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Part XVIII—
Artillery Fire

by Charles Grant

HAVING MENTIONED very briefly in the previous

Part the artillery Forward Observation Officer
and his radio contact with the guns he controls, we
shall for the time being continue on this line and say
something about the use of field artillery in the war-
game and elaborate a little on the notes given in Part V
on the use of field guns in action.

It may be remembered that we decided to consider
only field artillery, which had an actual range repre-
senting an unlimited distance on the normal wargame
table. I refer particularly to field guns—a good example
being the British 25-pounder—because I feel that in
our type of game which, generally speaking, is designed
to revolve round nothing larger than encounters at
battalion level—or maybe less—we are not likely to
have to consider the bigger stuff—medium guns such
as the 5.5 in. or the 155 mm. and so on. As far as we
need envisage it, the role of artillery is that of offering
immediate and close tactical support, such as might be
called for by the commander of a battalion group when
an attack he is attempting to mount has stalled for
some reason or another, or he is obliged to ‘ winkle’
stubborn opposition out of a previously prepared
defensive position.

First, as we have earlier pointed out, with a wargame
range averaging something like 12,000 yards—the
equivalent of 30 feet (1) in our scale—the guns need
not be physically on the table, but may be located in
some theoretical position to the rear of one’s base line
and their fire directed by one’s F.O.0.—who naturally
would have to be actually present—by map references,
bearings and so on. Obviously though, if the playing
area is of any size at all—and even if it is not—the
keen player will almost always wish to have the satis-
faction of sceing his guns in battery, plugging away
steadily at the enemy. If your adversary’s own F.0.0.
should perchance be daring or fortunate enough to
get a look at your guns and plot their position, he—
the opposing wargamer—may well descend to such a
base practice as laying down counter-battery fire on
yvour cherished field guns. This is a contingency which
must be faced, but even so it is better fun and more
exciting to have to watch for such a threat and when
necessary to take the appropriate action to counter it.

Anyway, a few words about the technique employed
by artillerymen to get their guns into action on a particu-
lar target, this not being materially different whether
fire was direct—i.e. the rarget was actrually visible to
the gunners themselves—or whether it could be seen
only by the F.O0.0. who directed the fire by radio.
Modern guns—and in the present context I mean those
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of 1939-45—are very accurate compared with weapons
of former years, but even so, despite improvements in
the standards of ordnance and ammunition, there were
imperfections, and direct hits were far from being
inevitable. What is done is really a simple sort of thing,
and by no means a modern idea. It is termed
‘ bracketing ’, which means that the first ‘ranging’
shot would be a deliberate * overshoot * and the second
an equally deliberate ‘ undershoot ’. Calculations would
be made to correct the two extreme errors and the third
shot would, theoretically, be bang on the target. How-
ever, even in this day and age, nothing is without flaw
and few shells ever fall precisely where they are sup-
posed to land, and even when a target has been properly
ranged there can be errors, due to minute differences in
the charge, atmospheric conditions and so on.

This procedure is reproduced in the wargame in
almost exactly the same way as for mortar ranging as
we described it in Part XIV. The player, having decided
that shell fire is called for upon some particular target,
and provided it is visible either to his gunners or to the
F.0.0., throws one die for the ‘ranging’ throw. If
he gets 5 or 6, he has obtained the correct range with
his first round and now has to determine whether it
was a direct hit, or if not, just how close it was to the
Point of Aim. To do this we employ yet another
“device’, a simple one, again constructed from the
ever useful perspex or acetate sheet (I don’t know
what we should do without the stuff!l). The idea is
similar to that governing the mortar fire device but with
one important difference. The explosion area of a
mortar bomb—which more or less drops vertically—is
roughly circular, but the shell fired from a gun is
travelling at high speed, and its burst pattern is rather
elongated—a sort of pear-shaped area in fact. I have
no intention of inflicting the construction of a pear-
shaped device upon the patient wargamer, and for the
sake of simplicity we shall employ the device shown in
the diagram. To simulate the elongated explosion
areas in this piece of apparatus we use rectangles, each
of which gives an area approximating to that of the
shell burst. Obviously, longish ovals would be more
accurate but the rectangles, I believe, will be found
perfectly adequate. Each measures 3in by 1fin.,
which is equivalent to 100 vards by 50 yards, or the
maximum area ‘ beaten’ by the explosion of one field
artillery shell (for the present we shall not concern
ourselves with differences between explosion areas of
different types of field gun shell—let us content our-
selves with this standard or average area).

