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In the beginning was the plan. 

 

One advantage of working at large scale is that you can casually rob the terrain 

from the real world. So for this scenario the west edge of the board is the sea, 

(just visible west of Warton). Similarly the eastern edge of your map is pretty 

hilly. Not Alpine, but you’d want to push through them with care. The joy of 

google maps is you can go and look for yourself and decide.  

Now this map is approximately an 8ft by 4ft wargames table. The ground scale 

for the rules is 10cm is 1km. You could skim a couple of feet of the eastern edge 

if you wanted. I decided to make this a science fiction scenario, but it would be 

easy enough to dial it back slightly to make it modern or dial it back a bit more 

to take it into the WW1 or WW2.  

 

So for the defence. 

You have been told that you have to hold a front which runs from Milnthorpe to 

Kirkby Lonsdale, but obviously secure the hills on your left flank. You are also 

told to hold Sedburgh (Which as an aside has an excellent second hand 

bookshop and several others which are perfectly acceptable) to block outflanking 

moves.  

Your assets. 

As defender you have been given an ‘augmented combat group.’ This is a polite 

way of saying, ‘this is what was left so you got it.’ 

Troops can be formed into ‘battalions’ or ‘battalion groups’ or ‘stiffened 

battalions.’ These names all describe the same thing. Normally a battalion is 

composed of four companies, (whether infantry or cavalry or whatever) but it 

can be ‘stiffened’ by adding other specialist companies. These are placed under 

the battalion commander. You as the player don’t have to worry where they are 

deployed within his battalion perimeter, that’s his job.  
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With regard strength, a company is normally 3 strength points. Therefore a four 

company battalion will be 12 strength points. But it is possible that if you have a 

battalion that is really on top of its game, that the ‘synergistic’ effect of the 

battalion operating together is greater than the sum of its parts so the four 

company battalion can be 15 points. But take a company away, and the 

company taken is only worth 3 points, and the remains of the battalion is only 

worth 9. Strength can never be more than 15. 

You can add a company to a battalion as reinforcement, this adds 3 strength 

points. The company is now part of the battalion and has to stay with them, at 

least for the game.  

If you stiffen a battalion with a company, you’re lending them the company. You 

can take it away and give it to somebody else at any time. It only adds 2 

strength points. 

Both stiffening companies bring with them other advantages. Companies used to 

reinforce can also bring these advantages. All will (ideally) be made clear as I 

continue.  
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The Hawkmoor Infantry Brigade.  
Named after their commander, Colonel Hawkmoor, who fell in battle some years 

ago but they’ve kept his name. The brigade has recently been built back up so 

each battalion has four companies. The MICVs that your infantry move in are 

lightly armoured so if the infantry dismount they can count as having light 

armour support. (Note this is integral stiffening so doesn’t count to the limit.) 

Note that if your battalion is already stiffened by armour, the MICVs can count 

as stiffening heavy weapons instead. 

The Spennymoor Fencible Battalion.  Veteran mechanised infantry. 12 points 

The Stanhope Volunteer Battalion.  Normal mechanised infantry. 12 points. 

The Tow Law rifle Battalion.  Normal mechanised infantry. 12 points. 

The Hexham Yeomanry Battalion. Medium armoured battalion. 12 points.  

The Butsfield armoured Recovery Company.  3 points 

The Allendale Company, Combat Engineers. 3 points 

Also, scraped together to help are 

The 3rd Battalion, the Loyal Westmoreland Militia. These are green and are 

leg infantry, they walk everywhere. 15 points. 

The Hunter Battalion. This is composed of Missile Walkers. A four company 

battalion, Normal, 12 strong. They have enough machines and similar to count 

as heavy weapon support, but also their missiles can be anti-tank or anti-aircraft 

depending upon how they’re programmed. You cannot use them for both in the 

same move. 

The Furness Cuirassier Battalion. A weak, two company strong, heavy tank 

battalion. 6 points  

C Company, Morecambe Bay Field Hospital. (no combat strength) 

 

Copeland Medium Artillery Battalion. Four companies with self-propelled 

155mm howitzers. 12points 

F Company, Counter Battery Radar Company,   3 points 

Eden Battery, one company 105mm horse drawn artillery. 3 points 

Crake Battery, one company 105mm horse drawn artillery. 3 points 

Carlisle Garrison. Three companies of light AA guns. 9 points.  

These can count as AA or Heavy Weapons support, but not both in the same 

turn. 

Kendal Electronic Warfare Company. This has a standard, portable Electronic 

Countermeasures potential.  

 



4 
 

So how do you organise things.  

If you look at the map there are four areas where you could do with some 

defence.  

