
The	Steve	Jones	Scenarios	
	
These	 three	 battles	 are	 all	 based	 on	 scenarios	 created	 by	 the	 talented	 Steve	
Jones.	They	first	appeared	in	three	separate	issues	of	Miniature	Wargames	with	
Battlegames.	Specifically,	the	Battle	of	Lockwitz	was	published	as	‘Paddling	in	the	
Piave’	in	MW383,	the	Action	at	Oberheim-Wollhausen	was	published	as	‘Teugn-
Hausen’	in	MW379,	and	Three	Fords	was	published	as	‘Three	Fords,	Three	Ways’	
in	MW374.	 Thanks	 to	 Steve	 and	MWBG	 editor	 Henry	 Hyde	 for	 letting	me	 use	
these	adapted	versions.	
	
As	with	 the	 scenarios	 in	 the	 rule	 book,	 generic	Red	 and	Blue	 forces	 are	 given.	
When	 substituting	 your	 own	 forces	 you	may	 need	 to	 take	 account	 of	 national	
differences.	 I	 suggest	 you	 keep	 the	 number	 of	 units	 on	 each	 side	 the	 same	 as	
described,	but	adjust	troop	quality	and	type	as	needed	to	maintain	the	balance	of	
forces,	using	the	points	system.	The	rule	of	thumb	is	to	keep	the	opposing	points	
values	 in	 the	same	proportion	to	each	other	as	 the	relative	number	of	units	on	
each	side	in	the	basic	scenario.	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	



1.	The	Battle	of	Lockwitz	
	
The	 Blue	 army	 is	 advancing	 north,	 tasked	 to	 break	 the	 siege	 of	 an	 important	
town.	Arriving	at	the	River	Schwartze	in	the	late	evening,	an	advance	guard	has	
been	sent	over	the	bridge	and	the	other	crossings	secured.	At	dawn	the	next	day	
the	advance	is	to	be	resumed.		
	
However,	 overnight	 a	 small	 Red	 blocking	 force	 has	 arrived	 at	 Lockwitz,	 and	
other	Red	forces	are	on	the	way.	Their	intention	is	to	prevent	Blue	advancing	any	
further	north.	
	
The	Blue	commander	has	a	vital	relief	mission.	He	must	destroy	the	Red	forces	
north	of	the	Schwartze	and	continue	his	advance.	The	Red	commander	has	been	
ordered	to	conclusively	defeat	the	advancing	Blue	force.	
	

	
	
Terrain	and	scenario	special	rules	
	
I	 used	 an	 8’	 x	 6’	 table	 to	 play	 this	 scenario	 with	 28mm	 figures.	 The	 River	
Schwartze	is	impassable,	being	crossed	by	the	bridge	and	2	fords.	The	Lockbach	
stream	is	overgrown	along	its	banks	and	provides	light	cover.	The	hill	 is	gentle	
and	 Lockwitz	 is	 classed	 as	 an	 ‘urban’	 built	 up	 area.	 There	 is	 an	 area	 of	marsh	
north	east	of	the	bridge.	
	
The	Blue	advanced	guard	may	start	the	game	deployed	north	of	the	Schwartze,	
but	no	more	than	30cm	either	side	of	 the	bridge	and	no	more	than	20cm	from	



the	banks	of	 the	 Schwartze.	The	 remaining	Blue	 forces	 start	 south	of	 the	 river	
and	will	 have	 to	 cross	 the	 Schwartze	 in	march	 column	via	 the	bridge	or	 fords.	
The	leading	units	may	be	placed	at	the	south	end	of	the	crossings	at	game	start.	
	
The	Red	blocking	force	may	be	deployed	 in	Lockwitz	or	anywhere	north	of	 the	
Lockbach	stream	at	game	start.	Both	the	reinforcing	forces	enter	the	table	at	the	
start	 of	 turn	 2.	 The	 northern	 force	 can	 enter	 15cm	 either	 side	 of	 the	 road	 to	
Lockwitz.	 The	western	 force	 enters	 south	 of	 the	western	 hill	 and	wood,	 up	 to	
30cm	from	the	wood’s	southern	edge.	They	may	arrive	in	any	formation.	
	
The	Blue	 army	 are	 designated	 as	 the	 attacker.	 Standard	 victory	 conditions	 are	
used	–	each	side	seeks	to	break	the	other.	
	
Blue	Army	
Commanding	General:	starts	anywhere	south	of	the	Schwartze	
	
Advance	guard	(mixed	legion)	–	1	infantry	battalion,	1	small	light	infantry	
battalion,	1	cavalry	regiment,	1	light	artillery	battery.	
	
