As A Tribute…

JOHN SANDAR’s

WWII Risk Chip System

By Dave Tuck and Richard Marsh 
Being a relative new member of the SWA, I wondered if anybody else in the association used the WWII rules of the late John Sandar’s as outlined in his book "AN INTRODUCTION TO WARGAMING", now sadly out of print. These were introduced to me, if not forced upon me by fellow SWA member, Richard Marsh of Plymouth.

These rules can be used either solo or with opponents, as Mr Sandar’s intended. They include all facets of World War two, tank warfare, infantry tactics, air support, logistics and a Morale system linked in with the amount of fire a unit receives. They also cater for casualty evacuation, vehicle recovery and varying- degrees of damage.
The equipment needed to set up these rules are as follows:
1) Two pieces of pinboard, marked with columns for unit name, morale, supply and Move number.

2) Drawing pins Marked with sticky labels (as used for labelling transparencies, available from BOOTS the chemist) from 1 to 50 approximately.

3) Risk Chips, 1/2" square for vehicle damage and triangular for infantry casualties, (the above cut in half). One hundred of these are required in Red, Blue, Green and Yellow (400 squares and 400 triangles in total).

4) Artillery Grid with six Red, six Green, and twelve Blue Points Marked randomly, and a Burst Circle with 1", 2", and 4” circles.

5) Some Map Pins in Red, Blue, Green, Yellow, and Black (approx.  20-40 of each, sold as Map Markers by W.H.SMITH). 
The Risk Chips are marked as TABLE 1 (see later). They are then kept in a tray divided into compartments.
Mr SANDAR’S' rules have several novel features; firstly he uses a notional Move distance called a DISTUN which can be adapted to suit the size of table being used; I normally use 4". 
Secondly, movement is based upon the drawing pins Marked with a number. Each side has one of these for each unit/Move. Thus, for a game involving 4 units per side, pins Marked 1 to 8 are put in a container and drawn out each Move. Side "A" could get 1, 3, 5, 8; and would then have to allocate them to the units involved, as appropriate, by marking them on the pinboard. Each unit has the choice of moving twice and firing at random, moving once and firing stationary once, or not moving and firing twice. If there are no targets, then fire can be reserved, and units with a lower turn number may always fire at units with higher turns, provided they have reserved fire.

For the solo player, the pinboard system has a lot of merit. Firstly, it establishes what each unit can do, and records it on the pinboard. Secondly, it gives the solo player the problems of allocating low numbers to the units with the greatest danger or best targets; it is amazing how difficult this can become. Thirdly, it stops the "if this unit does that, then this unit will react like this" situation that we have all come across. The movement pins decide for you. Fourthly, the game can be left at any point, the board recording the movement number.

Events such as limbering, digging-in, etc, do not take a fraction of a move, as in most rules; instead they impose a time penalty. Unlimbering, for instance, taking two 1/2 turns; i.e., one whole turn. Thus, an A/T gun which has a Turn 7 pin, may move and will be unlimbered on Turn 8, to catch any enemy units with higher turn numbers. This system can really create the fluid nature of the war.
Movement is expressed in Distuns, per TABLE 2. 
Medium armour, for instance, being able to move 4 Distuns per 1/2 move on roads and 1.5 Distuns across country, per 1/2 move.
Logistics
These are dealt with very simply. Units are allocated Black Map Pins as per TABLE 3; these are removed when any unit fires and, in the case of tanks, also when they move. When there are no more pins left against a unit, it must be resupplied, taking one complete move, and involving the supply truck.

Firing Tank and A/T Guns:
Firing is dealt with using TABLE 4; the firing gun-type is identified, then, to register a hit, a score of higher than 10 is required. This is attained by adding the factors for Range and the Mode of the Target and Firer (i.e. both moving, neither moving, target moving or firer moving). If the target is small, fleeting, or partially concealed, the score of one dice is added; in other cases two are thrown. A Simple Example May Help:
A British 17 pounder, fires at a moving tank at 18" range. Basic factor 3 + target moving 4 = 7 + score on two dice, say 5 =12. Thus a hit is scored.
From registering the hit, the chart is followed across for the appropriate Armour Class, say C Class, which at 18” is Red Risk. The Risk Chip box is used; a Red Square is drawn and the damage noted. Also, a Red Pin is placed against the Target Unit's MORALE, and a Supply Pin is taken from the Firing Unit's board. It sounds far more complicated than it actually is, and one dice throw will establish a Hit or a Miss; the damage caused, and record the effect on morale (and supply).

