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In front the enemy awaits, behind you the plat tands ready.
You are in command, you must...

TAKE THAT HILL!

i

A MANUAL WARGAME PRIMER FROM UK FIGHT CLUB

Free

. —_ — S —
~FIGHT CLUB~,
B
TAKE THAT HILL! W
. ; )]
TAKE COMMAND of a Rifle
Platoon facing an entrenched
enemy on key terrain. Can you
overcome the challenges of
distance, time and testing

opposition to achieve a victory?
Can you take that hill?

A WARGAME PRIMER

Originally produced by Professor
Phil Sabin, Take That Hill has
been developed by UK FIGHT
CLUB to introduce entry level
wargaming concepts to an
uninitiated audience. It serves as
a basic vehicle to expose
common mechanics, components
and design choices. The wider
aim is to enable the positive
benefits of wargaming for
professional development.

Take that Hill uses a simple hex
and counter, four phase turn
system and six sided dice to
replicate low level infantry tactics.
It is suitable for both head to
head or solitaire play. Advanced
rules add tactical depth and new
mechanics covering direct and
indirect fire support, obscuration,
depth positions, mines and low
wire entanglements.

1-2 PLAYERS Components:
+ 1x Game board
Z 20-30 MINUTES + 1x Manual

« 28x counters
@ LOW COMPLEXITY -« 2x Dice
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Professional Applications from Education to
Analysis and Wargaming
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COMMANDER AND STAFF
GUIDE TO IMPROVING COA ANALYSIS
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Connections UK Games Fair 2024

Criteria for Acceptance in the Games Fair

Slots in the Games Fair are limited. A session will be considered for a slot in the programme if:

 |tis a Serious Game (as distinct from a recreational game - we have a separate time and space for social / recreational games).
« The game includes an explanation for conference attendees as to its purpose, design approach, and utility.

« |t will actually be played by conference attendees during the session. A mere sales pitch, demonstration of the game, or components,
are not acceptable.

It can be:

« In development or partly formed.
« On any serious subject in the professional space, not just confined to Defence & Security.
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Welcome to issue 346. COW 2023

By Tim Gow

CoW 2022 has been and gone. Hosted for the  r=—e==

first time at the Defence Academy,

- C reatl n CO m I eX a n d Shirvenham, the event was both very different By John Bassett
and very similar to our normal home at Knuston Cow 202z

Hall. You can read all about it in the opening

| pages of this issue. It is worth stressing that ~ Ofeide ort by Mattew Hartey
d ru eS to S I m u I a te O u r this year's CoW could only take place DECaUse  Offsids report by Martin Ragier
a number of individuals and businesses were Offside report by Russall King

willing to sponsor the event and underwrite ~Offside report by Mike Biliot

L A [P
detalle
R N S G l‘_
: Offside report by Pete Sizer
some of the costs. The WD Committee are very  cow 2022 sw"r:sg.:

Llr F ersta n C | n g Of h isto ri Ca I a n d grateful on behalf of you, the membership, to all [;istr;s"éall

the sponsors.
Onside report by Tom Mouat
- -~ Offside report by Matthew Hartley

Tim Gow has an important announcement Offside report by Mike Elliot
]’e coOMmbpa4a yna| | ||CS |S Wia regarding Cow 2023 on page 2. 1 trge you Al e SR o®

to read it and help if you can. John Bassett also

.

- '_

.

—r-:. introduces the Autumn Virtual Gathering — it's  Onside report by Graham Evans
=

— wWe do Ruthless simplification st osgrip ol R B

CoW 2022 generated an unprecedented Gibraltar Of The North E
number of sessions. I'm pretty sure | recorded 5 oo by Mike Eliot
to reta I n h Istorl Cl Wh I Ie nearly all of them, but | would be grateful IF e oot by Micrast 3. Young
members could check the list on page 27 and  Offside report by Matthew Hartley
let me know of any | missed. It might even jog  Matthew 24:11
you into writing up your on and offside v John Sait

creating elegant mechanisms for G e

[« ts by Peter Perl
This issues feature reports from CoW 2021 — Iy e

- . . & T — D0
the last of which will appear next issue —plusa  Five Arrows i ) &
the players takes a lot of time gl of o Co Goctssonsansgames S Memn

i m Asymmetric Warfare
It is great to be able to put together a diverse 6y 2. owizes Ofven

\1

issue and | thank all the contributors who have

and talent to do We”. And made it possible this issue.

| hope you enjoy the issue. CoW 2021 Index

sometimes it is simply too hard.” s

CoW 2022 Index

(Dr Peter Perla, 2022) e —

Page 1
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WARGAMING

‘Brilliant,
indispensable ...
a splendid book’

Bernard Cornwell

‘Splendid ... a joy to read’ CHARLES J. ESDA“_E

‘By far the best Napoleonic history ... this

is the definitive word on the subject’




THE SECRET GAME
THAT WON THE WAR

SIMON PARKIN
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ROGER D. SMITH

Author of Game Technology for Medical Education
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EIISHMPOrtant to make one
mmg rlwur a the very start;
AES J J argame IS an art,
fle)E J l

Jnlike n US |c and
Hiterature...game design has no

————

'.- formalisms. Instead, it is

= “demmated by individual style

- and by fashion, and in that
respect is more like painting
than other arts.’

(Dr Peter Perla, 1990)




SMASH

VIl Corps Shatters the Republican Guard

T-70 (1942)

Chalenger 1(1982) MIA) Abram (1985) Stingray (1989) 7-80 (1992)
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Typo 93 (1998) Chalienger 2 (1998) Arjun Mk 2 (2014) K2 8lack Panther (2014)

1000 PIECE JIGSAW THROUGH THE AGES COLLECTION
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