 

The main enemy thrust is probably from the south, so the Milnthorpe and Kirkby 

Lonsdale positions need to be strong. The Sedburgh position possibly less so as 

anybody attacking could be slowed by the hills. Similarly the hill position, which 

acts as a hinge, needs to be strong as well but you cannot be strong 

everywhere.  

Also there has to be a reserve and possibly a force for a counter attack.  

How can you organise troops under Hell in Microcosm? 

The ‘manoeuvre unit’ is the battalion which can be stiffened by other troops.  

At the basic level a battalion in prepared attack or defence can benefit from 

being stiffened by two specialist companies. In hasty attack or defence then it 

benefits only from one. 

So if we take The Spennymoor Fencibles, they are 12 points of Veteran 

mechanised infantry. If we want them as a counter attack force we could stiffen 



5 
 

them with one company of The Furness Cuirassiers, and a company of the 

Hunters, probably to provide AA support.  

The two stiffening companies add strength points as well, two points each, but 

as this takes us over the maximum battalion strength of 15, one point is 

‘wasted’ 

So when they attack, the Spennymore Fencibles could count 15 points of 

veteran mechanised infantry rolling 2d10 

The company of Furness Cuirassiers adds +4 when attacking and the battalion 

cannot roll less than 4 on any dice. 

The company of Hunters adds +3 to the dice.  

So the Battalion attacks with 2d10+7 

This is pretty formidable. But there are other options, especially if you want to 

make a little go a long way.  

Other options. 

So let us look at our assets.  

You have a four company veteran battalion, the Spennymoor Fencibles. If we 

split them to form the core of two battalion strength formations. We’ll call these 

the First and second combat teams 

First combat team 

 First has two veteran mechanised infantry companies. Strength 6 

 Because they’re defending we’ll give them one company of the 3rd 

Battalion, the Loyal Westmoreland Militia. This is a reinforcement, 3 

points, bringing the total up to 9 points. The unit stays veteran because 

the veteran officers from the Fencibles can run things. 

 We’ll stiffen them with a Hunter company. This gives them 2 strength 

points bringing the unit up to 11. (As an aside companies reinforcing add 

3 points to the strength, companies stiffening only add 2.) 

 Finally because they’re dug in we’ll stiffen them with Eden Battery. This 

brings their point total up to 13.  

How does it fight? 

 So the first combat team, attacking. It has a strength 13 veteran 

mechanised infantry so rolls 2d8 

 The Hunters, as AT, give you +3 to the total.  

 The artillery company also gives you +3 to the total.  

So the unit rolls 2d8+6 

 Alternatively you might have it defending. Dismounting the infantry, so a 

strength 13 veteran infantry unit rolls a d12.  

 Your MICVs counting as light armour in defence gives you +4 and you can 

reroll once dice but must accept the result. 

 The Hunters, as AT, give you +3 to the total.  

 The artillery company also gives you +3 to the total. 

 So the unit rolls d12+10 
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There is a mixed benefit in that the artillery can not only provide support to the 

unit when it is in action but can also fire support missions for other units. It can 

also reach out and hit enemy units before they can hit the battalion they’re with. 

This is obviously a benefit. 

The problem is that the other side’s CBR (if they have it) will obviously locate 

the firer and might retaliate against them. Because companies who are stiffening 

a battalion don’t take casualties (which all come off the battalion) the artillery is 

fine, but the infantry they’re hiding among takes the pain. Justify this as the 

artillery shooting and scooting and the PBI catching it as always.  

Second combat team. 

 The Second combat team has the two remaining companies of the 

Fencibles. It also the two companies of the Furness Cuirassiers. These are 

reinforcement so this brings the total to 12 points.  

 We’ll stiffen them with a company of Hunters, so that brings their strength 

to 14 points.  

 When deploying as a counter attack force, you decide whether your 

'battalion' is armour or mechanised infantry. 

 If you decide it's mechanised infantry, then the battalion counts as 6 

points (two companies) of mechanised infantry. But it's reinforced by 

armour. Only one company counts as the stiffening because they'll 

integral to the battalion. 

 If it attacks as mechanised infantry, it counts as a 14 point veteran 

mechanised infantry battalion which rolls 2d8.  

 The stiffening armour gives it +4 and it cannot roll less than 4 on any 

combat dice when attacking.  

 The Hunters give +3 

How do they fight? 

 So they attack at a basic 2d8 +7 with bonuses for terrain etc. 

 If it’s counted as armour, it rolls 2d8 for a 14 point normal armoured 

battalion, but the mechanised infantry only give +1 to a heavy armoured 

battalion they are stiffening, and the hunters add +2 

 So it attacks with 2d8 +3 which isn’t as good as the above, but if fighting 

other armour it might be useful because it counts as heavy armour.  

 Personally I’d go down the mechanised infantry reinforced with armour 

route for most things. 

A trip wire. 