Artillery Fire is based upon the same principles; the artillery grid is used to register a hit, and then the Burst Circles determine the degree of risk to any targets, depending upon their protection, if any. See TABLE 5.

Thus, a 150mm Howitzer, firing at infantry in the open, would inflict Red Risk on troops in circles 1 and 2, and Blue on 3, and Yellow on 4. The appropriate Risk Chips are drawn and the Morale Pins are marked up.

Small Arms Fire:
For this, consult TABLE 6. There are two types of fire; aimed and random.  Aimed is only possible to units which have not moved; whilst random is used by units on the move.

A typical German platoon, in my organisation of two LMG’s, two SMG’s, and two rifles, firing at infantry in the open would score:
Two rifles at two points = 4 + two SMG at four points = 8 + two LMG at 6 points = 12; total points on target is, therefore, 24.

Looking across the chart, 24 points at infantry in the open inflict Red Risk on all men in the 4” Burst Circle, to a maximum of 8 men; (Two per LMG firing, and one per other weapon). Each of these will draw a Red Risk Chip and these will be recorded on the Morale section of the Pin Board.

Heavy machine guns have a chart for aimed fire; this is on a fixed line using the 1" Burst Circle. Obviously, as any unit fires, a Supply Pin is removed.

Melee:

Melee, again, is very simple. Consult the Melee Column on TABLE 6. Say 6 rifles at one point, versus a flame-thrower and two SMG’s at sixteen points (8+4+4). The rifles inflict Yellow Risk Chips on the attackers who, in turn, inflict Green again marking these up on the Morale Chart.
	TABLE ONE - Casualties/Damage

	Risk Chips
	Type of Casualty
	Symbol on Chip
	Percentage of Chips

causing casualties

	
	
	
	Yellow
	Green
	Blue
	Red

	Personnel (triangular):

	
	Dead
	D
	2
	5
	10
	20

	
	Stretcher Case
	SC
	3
	5
	20
	30

	
	Walking Wounded
	WW
	5
	10
	30
	40

	Vehicles & Weapons:

	
	Destroyed
	D
	3
	11
	23
	60

	
	Workshop reqd. for repair
	Gun WG
	3
	6
	7
	7

	
	
	Move WM
	3
	7
	7
	8

	
	Unit fitters can repair
	Gun FG
	4
	6
	9
	5

	
	
	Move FM
	4
	7
	10
	5

	
	Own crew can repair
	Gun 1G
	4
	6
	9
	5

	
	
	Move 1F
	4
	7
	10
	2

	TOTALS
	25
	50
	75
	90

	Degree of risk
	Low
	Medium
	High
	Severe


	TABLE TWO - Movement

	Move distances  (Max. 2 per  turn)

(In M's - one unit = 4")                                         
	Road
	C/Country
	Towing

	"Medium” armour (Pz IV, III, V, T26)
	4
	1.5
	

	"Fast” armour (Stuart, Churchill, T34,PzII)
	5
	2.5
	

	APC's and other half-tracks
	5
	3
	0.5 total move

	Armoured Cars/Komsomlets
	5
	3
	0.5 total move

	Jeeps/VW/Lt. trucks/M/C’s
	6
	2
	0.5 total move

	Md/Hvy trucks
	5
	1.5
	0.5 total move

	Convoy
	3
	1
	

	Cavalry
	2
	2
	

	Infantry
	1
	1
	

	Fording rivers all motor transport = 1.5


	TABLE THREE - Supply/Logistics

	Box
	Vehicles
	Capacity
	Turn
	Logistics
	Pins

	Supplies
	3 ton truck
	12 boxes
	Move or fire
	Med tanks
	6

	Tank troop
	30 cwt/APC
	7 boxes
	
	Lt tanks
	5

	Infantry co’y
	1/4 tonner
	2 boxes
	Pins removed when firing only
	Armoured Car
	4

	Infantry battalion
	KoMSon/250
	1 box
	
	SP guns
	6

	
	
	
	
	A/T guns
	6

	
	
	
	
	Field guns
	8

	
	
	
	
	Med guns
	4

	
	
	
	
	Inf Plt
	4

	
	
	
	
