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for example may be of nearly the right size, but they
do not look real enough to the film camera’s critical
eye. They also have to construct all the tables, chairs,
control panels, radio sets, and glasses to one-third scale.

Unfortunately, not every movement or part can be
fulfilled by a puppet and real hands and feet occasion-
ally have to stand in for the puppets. This raises an-
another problem—clothing; this has to be scaled up
exactly from the puppet as in the final film both puppet
and actor will be the same size, so every button, badge
and crease has to be exactly right.

With several sets being worked at once, filming pro-
ceeds at a rapid rate, even though each 3o0-minute
episode takes approximately 150 hours to produce, and
costs an astronomical amount of money! A new series
15 well under way, and this promises to be just as ex-
citing as Captain Scarlet. Finally, we would like to

thank Cenrury 21 for their co-operation which enabled
us to produce this feature,
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INTRODUCTION
T0 BATTLE

By Charles Grant

HE BRAKES shricked madly in protest as the
three-tonner roared round the bend and slewed to
a halt in a cloud of choking dust. From its rear men
spewed out onto the road and flung themselves into the
shallow ditches on either side. There they lay, clutch-
ing their weapons and waiting . . . about them the air
was still, and even the sky was empty, the customary
drone of aircraft for the moment absent. They were
conscious only of the muted boom of a far-off barrage
—more felt through the ground than actually heard.
The captain slowly raised his head and peered along
the road, hardly daring to breathe as he tried to pierce
the haze with shaded eyes—could that be a ruined
house by the roadside in the middle distance? What
did it hide? Was it empty or did the enemy lurk be-
hind its shattered walls? The answer was almost im-
mediate—a blaze of fire from the ruins, a fiendish howl
overhead and a shattering explosion from the road be-
hind. A cloud of dust blanketed everything and the
men coughed and choked, but it was true then—there
was a Mark IV in the ruins—as the recce had sug-
gested—and it had to be destroyed. The captain looked
over his section—ten riflemen and a bazooka team—
and mentally measured the distance along the road. As
his mind raced to solve the problem of approach a
second shell burst in blinding red and vellow fire in the
field to his right. There was little time to waste, what
was to be done?

What would you do ?

Yes, indeed, what was to be done, and what would
you have done in the commander’s place? How would
vou have coped?

If you think you could have done so, it is the easiest
thing in the world to find out—in miniature, that is—
with the aid of a few model soldiers and some minia-
ture fighting vehicles, guided by a little knowledge of
how fast your little men can get about in relation to,
say, the speed of a tank; how far a bazooka shell will
travel and, if it hits its target, how effective it will be.
All these factors and many more which seem quite
obvious, together with others not so apparent, can be
worked out and assessed in the form of rules for a
game which, for want of a better title, we might call
“BATTLE.” This game has been played for many
years in all sorts of conditions and, in an attempt to
reproduce the strategy and tactics of any period you
like to name—Ancient Greek, Roman, mediaeval, and
Napoleonic—metal or plastic soldiers have marched
and countermarched on a multitude of tabletop battle-
fields (or, let’s face it, it could be the floor, which gives
a heap more room!). All over the world all sorts of
people, of every shape and size, young and old alike,
have tried to prove that they could have done a great
deal better than Alexander the Great, Caesar, The
Black Prince, Wellington or Montgomery—to name
but a few.
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The beginning

We must walk before we can run, however, and in
the beginning at least we are not going to be quite so
ambitious as to try to emulate these illustrious charac-
ters. After all, few great commanders started out by
controlling large armies—even Napoleon began his
military career as a humble lieutenant of artillery and
Montgomery had to do his two years, or whatever it
was, at the Royal Military College, Sandhurst. The
idea is then to start off in a much more modest way
(we hope that promotion will be fairly rapid, though,
and that ere long we shall be directing the movements
of forces rather greater than those with which we initi-
ally take the field) and first of all to assemble a body
of troops to find out what they can do. Here will come
a judicious mixture of a little research and practical
experience—trial and error, if you like—and with a set
of battle rules at our elbow we can “ have a go™ at
some sort of enemy who will doubtless spring up from
somewhere to threaten us with fire and sword—in a
manner of speaking, that is.

