FIGHTING IN THE FOREST

For a realistic game involving a forest you need a lot of trees, and units spend much of the game hidden from each other. In dense forest, the troops might also have a problem finding their way. Someone came up with this system, which allows you to keep all your lead on the table, but which also makes a walk in the woods a real headache for the players involved!  All you need is a small map, and a set of home-made counters.

Doing the “Square Warp” 

First, divide the wood into squares. We use 1x1 foot ones, so for a 4x4 foot wood, we’d have 16 squares. Each square has a little numbered counter placed in it , with coloured edges (e.g. Red, White, Blue, Green). That means we’d use 16 counters.

These are set out randomly, so the numbers don’t form a pattern. The squares on the umpire’s map are also numbered and given coloured edges, but these are different from the numbers and colours on the table. For instance, a square on the tabletop might be numbered “4”, and its north side might be “white”. On the umpires map it could be marked square !12”, and the edge marked as “blue”. In other words, each square has two sets of numbers and edge colours – one on the tabletop, and the other on the umpire’s map.

The umpire keeps this map secret. One idea was to use Lego bricks instead of a map – those square 2x2 peg bricks, with the numbers painted on, and the four lugs painted in the four different colours. However, we just used a simple old map. 

The system works like this: 

When a player wants to move a unit out of a square into another, he tells the umpire. For instance, he would say “I’m leaving Square 2 on the white edge”. The fiendish umpire would then look at his map, to see where the next square was, and the colour of the appropriate edge. He’d then say something like “You’ll be entering Square 7, on the green edge”. 

That means, every time you cross from one square into another, you make a leap into the unknown. It also means that units can “teleport” across the table, and land up in the oddest of places. They don’t know if they’ll land up in a square containing an enemy unit, or if they’ll even end up anywhere close to where they want to be. Oh, and you can’t leave a square by a corner – only by an edge.

The Fine Points

To make it even more tricky, as the rules stand, you can’t fire from one square into another. However, we found this just too weird, and we allowed muskets to fire on an enemy in range, even if technically the units weren’t actually there. I know – it makes your head spin! 

After a while, the players figure out which edges lead where, and can use this to “teleport” somewhere useful. This sort of represents finding your way a bit in the woods, but a fiendish umpire can simply change the numbers on his map in mid-game, to keep the players guessing.

The original system (which I think first appeared in one of the wargames magazine) had other subtleties, like “wood-wise” units, and firing rules designed to differentiate between regulars and skirmishers. We ignored all that, as it wasn’t really appropriate. However, we did add two roving bands of Indians, controlled by the umpire, who were there purely to be bumped into by the two main factions. 

Also, the woods didn’t take up the whole table. Therefore, units which found themselves on the edge of the wood could simply walk out of it, and normal movement rules applied – at least until they headed back into the forest again. 