	Support vgns
	4


	TABLE FOUR    
(RISK CHIPS:  Y = YELLOW,   G = GREEN,   B = BLUE,  R = RED)

	
	Range to the target
	
	
	
	
	ARMOUR CLASS RANGE

	Anti tank gun

Type


	9"
	8"
	27"
	36"
	Target is Moving


	Firer is
Moving


	Neither Moving

	Both Moving

	Short 
	Medium 
	Long 

	
	
	
	
	
	
	
	
	
	A
	B
	C
	D
	E
	F
	B
	C
	D
	E
	F
	C
	D
	E
	F

	20mm
	4
	3
	0
	n/a
	3
	1
	5
	3
	-
	-
	-
	Y
	B
	R
	-
	-
	-
	-
	G
	-
	-
	-
	-

	50mm long
	4
	3
	1
	0
	3
	1
	4
	0
	-
	-
	G
	R
	R
	R
	-
	-
	Y
	R
	R
	-
	-
	Y
	R

	75mm long
	4
	3
	2
	0
	3
	0
	4
	1
	-
	Y
	R
	R
	R
	R
	-
	Y
	R
	R
	R
	-
	G
	R
	R

	75mm short
	3
	2
	1
	n/a
	2
	0
	3
	1
	-
	-
	-
	G
	R
	R
	-
	-
	-
	G
	R
	-
	-
	-
	G

	88mm
	4
	3
	2
	1
	4
	-
	5
	-
	R
	R
	R
	R
	R
	R
	G
	R
	R
	R
	R
	R
	R
	R
	R

	37mm
	4
	3
	0
	n/a
	3
	1
	3
	3
	-
	-
	Y
	B
	R
	R
	-
	-
	Y
	G
	R
	-
	-
	-
	-

	75m long improved L70
	4
	3
	2
	1
	3
	0
	4
	1
	G
	B
	R
	R
	R
	R
	Y
	G
	B
	R
	R
	G
	B
	R
	R

	2 Pounder
	3
	2
	0
	n/a
	3
	0
	3
	2
	-
	-
	Y
	R
	R
	R
	-
	-
	-
	B
	R
	-
	-
	-
	-

	75mm
	4
	3
	2
	0
	3
	0
	4
	1
	Y
	Y
	B
	R
	R
	R
	-
	Y
	B
	R
	R
	-
	Y
	R
	R

	76/77mm
	4
	3
	2
	0
	3
	0
	4
	1
	Y
	Y
	R
	R
	R
	R
	-
	Y
	R
	R
	R
	-
	G
	R
	R

	90mm
	4
	3
	2
	1
	4
	-
	5
	-
	R
	R
	R
	R
	R
	R
	G
	R
	R
	R
	R
	R
	R
	R
	R

	17 Pounder
	4
	3
	2
	1
	4
	-
	5
	-     
	R
	R
	R
	R
	R
	R
	G
	R
	R
	R
	R
	R
	R
	R
	R

	Panzerfaust/Piat
	- 4" only -
	Red risk:   1  on die = MISS

	Bazooka/Panzerschrek
	- 9" only -
	Red risk:   1 on die = MISS up to 4";  over 4"  1,2,3 = MISS

	More than 10 is required on two dice plus above increments for hit on target. 
If target dug-in, fleeting or small = one die only


PLEASE NOTE

THESE TABLES ARE AN EXTRACT FROM JOHN BANDAR'S BOOK: 
"AN INTRODUCTION TO WARGAMING", Published by PELHAM of LONDON, 1976 (ISBN 0-7207-0861-3)

(Some Copies may still be available for loan from Your Local Public Library!)
	TYPE
	RANGE
	TARGET

	
	
	Infantry

in

Open
	Infantry

in

SOFT

Cover
	Infantry

in

HARD

Cover
	Pontoons,

Suns

Soft skins
	ARMOUR CLASS

	
	Short
	Medium
	Long
	
	
	
	
	

	
	Burst Circles- >
	1
	2
	3
	4
	1
	2
	3
	1
	2
	1
	2
	3
	4
	A.B.C    
	D.E      
	F

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1         
	1
	2
	1
	2

	150mm Howitzer
	3’
	3’-6’
	6’+
	R
	R
	B
	Y
	R
	R
	G
	R
	G
	R
	R
	B
	G
	R
	B
	Y
	R
	G