Planning the game

First of all, it might be as well to devote a word or
two to what we are planning and it might be a good
thing to be clear about this. Briefly, the Battlegame—
and quite definitely the operative word is *“ game "—is
simply an extension of many other games which have
come down through history, the sort of game I mean
being those like chess and draughts, where two players
set out to defeat each other by skill and guile, not un-
mixed in many cases with a little luck here and there.
Both these games I mention are in a way—if 1 might
be so bold—elementary forms of Battlegame. You
have your powerful pieces—Dbishops, rooks and so on—
which might represent heavy weapons such as tanks
and artillery, and the lowly pawn taking the place of
the infantryman. In draughts you have the ordinary

pieces and the *“ kings ” having the same sort of rela-
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tionship. Our game—at least I hope it is going to be
“our ” game—is one based on the movement rates and
capabilities of different types of soldiers and their
weapons in a particular period of military history. The
player is going to direct and manoeuvre these men as
he would in an attempt to carry out some military task.
We—the battlegamers—have a great advantage in that
we can draw up our own set of rules for our game—
and no two players will ever completely see eye to eye
in this matter, as they—the rules—depend very con-
siderably on the inclinations and set-up of the indivi-
dual player, chiefly whether he has loads of time at his
disposal and has a private battle area—i.e. a table—or
whether at some crucial moment of the game the rattle
of teacups and saucers coupled with fragrant odours
from the kitchen indicate that—for the general good
(no pun really intended)}—troops and equipment should
be rapidly whipped off the dining table and returned
to their quarters (boxes or shelves) until battle can be
resumed at some future date. (This can be more than
frustrating to a commander just about to carry out
some complicated and devastating manoeuvre calcula-
ted to end in the utter discomfiture of his opponent!)

What we are going to do then is to draw up a set of
rules for our battlegame, assemble an army—a small
one to begin with—and set about devising some kind of
battlegame wherein two or more players can simulate
the excitement, the stress and the strain of directing a
battle in miniature,

The primary consideration is to determine in which
period we are to set our game. Now this hobby—and
it has a tremendous number of enthusiasts—has the
great virtue that one can set one’s game in any of a
dozen historical epochs and still have enormous fun
and excitement. All sorts of different eras have their
ardent supporters—everyone has his particular favour-
ite—but I think that, for a variety of reasons, we shall
stick to fairly modern times. By this I mean something
round about the end of World War II, say, 1944-45.
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At the foot of opposite page we have a typical village layout
as used in a Table Top Battle with troops positioned as they
would be in a real battle. The buildings, ete., are not fixed as
they would be on a railway layout, nor is there a great deal of
scenic work, as different Battles have different layouts.,

This is primarily because weapons and vehicles of those
years are so well known and documented that it is an
easy undertaking to draw up scales of speed, armament,
range of guns and so on. So there we are, about to
create rules for a 1944-45 battlegame and with one ex-
ception are ready to ger cracking.

Soldiers; type and scale '
The exception is that we are as yet without the
necessary troops and we have to decide on what type of
miniature soldiers we shall employ. Here we have a
pretty wide choice—of size, material and cost—and it’s
up to the individual battlegamer to make his own deci-
sion here., It would be reasonable, however, to give one
or two pointers to guide his choice, and if he doesn’t
agree, fair enough, that’s his privilege. The first ques-
tion is one of size. Broadly speaking there are three—
first, what is called “ standard ” size—that of the ord-
inary toy soldier—this being, for a man on foot,
54 mm. (we are obviously not going to have to bother
with “ horsed ™ cavalry). This—roughly 24 in. in
height—is generally speaking considered to be rather
too large for our purpose, particularly as we have to
get vehicles, tanks, guns and so on in a similar scale,
and even without such things, a group of soldiers of
this size would take up far too much room on the battle
area we hope to use. An intermediate size is 30 mm,
—the infantryman then being about 1} in. tall—and
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Charles Grant and his son study a wall map in the picture
above. With the help of historical reports and area maps, many

Battles that helped to shape our modern history can be re-
constructed and refought in the light of new knowledge and
the way you would have directed the Battle.

finally there is the 20 mm. scale, the man on foot being
about § in. in height, Now, these scales, particularly
the last, are regrettably by no means constant, different
manufacturers having pretty elastic ideas about what
constitutes, say, a 20 mm. figure, and you might find
that figures from two different makes vary appreciably
in height and bulk. Not to worry, though, after all,
men do come in different sizes.

Personally I have no tremendous brief for either the
20 mm. or the 30 mm. figures (or for the 54 mm. for
that matter) but for many reasons—the principal one
being that if one is to have even a small number of
vehicles irvolved in the game, then a field gun or tank
in anything bigger than the 20 mm. scale is going to
be far too large to fit in with what we hope to achieve
and will go far towards creating all sorts of anomalies
and complications which could well foul things up
generally.

Let us suppose then that we have chosen to operate
in the 20 mm. scale. The troops therefore will prob-
ably Dbe plastic—they are easily and inexpensively ob-
tained, although metal soldiers in this scale are also
available. The latter usually cost a little more and are
more prone to accidental destruction (after all, you can
drop a plastic figure onto the floor with impunity, but
do the same with a metal figure and it will be retrieved
almost certainly minus a head, a stand or some other
vital part of its miniature anatomy.



















