Centre,	via	bridge:	
Cavalry	Brigade	–	2	cavalry	regiments,	1	small	cavalry	regiment.	
Infantry	Brigade	–	4	infantry	battalions,	1	medium	artillery	battery.	
Infantry	Brigade	–	2	infantry	battalions,	1	medium	artillery	battery.	
	
Left,	via	west	ford:	
Infantry	Brigade		–	2	infantry	battalions,	1	medium	artillery	battery.	
	
Right,	via	east	ford	
Cavalry	Brigade	–	3	cavalry	regiments.	
Infantry	Brigade	–	3	infantry	battalions,	1	medium	artillery	battery.	
	
24	units,	Army	breakpoint	=	12	
	
Red	Army	
Commanding	General:	starts	with	the	northern	reinforcements	
	
Blocking	Force	(mixed	legion)	–	1	infantry	battalion,	1	light	infantry	battalion,	1	
cavalry	regiment,	1	light	artillery	battery.	
	
Western	Reinforcements	
Cavalry	Brigade	–	2	cavalry	regiments	
Infantry	Brigade	-	2	infantry	battalions,	1	medium	artillery	battery	
	
Northern	Reinforcements		
Infantry	Brigade	-	4	infantry	battalions	,	2	medium	artillery	batteries	
Cavalry	-	1	cavalry	regiment	(independent)	
	
16	units,	Army	breakpoint	=	8	

	



2.	The	Action	at	Oberheim-Wollhausen	
	
The	Red	army	is	retreating	to	the	east	through	the	small	town	of	Oberheim.	Only	
the	rearguard	is	on	table	at	the	start	of	the	game.	They	are	being	pursued	by	the	
Blue	 army,	 who	 are	 using	 the	 road	 which	 passes	 through	Wollhausen,	 on	 the	
other	side	of	 the	 ridge	The	game	starts	with	Blue’s	advance	guard	cresting	 the	
ridge,	spotting	the	Red	rearguard,	and	alerting	the	Blue	main	force.	At	the	same	
time,	the	Red	rearguard	spots	the	Blue	units	on	the	ridge	and	realize	they	have	
been	caught,	and	must	stand	and	fight.	A	galloper	is	immediately	sent	east	along	
the	road	to	bring	back	some	reinforcements	 from	the	main	army	to	help	 them.	
The	Blue	forces	must	get	across	the	ridge	and	cause	serious	damage	to	the	Red	
rearguard	before	any	help	arrives.	The	Red	rearguard	must	defend	themselves	as	
best	they	can	until	reinforcements	arrive	from	the	east.		
	

	
	
Terrain	and	Scenario	Special	Rules	
I	used	a	6’	x	5’	table	to	play	this	scenario	using	28mm	figures.	The	first	level	of	
the	ridge	 is	gentle,	 the	second	 level	counts	as	steep.	Wollhausen	and	Oberheim	
are	both	‘urban’	built	up	areas.		
	
The	Blue	army	are	designated	the	attackers.	Their	advance	guard	may	deploy	in	
any	 formation	 on	 the	 ridge	 astride	 the	 road	 running	 between	 the	 two	 towns.	
They	must	be	between	the	adjacent	second-level	contours,	and	no	further	north	
than	 halfway	 across	 the	 table.	 The	 units	 of	 the	main	Blue	 army	must	 all	 be	 in	



march	column,	moving	east	along	or	adjacent	 to	 the	 road	 through	Wollhausen.	
The	head	of	 the	column	must	be	at	 least	30cm	from	the	eastern	table	edge.	No	
unit	may	be	more	than	30cm	from	the	southern	baseline.	
	
The	Red	 army	 rearguard	 is	 deployed	 facing	 east	 along	 or	 adjacent	 to	 the	 road	
through	Oberheim,	with	all	units	in	march	column.	The	head	of	the	column	must	
be	at	 least	60cm	from	the	eastern	 table	edge.	No	unit	may	be	more	 than	30cm	
from	the	northern	baseline.	From	the	start	of	move	4,	roll	 for	the	arrival	of	the	
entire	reinforcing	brigade.	A	4	is	required	to	arrive.	If	this	fails,	add	one	to	the	die	
score	 on	 each	 subsequent	 move.	 The	 reinforcements	 arrive	 from	 the	 east,	
between	the	base	of	the	ridge	and	the	northern	baseline.	They	must	all	arrive	in	
column	or	limbered	for	their	first	move.		
	
