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In the beginning was the plan part two, the attackers. 

 

I thought long and hard about how to do the attackers. After all, with the 

defenders I’ve been through suggestions as to how you could organise units in 

part one. 

So I decided that I’d let you build your own army. For the campaigns I came up 

with costs, so you knew how much army you could afford. Here are the costs, 

converted into points. The points are per company and because I’ve divided it 

down to produce small numbers, all the fine detail has gone. 
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Unit type 
 

‘Leg’ Infantry company 6 

Mechanised combat engineers 8 

Mechanised infantry company 7 

Tank Company,  Heavy 7 

Tank Company, Medium 7 

Tank Company, Light 7 

Aircraft squadron counting as three planes 42 

Tube artillery company 7 

anti-aircraft company 7 

Support and recovery company 7 

Heavy recovery company 7 

Drone Light air support/recce company 7 

Infantry in powered armour 7 

Mobile suits 7 

Mecha 7 

Giant walkers 8 

Drone Shower 7 

 

This is for Green troops. Normal troops cost 1.5 times as much, Veteran cost 3 

times as much. 

Now you’ll notice that a lot of companies cost about 7. Basically when I was 

working things out I discovered that equipment costs may look high, but they 

aren’t as crucial as you might think. Vehicles are often considerably older than 

their crews, whereas men come and go, need training, medical care, pensions or 

whatever, and a lot of vehicle costs boil down to the costs associated with the 

mechanics and spares clerks who’re looking after them. Apparent anomalies like 

tank companies cost the same whatever the size of the tank because under my 

system, heavier companies have fewer tanks. (This is a side effect of designing 

forces that can be shipped, they have the same ‘weight’ of tank.) Feel free to 

tweak to taste. This point system is not rigorous, it hasn’t been massively 

tested. It’s a campaign cost system which takes all sorts of things into account 

and I’m grossly misusing for the purpose of this scenario. 

 Note that aircraft are seriously expensive. In their case vehicle costs are 

phenomenal, even compared to crew, mechanics and similar. 

 I tend to use a four company battalion, but that’s not written in stone.  

The defenders from the previous article amounted to somewhere between 550 

and 600 points. So I suggest that you have an attacking force of at least 1000 

points and not more than 2000 points. So it’s up to you whether you put 

together a carefully crafted and balanced force, or instead mount human wave 

attacks with hordes of green infantry supported by giant walkers.  
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Actually doing the attack. 

What can you see? 
The defender will place his ‘front line’ on the wargames table, provided you have 

units within 1.5km of it. At this point the ‘front line’ will just be the battalion 

perimeters. You have to work out what’s inside the perimeter.  

To do this, you can use a specialist recce unit. You just buy an appropriate light 

armour, drone, mechanised or leg Infantry Company and attach it to a battalion. 

It costs the same, it’s just the training varies. These will allow you to discover 

more. 

Alternatively if you’re busy just attack and see what you find.  

 

Things behind the front line 

This is where units with drones, or your aircraft, come into their own. They will 

get a route to travel and will see battalion sized units within 1.5km of that route. 

If troops are in defence, they’ll ‘see’ battalion perimeters. If enemy troops are 

moving up to attack, your aircraft will have a better idea of what is there, and 

can probably tell you if the force is more or less than battalion strength. They 

can tell you whether there is armour, mechanised troops, or artillery units on the 

move. 

Individual companies, such as hospital, supply or vehicle recovery companies 

would be assumed to be stationary and hidden from casual observation. To spot 

one of them, catch it moving. 

If enemy artillery ‘shoot and scoot’ then by definition, they shoot in their move 

and then move. So in your move, they’re still ‘moving’ even if they’ve technically 

arrived at their destination. So an aircraft capable of acting as an artillery 

spotter would be able to bring your artillery down on them as they move.  
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Spotting hidden companies. 

Some troops may be hidden but still can be detected. If a hospital or vehicle 

recovery unit is working, even if it’s hidden, it will produce signal traffic. Your 

ECM unit can pick that up and give you a general location. When that happens 

you can either fire artillery at it, counting it as map fire, or you can send a plane 

or similar to look for it. In this case if they overfly the general position they’ll see 

enough to give you a location.  

If the hidden company is artillery, you can spot it with ECM as above, or, if 

you’ve got it, Counter Battery Radar. The first time you fire at a location, it 

counts as map fire (unobserved) but if they stay there and keep firing, the 

second time you fire counts as observed. 

And the plan? 

Hell in Microcosm work on orders. They’re simple, so you might tell a battalion to 

advance to a village and mount a prepared attack on it. This they will do, 

assuming nobody attacks them first. But obviously you might suddenly realise 

that they need to attack another village because there is fierce fighting there 

and your forces are getting a kicking. You can change the orders, but it’ll take 

the troops whose orders you’ve changed time to respond. After all, the battalion 

commander has briefed his company commanders, they’re geared up to attack 

west and suddenly you want them to attack east, now. It takes time to re-brief, 

turn units round and get things moving. The poorer the troops, the longer the 

time. 

For the solo player you can just issue orders for both sides and watch the 

situation steadily deteriorate. If you want to command one side, I suggest that 

when the other side needs new orders, you look at the situation and chose at 

least three options, assign a number to each, and roll the dice. The dice tells you 

the one that happens.   

• 1,2  They are instructed to do what you think is sensible. 

• 3,4  They are instructed to do something defensive which, personally you 

think is a bit timid.  

• 5,6  They are instructed to do something bold and aggressive which, 

personally, you wouldn’t recommend. 

You then issue the orders and watch as your plan goes to pieces. 