One common tactic was to hold front lines lightly, and then counter attack the 

attacking enemy. That way you didn’t lose many in the initial bombardment.  

You have three companies of the 3rd Battalion, the Loyal Westmoreland Militia 

left. They could be stationed in Milnthorpe, Kirkby Lonsdale and Sedburgh. 

Stiffen them with an AA company from the Carlisle Garrison. Now they’ll only be 

5 points, so they’re not tough, but because there are so few of them, they’ll 

actually ride out the enemy bombardment better than a larger unit. Because 
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there are so few of them, an enemy 155mm battery firing at them will roll d6 

rather than d10. Greens will ‘defend’ against it by rolling a d10, so have a fair 

chance of surviving the pounding.  

Behind them you could place units like the 1st and 2nd Combat teams. They will 

support the weak forces in front and when the enemy attacks, assuming the 

weak forces are driven out, they can counter attack. Indeed they can even make 

a prepared attack on the prospective attackers even as they prepare their own 

attack. 

And the rest 

You’re left with two mechanised infantry battalions and a tank battalion.  

You need one battalion dug in on the hills acting as a hinge. Dug in mechanised 

infantry, mechanised infantry stiffened with a company of hunters should be 

tough. You could even give them the last horse drawn artillery battery.  

Then make two more combat commands with two companies of mechanised 

infantry and two companies of medium tanks. One of these commands can be 

stiffened with combat engineers.  

Your artillery probably cannot really support everywhere from one position. But 

they’ll have to shoot and scoot anyway assuming the enemy has counter battery 

radar. So find somewhere where you can support your southern front and expect 

to move when the eastern front starts to panic. 

The CBR can stay with the artillery, it’s good for 50km so hasn’t got range 

problems.  

The ECM can stay quietly in a town to the back, hidden from enemy air assets. 

The Butsfield armoured Recovery Company and C Company, Morecambe 

Bay Field Hospital  

These ideally don’t fight, they’re ‘campaign assets’. If an armoured recovery 

company is within 2km of a combat involving mechanised/armoured troops, you 

can recover 50% of strength points lost in that action (half are available next 

day, the other half in d6 days’ time.) 

If you have the field hospital within 2km of any combat, you can recover 50% of 

strength points lost in that action (you get them back at 1 strength point per 

day.) 

Which brings us on to our air assets 

Air support. 

You have six interceptors based to the north. When they have spent a move 

over the table, they have to refuel and rearm but can be back on the 3rd move. 

So you could have two over the table every move. You could ask for them to be 

armed for ground attack.  

With interceptors plot their path across the battle field, it will be made up of two 

straight lines, with a brief acrobatic bit in the middle. They (and their 

instruments) can see anything within 15cm of that path. 
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You also have one recce plane. It can loiter and you can move it on the board 

like any other unit, it moves up to 40cm, nominally in a straight line, but with 

one turn of up to 180 degrees in the move. It too can see anything within 15mm 

of its path.  

It’s your air support that can tell you what’s going on out of sight of your front 

line units.  

Complicated? 
Once I got a proper quick reference sheet sorted (thank you Derek,) people will 

soon rattling through combat, handling several stiffened battalions with ease. 

I’ve tried to show you the simple way of doing it which works well. But 

sometimes there’s too little butter and too much bread and you’ve got to spread 

it around a bit.  

So these are all things you can play around with as you get used to the rules 

Figures 

Really this a big scale for small figures. I wouldn’t use anything larger than 

6mm. I’ve mentioned that 10cm is 1km. A company deploys on a base that is 

50mm by 40mm, because that was the sort of frontage a company would attack 

on. (Defending battalions have a lot larger perimeter). I must confess I use my 

elderly 6mm figures of sabot bases during the game. But if you’re looking at 

even smaller scales that fit well in the games, Ali at  

https://www.iliadagamestudio.com/mikrokosmos 

has produced a dedicated range with bases. The range includes naval support so 

beach landing and coastal conflicts are possible.  

 

In 3mm we have Vanguard, https://vanguardminiatures.co.uk/product-

category/defeat-in-detail-3mm/ 

In 2mm we have Irregular Miniatures 

http://www.irregularminiatures.co.uk/2mmRanges/2mmSciFi.htm 

Brigade are moving into the field 

https://www.brigademodels.co.uk/Blog/2018/09/small-scale-sci-fi/ 

 

Next blog with cover the attacking forces.  

https://www.iliadagamestudio.com/mikrokosmos
https://vanguardminiatures.co.uk/product-category/defeat-in-detail-3mm/
https://vanguardminiatures.co.uk/product-category/defeat-in-detail-3mm/
http://www.irregularminiatures.co.uk/2mmRanges/2mmSciFi.htm
https://www.brigademodels.co.uk/Blog/2018/09/small-scale-sci-fi/