Standard	victory	conditions	are	used	–	each	side	seeks	to	break	the	other.	
	
Red	Force	
Commanding	general:	starts	with	the	reinforcements.	
	
Rearguard	
Infantry	Brigade	–	5	infantry	battalions	
	
Reinforcements	
Infantry	Brigade	–	5	infantry	battalions,	2	medium	artillery	batteries	
	
12	units.			Army	Breakpoint	=	6	
	
Blue	Force	
Commanding	General:	starts	with	the	main	force	
	
Advance	Guard	
Mixed	Legion	–	1	light	infantry	battalion,	1	cavalry	regiment,	1	light	artillery	
battery	
	
Main	Force	
Infantry	Brigade	–	4	infantry	battalions,	1	medium	artillery	battery	
Infantry	Brigade	–	4	infantry	battalions,	1	medium	artillery	battery	
Independent	Unit	–	1	cavalry	regiment	
	
14	units.		Army	Breakpoint	=	7	
	
	
	
	
	
	
	
	

	



3.	Three	Fords	
	
This	 is	 another	 scenario	 featuring	 the	 pursuit	 of	 a	 retreating	 force.	 The	 Blue	
forces	have	taken	up	temporary	positions	near	a	bend	in	the	River	Elzbach.	They	
are	expecting	 the	Red	 force	 to	attack	 them	along	 the	road	 from	the	south-west	
(A)	and	have	positioned	a	rearguard	accordingly.	However,	the	Red	commander	
has	also	sent	a	small	flanking	force	along	the	road	to	the	north	(B).	
	
The	 battle	 opens	 with	 the	 Blue	 forces	 positioned	 as	 shown.	 The	 Red	 advance	
guard	can	be	placed	anywhere	 in	 the	most	southwesterly	grid	square.	The	Red	
infantry	brigade	and	flanking	force	arrive	on	table	at	the	beginning	of	move	1,	in	
any	formation.	Note	that,	as	normal,	each	named	force	has	a	brigade	commander,	
including	the	wagons.	
	

	
	
Terrain	and	Scenario	Special	Rules	
Blue	is	trying	to	save	his	wagons	and	the	units	of	the	main	body.	If	he	retreats	at	
least	4	of	these	6.5	units	off	the	table	via	C	before	his	force	is	broken,	he	has	won.	
The	wagons	must	exit	first.		The	Blue	commanding	general	will	not	take	charge	of	
the	 wagons.	 Red	 wins	 if	 he	 prevents	 this.	 As	 normal,	 either	 side	 wins	 if	 they	
break	the	enemy	before	any	victory	conditions	have	been	achieved.	
A	6’	x	5’	table	was	used	with	28mm	figures.	The	Elzbach	is	impassable	and	can	be	
crossed	 only	 at	 the	 three	 fords.	 All	 hills	 are	 gentle.	 The	 houses	 shown	 are	 for	



decoration	only.	The	large	wood	to	the	south-west	is	classed	as	‘open’.	It	has	the	
same	effect	on	movement	as	a	normal	wood,	and	also	counts	as	light	cover	using	
the	normal	rules.	However,	visibility	is	30cm	within	the	wood.	Units	may	see	and	
fire	out	from	within	the	wood	if	within	30cm	of	the	enemy	(they	do	not	have	to	
be	at	the	edge).	Similarly,	units	outside	the	wood	can	see	and	fire	at	enemy	units	
in	the	wood,	provided	they	are	within	30cm.	
	
Red	Force	
Commanding	General:	starts	with	the	infantry	brigade	
	
Flanking	Force	
1	infantry	battalion		
1	cavalry	regiment	
	
Advance	Guard	
	1	large	cavalry	regiment,	1	small	light	infantry	battalion		
	
Infantry	Brigade	
4	infantry	battalions,	1	medium	artillery	battery	
	
9	units,	Army	Break	Point=4.	
	
	
Blue	Force	
Commanding	general:	starts	with	the	main	body	
	
Rearguard	
2	light	infantry	battalions	
	
Cavalry	Brigade	
2	cavalry	regiments	
	
Main	Body	
2	infantry	battalions,	1	small	militia/depot	battalion	(inferior)	
	
Wagons	
4	wagons	
	
10.5	units,	Army	Break	Point=5.	
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Finally,	here	are	3	photos	showing	how	I	set	up	the	games	at	home.	
	
Lockwitz:	
	

	
	
	
	
Oberheim-Wollhausen:	
	

	
	



Three	Fords:	
	

	
	