	150mm Sig -"-
	1’
	1’ – 2’6”
	2’6”-5’
	R
	R
	B
	Y
	R
	R
	G
	R
	G
	R
	R
	B
	B
	G
	B
	Y
	R
	G

	105mm Howitzer
	1’
	1’-4’
	4’+
	R
	B
	G
	-
	R
	G
	Y
	R
	Y
	R
	R
	B
	-
	Y
	G
	Y
	B
	G

	88mm Flak
	2’
	2’-4’
	4’+
	R
	B
	Y
	-
	R
	G
	Y
	R
	-
	R
	R
	G
	-
	Y
	G
	Y
	B
	G

	75mm I.G.Hwtzr
	1’
	1’-2’
	2’-4’
	R
	G
	Y
	-
	R
	Y
	-
	R
	Y
	R
	B
	G
	-
	-
	G
	Y
	B
	G

	75mm G.E.B.
	1’
	1’-3’
	3’+
	R
	G
	Y
	-
	R
	Y
	-
	R
	Y
	R
	B
	B
	-
	-
	G
	Y
	B
	G

	120mm Mortar
	1’ – 2’
	2’-4’
	-
	R
	B
	G
	-
	R
	G
	Y
	R
	G
	R
	R
	G
	-
	Y
	G
	Y
	R
	G

	82mm Mortar
	6” – 1’
	1’-2’
	-
	R
	G
	-
	-
	R
	G
	-
	R
	Y
	R
	B
	-
	-
	-
	Y
	-
	G
	-

	105mm  (US)
	1’
	1’-4’
	4’+
	R
	B
	G
	-
	R
	G
	Y
	R
	Y
	R
	R
	B
	-
	Y
	G
	Y
	B
	G

	3” Mortar  (GB)
	6” – 1’
	1’-2’
	-
	R
	G
	-
	-
	R
	G
	-
	R
	Y
	R
	B
	-
	-
	-
	Y
	-
	G
	-

	25 Ibr   (GB)
	1” – 6”
	1’6” – 4’
	4’-5’
	R
	B
	Y
	-
	R
	G
	Y
	R
	-
	R
	R
	G
	-
	G
	B
	Y
	R
	G


	TABLE 6 = SMALL ARMS FIRE

	
	Aimed
	Random
	Melee Factor
	Firing Points
	Firing Risk
	Points              Melee

Attacker/Defender

	Weapon/Range
	6”
	12”
	18”
	6”
	12”
	18”
	
	
	
	
	0-5
	6-10
	11-20
	21 - +30

	Rifle
	3
	2
	1
	2
	1
	-
	1
	Vehicle

Infantry
	Part Hid
Hard
	Moving

=Cover=  Soft
	Halted 
Open
	0

-

5
	Y/Y
	G/Y
	G/Y
	B/Y

	LMG or 

HMG Moving*
	8
	6
	3
	6*
	4
	-
	3
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	6

-

10
	Y/G
	Y/Y
	G/Y
	G/Y

	S.M.G.
	6
	-
	-
	4
	-
	-
	4
	
	
	
	
	
	
	
	
	

	Pistol
	1
	-
	-
	-
	-
	-
	4
	0-5
	-
	Y
	Y
	
	
	
	
	

	50mm Mortar
	-
	5
	5
	-
	-
	
	-
	6-8
	Y
	Y
	G
	11

-

20
	Y/B
	Y/G
	Y/Y
	G/Y

	Flamethrower
	-
	-
	-
	-
	-
	-
	8
	9-12
	Y
	G
	B
	
	
	
	
	

	Grenades
	
	-
	-
	-
	-
	-
	4
	13-15
	G
	G
	B
	
	
	
	
	

	Medium MG

HMG

or 

Tank MG

Fire when StationarY
	6”
	12”
	18”
	24'
	Small Burst Circle Along Range
	16-20
	G
	B
	R
	21

-

30
	Y/R
	Y/B
	Y/G
	Y/Y

	
	26
	20
	10
	5
	
	21-24
	B
	B
	R
	
	
	
	
	

	
	
	
	
	
	
	25-30
	B
	R
	R
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	Melee Range 4” 

Inf. v. Tank 3” 

Tank v Inf.:

In Open/Front:  RED

Dug In/Overrun: BLUE

Inf. v. Tank Shut Down:

BLUE

	
	
	
	
	
	
	+30
	R
	R
	R
	


	ARMOUR CLASS = 1944 ONLY

	
	Front


	Other



	All  APC's - Armoured cars
	F
	F

	PZKU  IV,  Sherman’s
	C
	D

	Panther
	B
	D

	STUB III
	D
	E

	All  SP Buns, Daimler  B,   Number  A/Cs
	E
	F

	Cromwell
	B
	C

	Stuart
	D
	E

	Churchill
	A
	B

	(If infantry carriers hit, draw blue chips for all

being carried).