To continue, then, the ‘“burst area’ relating to
each round of shellfire is decided by dice throw—s5 or
6 indicating the central rectangle (the equivalent of a
direct hit), 1, 2, 3 and 4, the others as shown. When
the ‘ ranging shot’ has been successful, the device is
placed with its centre on the Point of Aim and lined up
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in the direction of fire (when guns are in action in an
‘ off the table’ position their location would have to
be determined in advance). The dice are thrown—if
more than one gun is firing then as many dice as there
are guns are thrown simultaneously. There will be
differences in the fall of shot areas even when the
guns are trained on the same target—as the dice fall,
-so do the shells.

Any personnel seen to be in the area shown by the
dice throw must be reckoned to be possible casualties,
and effect dice throws made accordingly. One die is
thrown for each man, 4, 5 and 6 rating as casualties.
If the throw shows 1, 2 or 3, then the chap is lucky
enough to have escaped the blast. Depending upon the
player’s inclination, the throw for a ‘team’—i.e.
machine gun, bazooka or mortar, can be for the whole
team or throws may be made for the individual members.

So far so good, then, we pass on to any vehicles
which may be in the burst area. First, we deal with the
soft-skinned type, by which I mean the truck, jeep or
wagon with absolutely no pretensions to having any
armour protection at all. Thev are obviously very
vulnerable to high explosive shells. For convenience
let us divide the possible effect into three stages—
ranging from the maximum to the minimum. The first
will of course be complete destruction, and the third
will leave the vehicle untouched, with maybe a scar
or two, but nothing to impede its function. The degree
of damage will be determined by the customary dice

Dice Throws
Target To To
vehicle destroy | immobilise | No effect
Tank i 5,6 1,2,3, 4
Half-track or 6 45 & Iy2,3
armoured car
Soft-skinned 5,6 3, 4 1,2

throw, one for each vehicle. The attacking plaver
throws his die—if he gets 5 or 6, happily for him, the
target is totally destroyed, or if 1 or 2 be thrown. no
damage has resulted and the truck, or whatever, goes
merrily on its way. This leaves 3 and 4, a sort of inter-
mediate degree of damage, not enough to destroy,
but enough to ensure the immobilisation of the vehicle,
while leaving it capable of being repaired—more of
this at a later stage—and the personnel within unscathed.
If the throw was § or 6, then any troops carried in
the vehicle have to be considered as possible casualties,
Dice throws of 4, 5 or 6 ensure their removal from the
scene of operations as being no longer in shape to fight.

Now for the armoured chaps, and first the ¢ heavies ’,
the tanks. Again we shall not attempt to make any
difference between the various tanks in use in our game,
but shall adopt one simple rule to cover all the varieties we
shall commonly use—the German Mark IV, the Sher-
man, the T.34 and other tanks of roughly the same
class. Completely to destroy any one of these in one
fell swoop with a high explosive shell would really
require an inordinate amount of luck, and to do so is

Our photo overpage shows a wargame ‘town '—just about

the size and type suitable for some hectic street fighting.
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not the easiest thing with long range fire. It did happen,
of course, but only rarely, and certainly a 25-pounder
shell bursting squarely on say a Mark IV would do
it and its crew no good whatsoever. A near miss would
also have a fairly good chance of rendering it unser-
vicable by blowing off a track, for example, and this
would have a much greater chance of happening.
Indeed the likelihood of the first—the direct hit on an
individual tank—is so small that it would be unfair
at this stage to make a rule including this possibility.
The chances of partial damage are far greater, and we
shall reflect these in the rule which lays it down that,
if the effect throw is 5 or 6, then the tank is immobilised
(until it can be repaired). 1 to 4 have no effect. No
separate dice throws are required for the crew of the
stricken tank which, although rendered incapable of
movement, is still fightable and can use its gun on
any target in sight.

The third and final category of vehicle we have to
consider is that- which comes between the tanks and
the soft-skinned lot, and this is comprised of such
things as armoured half-trucks and armoured cars.
For them we say that—if within the lethal area—they
will be destroyed by a 6, immobilised by 4 and s, and
unaffected by 1, 2 or 3. Personnel in the half-rracks
have to be thrown for if their vehicle is destroved (as
was done at “ Twin Farms ”)—4, 5 or 6 sufficing to
‘kill . If the half-track is immobilised, the chaps
within are O.K.

