier’s tactical board gaming system.  It is 

perfect for this level.  The PG-HQ.com team put together a 

VASSAL version of this (which covers all of WWII now) 

and we could then set up and play remote easily.  It would 

honestly be perfect for playing this. 

 

Save one little nit, the problem is the maps.  The 

Geomorphic maps of any of these tactical board games system we all know and love have some ugly 

East-west and North South topology which I find a bit off putting. 
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Maps:  

• Roads one way, rivers another 

• All hills end within a map 

• Forests all end within a map 

 

Constraints on the configuration of the boards because you need them to fit together, you end up 

exploiting that same map, that same way every time, whenever you see it.  I am looking for solutions to 

this.  I have looked at HexDraw, Hexographer, GIMP, CC3+, InkScape, nothing toots my horn yet, so 

looking for ideas.  My goal would be to have a more random set of realistic choices available so we could 

have more interesting terrain variation, with map appropriate (based on locale type) tactical engagements.  

Ideally maps created by some automated tools, or assisted, in their creation. 

 

Longer term I want to turn this into a Campaign Website where multiple players join up and start their 

Campaign.  Engagements, enemy forces are created as appropriate, game map created and provided 

(somehow) and results then recorded, next turn rinse, repeat (Yes, I program and build websites, Ruby is 

my tool of choice at this point.  Class objects and the MVC paradigm work for this).  In the meantime, 

with my new small apartment and most all of my game stuff in boxes, I am still pursuing this.  

  

One of things in the Campaign booklets from B-KitD is a company 

level abstract game created to help speed up play of battles, so you 

can get on with the campaign.  So, I started to lay this out.  What I 

came up with is it really is suitable for a simplified block game kind 

of mechanic.  Andrew (author) has proposed a very nice rule set 

involving Tank/Art/Inf and rules, about how they interact so you can 

lay out a few Regiments and company support for the Divisions and 

use the same for the Russian opponents and play a Board game to 

resolve the conflicts.  The counters would look like what is shown on 

the left.  Battalions and companies of the 1st Panzer Division 

according to his organization thereof.  The marks represent #of dice 

they roll…so loses from turning counters (ala blocks).  These oppose 

Russian units in basically the same form (with caveats about Russian 

organization inflation applied) across a map that looks like the 

diagram on the next page (this is my modified version from his 

proposal). 
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This reminds me of the Columbia Games Napoleon Battle map.  Russians (who are the randomly 

generated opposing forces) can move Vertical, Germans can move left right as well and once per turn 

across a diagonal corner in/out of the White areas.  The Card symbols have to do with Artillery 

assignments…. 

 

I am putting this together as an option to run the campaign for the 1st panzer division (that is the northern 

most route in the Campaign map).  I will be testing this out and refining it to see how well this works out 

as a quick simple game. 

 

Some other ongoing projects: 

1) Creating the 1st Panzer division OOB unit counters for PG VASSAL and working with one of the 

chief Designers (who lives in Longmont!) of the VASSAL system. 

2) Working with a friend in Thailand who has a seemingly endless set of ideas to improve the AH 

Afirka Korps game.  It is interesting how people develop their perspectives on how these things 

run. 

3) Been toying with some 3D printed models for my GHQ 6mm forces: create a series of bases, 

trucks/transport carriages, artillery templates, as well as models of infantry for WW2 and 

Napoleonic’s.  Blocks of Napoleonic’s seem a very interesting thing to pursue and looking even at 

smaller scales. 

4) Found a series of Solo Dice games which are really fun on Wargame Vault.  1972: Lost Phantom, 

the New world conquistadors and “Chindit Game”.  I am looking at turning these into a website to 

allow players to create a small story using the game and then pull up images/maps other graphics 

to “tell the story” as they play-turn it into a short document of their adventure, then you can 

embellish the writing, 
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5) I am also a PG VASSAL “Mentor” to help train people to use the implementation (one of the 

requirements from the IP owner was we did something like this).  So reviewing and getting on line 

to teach people how to play PG VASSAL.  If you like Platoon level (one step up from ASL) WW2 

tactical, without the level of detail ASL provides/requires/frustrates let me know and I will get you 

in the program where you can either run your training solo, or work with a charming Mentor. 