DAMAGE RECOVERY/REPAIR 
Figures: 

· D = figures removed
· SC = By vehicle or stretcher to dressing station - bound 5 or 6 = OK
· WW = 1 Bound in RAP then OK
Vehicles:

· W = remove to workshop 4,5,6 = Repaired at end of bound
· F = Fitter to vehicle repaired end of bound
TABLE SEVEN      Morale - Active Units.     (To be checked before unit's turn to Act/React).
Red Risk    - removed on visit of senior officer or casualty replaced.

Blue Risk - removed after one full bound out of action. 
Yellow Risk - removed at end of bound. 
6 on die cancels all risk.
5 pts per Red pin
4 pts per Blue pin
3 pts per Green pin
2 pts per Yellow pin
(a) Divide by units acting together; (b) + 1 die if Morale Good, +2 die if Morale Poor; (c) +2 per casualty with unit; +1 for casualty evacuated; (d) +1 if SS; +2 if British/ German; +3 if US.
	Morale Results

	0 - 10

------------ Good Morale -----------------

11 - 15
	Active Units
	HQ Units

	
	Obey Orders
	Normal Ops

	
	Stop, no advance, Inf pinned down, no fire, tanks shut down.
	Issue no orders

	16-22
	Retire in good order -one turn only
	Order break off

	23-30
	Retire in disorder -till commander rallies or reach unit with good morale
	Order  full retreat

	More than 30
	Surrender or disperse
	Rout /Surrender


HQ MORALE – 
(a) SS HQ +2; Others +3; 
(b) largest organic unit +1 for each unit with bad Morale, +1 for each unit out of contact; 
(c) +1 die if morale Good; +2 die if morale Poor; 
(d) no radio or telephone contact (5,6 or 6 on die respectively); +2 German, British; +3 US
=CONSULT MORALE RESULTS CHART=
TABLE EIGHT = Movement  Combinations Allowed
Armour  = move/fire once each, or Move twice, or fire twice.
Infantry = As Above
Support weapons = fire twice, move once and deploy for next move, fire and deploy to move off, or move twice. 

Artillery = As Support Weapons.
To engage/disengage, shift target, fire ranging shot, debus or embus, takes two turns within move.
To replenish, unload, conceal, dig-in, melee, or survey guns, takes until the end of the bound.
MORALE:

Before a unit can react in its own turn, it must check morale. 
To do this, consult the pinboard and see if the unit has any morale pins against it. 
Let us say a unit, acting with one other platoon, is defending a hill; and has three Red, a Blue and a Green Pin from artillery fire. These would total <per TABLE 7) 3 x 5 =15, +1 x 4 =4,+ 1 x 3 =3; total of 22, divided by two, because it is acting in convert with one other unit = 11, 
+ 2 for British units, 
+ say 4 for two casualties 
+ one die, as previous morale good, say 3, 
total of 20.
Consult the chart which indicates "Retire in good order for one turn only".
Again, this is very simple some simple maths and a single dice throw are all that is required. 
To remove morale counters, units must be out of combat for two complete turns. This removes all but Red chips, which the visit of a senior commander, or the replacement of casualties can remove, or the throw of a six on the morale dice throw, which removes all chips (this gives all units a chance of fighting to the limit).
Senior unit morale is fairly self-explanatory from the chart, and is based on the same basic system.
Well, I think that just about covers everything hope other members try out these rules, and find them as enjoyable as i do. If there are any queries, please write to the magazine, and I or Richard will try to answer them as best we can. 
If there is enough reaction perhaps we can follow this up with organisation charts and perhaps a "demo" battle report for the benefit of the uninitiated.
Please bear in mind this article was submitted … ago! Nevertheless, bearing in mind the authors closing notes, I would still like to receive comments, on “demo” games, having play tested the system…… Ed.