Briefly then, we recapitulate the procedure for artil-
lery. First, we have the F.0.0. who races ahead of his
guns and who, once he gets a target in his sights, radios
its position back to his battery which opens fire. In
wargame terms the player throws a die in an endeavour
to get his ‘ ranging ’ shot—when this is obtained, the
shell-burst device is placed on the target and a dice
throw made to show the position of the shell burst.
This is followed by effect throws for whatever, or who-
ever is in the relevant rectangle. This is a pretty
straightforward process, and we need only summarise
the necessary effect throws on the various types of
target vehicle.
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T UNS HAVE to be organised in units and there is

¥ no reason why, in doing so, we should not adhere
to the traditional unit, the battery. Obviously, what we
are going to describe will not contain nearly as many
pieces of artillery and transport vehicles as its real lift
prototype, but our wargame battery will be scaled
down to a size compatible with what we earlier decided
was to be our infantry unit—the ° battalion ’* of three
infantry groups and a headquarters company. Experi-
ment and much practice have shown that, in the scale
we are using, the handiest unit for artillery is a battery
built around two guns. This is so in two ways, in
fact, first, as regards the relative volume of fire the
battery delivers, and second, as far as it relates to the
amount of space it occupies on the wargame table, both
when actually engaged in firing in ° battery position’
and in the process of moving from place to place in
column of route.

Although we are initially considering in this context
a field battery, it might be as well to note that the
organisation we shall detail applies generally to any
other type of artillery, medium, heavy, or anti-tank.
One further point before we continue—although this
will become obvious—is that we are talking about
towed artillary, self-propelled and assault guns coming
in a different category.

As to the actual guns we use, several different types
are available, and if I have chosen to employ those
produced by one particular manufacturer, it is not to
say that there are not other firms which make any
number of excellent models. They do, but of them all,
probably the Minitanks range is the most widely known,
although it does have its limitations, particularly with
regard to British ordnance—the celebrared 25-pounder
being completely absent, for instance. If, however, the
wargamer 1s prepared to stretch a point, he won't cavil
too much if he finds that the opposing sides in a war-
game are equipped largely with the same artillery
material (these arms merchants have positively no
scruples !). Indeed, if this be the case, no finger can be
pointed at a plaver whose equipment, a defeated
opponent might allege, has unfair advantages in the
realms of power or range. So with this in mind we
can make a start by saying that our field battery will be
composed of the 105 mm. howitzer, an admirable
gun in every way, and one which any army can employ
without being tremendously anachronistic. Besides,
the Minitanks version—this really is not a ‘ plug "—is
a fine model in every respect.

It might be as well here if I say that I shall simplify
matters by dealing with the organisation of one particular
kind of unit, to be specific, my own field battery. This
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Artillery
Organisation

by Charles Grant

will be simply, because I know it best, and I must
confess, it works a treat ! This basic setup will be
suitable for any sort of kindred unit; simply substitute
one’s own guns—if they are other than those I employ,
in fact—or different prime movers or towing vehicles
—and one gets a standard sort of thing to suit one’s own
army with little, if any, alteration to the personnel.

So, given two 105 mm. howitzers ready for action,
we have to provide them with crews. Now, it is obvious
that the eight to ten men required to make the actual
field gun operational will have to be scaled down, so,
without going into a lot of detail, we do this simply by
allocating to each gun a crew of four men. If desired—
and this could, I suppose, be pretty important—one
could be given the rank of N.C.O. or gun commander.
This is a personal preference, but the man who really
is essential, from the wargame point of view, is the
battery commander, his presence having a very signifi-
cant effect for two separate reasons, one—the effective-
ness of the battery in action, and two—the consideration
of morale, the vague quality which has such an effect
on the performance of troops under fire, and of which
we shall have much to say later. If the wargamer
wishes, the battery commander will have his own
command car, but rather than multiplying unnecessarily
the number of vehicles in the battery, I may perhaps
be forgiven a little economy if I accommodate him in
the battery radio truck. This is not really illogical,
as he would have to be in closest possible contact with
the information being relayed to him by his Forward
Observation Officer. The radio car could be the same
type as that used for the Headquarters Company of our
infantry battalion, but I don’t think that such elabora-
tion is strictly necessary. After all, the main radio
channels in use are but two in number, that used by
the F.0.0. and the one affording contact between the
battery commander and the infantry with which he is
associated, the infantry in fact to whom he affords
artillery support. However, if the wargamer wants to
have the ‘ pukka’ job and have a radio truck as such,
then it’s up to him. It could be said, of course, that,
in addition to the rtwo radio links just mentioned, a
third—connecting with higher authority—might be
necessary, but for the moment though let us stick to
the two-channel command jeep which will then have,
as personnel, the inevitable driver (fixed, of course),
the radio operator and the battery commander.

Next, we have another very important part of the
organisation—the Forward Observation Officer and his
transport. Again we cannot do better than use a jeep
for the latter—rather a different type this time, as one
can see from the photograph. I have chosen te mount




















































