
Where’s my reinforcements! 

If you have ever run a game, whether it’s a World War 2 game or Warhammer, there will have been 

times when the game requires reinforcements to arrive, which may, or may not turn the battle in 

favour of the player who gets them. That being said, players can, on occasion, get a bit frustrated 

about this.  

Having been running games for more years than I care to think about, I am fairly certain that I have 

heard every plea for reinforcements to ‘hurry up’ and the clarion call of the title of this piece is a 

regular feature. I am sure that on occasion the players think that it’s just me having a ‘power trip’, 

but of course, things are in fact thought through to enhance the game experience. (Well, that’s what 

I tell myself anyway) 

The types of reinforcement schedules I have tended to use in the past are probably similar to the 

ones you have come across, and fall into the following general categories:  

1. The ‘Fixed’ reinforcement schedule. You have constructed a rigid structure. The advantage 

of this is that the player knows exactly what is coming on table, and which turn it will 

appear. (there are of course variations... such as telling the player that they have 

reinforcements but NOT telling them what or when, or, more fiendishly, not telling them 

anything... and stuff arriving, which is always fun, as the player on the receiving end of the 

increase in their opponent’s force ‘out of the blue’ is guaranteed to call ‘foul’. As umpire, the 

words of Windsor Davies in ‘It Aint Half Hot’, “Oh dear, how sad, what a shame” tend to be 

over used.)  

2. The multiple D6 method. The player is told what the reinforcement is, and, say, that it 

arrives when a number is reached after throwing one or more D6s at the start of each of 

their turns. A favourite of one of my friends, who on one memorable occasion stated to a 

player that his reinforcements would arrive when their combined total from rolling 2D6 

reached 30. The expectation would be that, given a low average of rolls, it would be at 

around turn 6 when the reinforcements arrived, and saved the day. Huzzah! The player, 

unfortunately was having a ‘bad dice’ day, and it was turn 10 before the magic number was 

achieved... the game ended on turn 10. There was harsh language used.  

3. Other systems are available. And no doubt someone will tell me what I have forgotten or 

missed, but as I say, the above are systems I have come across and used.  

So how do you make reinforcement appearance on your table give your players some input rather 

than either complete randomness or rigid schedules?  

The latest ‘Friday Night at the Fights’ game, ‘Meeting Engagement at Mozyr’, a border battle in June 

1941 in Russia, which is already on the site, presented me with the opportunity to try out a new 

reinforcement system that I had not tried before, and would give the opposing players an element of 

variation for their reinforcements in terms of time of arrival on the table, and the order in which 

they would appear.   

So... as you will have surmised, both sides were getting reinforcements... but at intervals from 

basically turn 4 to turn 19. (yes... a big battle!) As umpire I had told each player of the 

reinforcements they had, the Russians  having a company of 17 T26s, a platoon of T34/76s, a platoon 



The German forces at the outset.

 

of T28s and a company of infantry, and no one on table to start the game. The German player had a 

company of infantry, a battery of 37mm AT guns, a platoon of Panzer IIICs, a platoon of Panzer IIIGs 

and a platoon of Panzer IVEs. I presented each with the number of D20s which would represent each 

platoon or company. (So 4 dice for the Russians, 5 dice for the Germans.) Me being evil, both players 

were told separately and confidentially what the initial number I had decided for each formation 

was. (see below) 

German Formation D20 turn base arrival Russian Formation D20 turn base arrival 

Infantry company Turn 2 T26 Company  Turn 1 

37mm AT gun battery Turn 5 T28 platoon Turn 11 

Pz IIIC platoon Turn 12 T34/76 platoon Turn 15 

Pz IIIG platoon Turn 16 Infantry company Turn 18 

Pz IVE platoon Turn 19   

 

As one might expect there were howls of protest over the 

arrival schedule, but I had anticipated this, and provided 

with each of them with a D10. This was thrown and each 

was (again separately) told that they could reduce any or 

all of the formation’s D20 by the number that they had 

thrown. The Russian player rolled a ‘6’, so he could 

reduce the base arrival figure for one of his formation by 

4, or spread the reduction across their forces in smaller 

numbers. (In fact, the T34s were ‘moved up’ to arrive on 

turn 11 and the T28s adjusted to turn 13.) The German 

player roll result was 6. They reduced their infantry company to arrive on turn 1, and the 37mm AT 

battery also moved to turn 1. This left 1 left over so the Panzer IIICs were now arriving on turn 11.  

Having some control over their reinforcements the players were happy with things, until the Russian 

player later in the game realised that not investing in bringing their infantry on even 4 turns earlier 

would have made a significant difference to the eventual result... as you will see if you read the 

article.  

I think this system has merit, and both players agreed that having some control was useful. There 

there are a few variations I can already think of, so as the system works, I intend to try it out again. I 

do hope this gives you some food for thought, and if you have your own system which I have not 

described here, feel free to get in touch, and it will be put on this site for you.  

 