 

So…these things are where my abundant free time is going. I would be completely delighted to 

discuss/collaborate on any of these while we keep our heads down in our Corona Virus Foxholes. 
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Will there be a Christmas in 2021? 
Hobby Update by CMH Member 

Jim Rairdon 

 

 
 

AP News flash (January 12, 2021) 

 

Yes, Virginia, there was a Santa Claus, but maybe no more.  Reports are in from our northern bureaus that 

there may be no Christmas in 2021.  SKADI, the goddess of snow and ice who may have lent her name to 

Scandinavia, has gathered an Evil Xmas Army.  Unconfirmed reports indicate that the army has attacked 

and occupied one of Santa’s outlying workshops. 

 

The Evil Xmas Army consists of Jack Frost (magical general) “Bumbles” (behemoths - Abominable 

Snowman for those of you who are not familiar with the Burl Ives Christmas special Rudolph the Red 

Nosed Reindeer. There are Psycho Presents (shooters), Xmas trees (lurkers), Gingerbread Men (formed 

into war bands) and hordes of Evil Snowman.   Sources are reporting that one of the “bumbles” may have 

even eaten Santa (see the picture), but this is unconfirmed. 

 

Therefore, if any of the HOTT armies out there are interested in saving Christmas - they may need to 

prepare to take on the Evil Xmas Army. 

 

Alternative Armies (www.alternative-armies.com) had a seasonal special last year of this HOTT army.  I 

got a “wild hair” this past year (perhaps cabin fever  ;o) and painted it.  There now exists a 72+ point 

army in three commands.   

 

Happy Gaming!!! 
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Historic Location of the Month 
 

OTO shipyard 

La Spezia, Italy 
 

 

The Italian submarine Scirè was launched in 1938.  Her most interesting mission was carrying three 

manned torpedoes to the Port of Alexandria on December 19, 1941.  The manned torpedoes entered the 

harbour and sank the battleships HMS Valiant and HMS Queen Elizabeth.  A tanker and the destroyer 

Jervis were damaged.  After a several months, the battleships returned to service.  On August 10, 1942 

Scirè was sunk in Haifa bay by depth charges from the British naval trawler Islay. 

 

 
January 6, 1938 

 

 
July 2016 
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Lizardmen 
Hobby Update by CMH Member 

John Brown 

 

 

I have been inspired into preparing a 28mm Succubus-Led Lizardman Army for Dragon Rampant, a 

relatively new set of rules now quite popular with the Colorado Springs Gamers. 

 

Go Lizardmen! 
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Beneath the Med 
Game Review by CMH Member 

John Owen 

 

 

This was one of the games the 2020 lockdown convinced 

me to purchase.   I will just provide a general outline and hit 

a few high points, since a more comprehensive assessment 

is available on the Armchair General site.   I liked being 

able to captain one boat throughout the war, though 

repeated A/S attacks by Allied forces each patrol decrease 

the chance of long-term survival.   Players get to choose 

which class of boat to command.   There does not seem to 

be a great deal of difference among them, however.   For 

one campaign I selected a boat with 8 forward tubes (and 6 

aft) – an exception.   This can increase hit probability, 

especially at longer ranges.  The downside was they were 

18” torpedoes, which consequently do less damage, making 

it harder to sink a ship with one salvo; you do not get full 

credit for mere damage! 

 

The firing conundrum:  choosing a closer range to target 

increases hit probability, of course.   But approaching too 

close can enable detection by escorts, subjecting you to 

depth charging without getting to fire.   At longer ranges, 

torpedoes can be fired first, but their wakes can clue the 

escorts to your location.   For most attacks, I chose long (not extreme) range, unless it was an especially 

high value target, in which case a closer approach justified the risk.   Firing only four torpedoes at long 

range frequently resulted in only one hit, and occasionally none.  Compounding this was the high 

incidence of duds - 1 in 6 for each hit!  If that seems excessive, consider that early war U.S. Mark XIVs 

were probably 3 in 6.  There is some advantage in damaging targets, they are easier to follow, and 

sometimes are abandoned by the escorts, resulting in easy kills.   Night attacks provide a bonus to hit, and 

this was done wherever possible.  A pitfall was following the ship(s) in daylight, awaiting nightfall, as 

they might contrive to slip away. 

 

Single attacks on the sub by A/S forces were almost never fatal; damage was typically cumulative.   This 

was not historically realistic, as well executed attacks were often decisive; however, it gives the sub 

captain a reasonable chance to survive and works better for gaming purposes.  These attacks could 

continue indefinitely, unless and until the sub was able to shake detection (apparently the escorts were 

blessed with unlimited depth charges!).  This concomitantly, was harder to do once detection was made, 

and further impaired by damaged systems, such as the sub’s dive planes or batteries.   Damage control can 

sometimes restore some inoperative equipment, but if detection cannot be broken, the damage could 

overwhelm the boat, and it was sink or scuttle.   Sometimes only a lucky die roll could break detection. 

 

Attacks by enemy land-based air – and later escort carrier planes, are a constant threat, independent of 

contact with a convoy or single ship.   A successful crash dive can escape the oncoming attack, but this is 

typically a 50% chance.  Upgrading crew dive performance is a definite option, as related below. 

 

Each three “successful” patrols can upgrade some aspect of crew performance, e.g., damage control, 
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torpedo or gunnery expertise, command, evasion.  The offensive minded player may want to improve 

torpedo hit probability (slightly); I found the damage control upgrades much more valuable if survival 

was paramount.  After sinking a certain tonnage of shipping (or destroying a major capital ship), the 

captain (you) receives an award which confers certain improved abilities – principally evasion; very 

useful, if the requisite tonnage can be attained before being sunk!   Other more minor awards may also 

improve capabilities, albeit marginally. 

 

Special Missions:   During the course of the war, your boat will be assigned certain special missions.  The 

primary ones are supply runs, weather reporting, convoy intercept, and minelaying.  Enemy ships cannot 

be attacked until completion of these missions, which impede attaining the tonnage requirements 

mentioned previously.   The flip side is that completion of a special mission automatically qualifies as a 

successful patrol, even if no enemy ships are sunk.  One mission that never came up in three full 

campaigns was conveying the “human” torpedoes, really mini-midget submarines, which successfully 

damaged several British battleships in Alexandria harbor.   The problem here is the closer the approach to 

the enemy port, the greater chance of a successful attack, but also a much greater chance of detection.     

 

Refits:  Submarines require at least a one-month refit following each patrol – and additional months if 

extensively damaged.   Being out of action three months can dramatically slow down ability to sink an 

appreciable amount of shipping.   Detection:  Due to improvement in A/S techniques as the war 

progressed, the chances of detection increase with each passing year; 1943 is especially hazardous for 

Italian boats – you desperately need any crew upgrades you can glean.     

 

Player aids:   As normal with solitaire games, there are a plethora of charts and counters.   Though some 

are redundant, they are fairly easy to follow, and you’ll principally refer to just one or two most of the 

time.  They do much to help keep track of all the considerable variables built into the game.   Overall 

complexity is not, IMO, excessive, and just enough to keep things interesting.  I would rate the balance 

between historical accuracy and playability very good. 

 

 

Beneath the Med 

GMT Games 

$52.00 
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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 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. 

 
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) 

 

 

 

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 

 

CMH Newsletter 
 

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 

 

Email: eegist@hotmail.com 

 

Editor/Layout: Eric Elder 
 

Next Issue:  April 2021 

 

2020/2021 CMH Board 

Members 
 

 

President: 
Nate Forte 

natforteg1@gmail.com 

 
Vice-President 

Jim Rairdon 

rairdon8071@comcast.net 
 

Secretary 

Eric Elder 
eegist@hotmail.com 

 

Treasurer 
Larry Irons 

 

Historian 
Doug Wildfong 

dwwild84@gmail.com 
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