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In early 2022 I first learned about the Battle of Ortona – a classic Canadian victory of WW2 and 
also a pretty iconic urban battle. That caused me to track down any games on the battle, and so 
I found Christmas in Hell (CiH) by High Flying Dice Games (Chiavini, 2010). Now that solo game 
had a fair few problems (see Burden, 2022), but the core mechanics were reasonably sound 
(and based anyway on the popular Storm Over… series  - which started with Avalon Hill’s Storm 
Over Arnhem (Allen, 1981). I particularly liked the way that CiH managed rubble – something 
that many urban games (and even live exercises) overlook. I reworked CiH fairly extensively 
during 2022 (documented on my blog at Burden 2022), in particular creating a new map and 
adding the idea of Large/HE and Small/Kinetic dice as a way of determining Rubble. This was 
partly because I kept forgetting the extra dice roll that CiH required for rubble, but also because I 
wanted to give the player a bit more influence in terms of how much rubble they were causing. 

After some playtesting with the BathSpa PhD group, I ran the game at COW2022 and 
ConnectionsUK2022, and I think it went reasonably well, and I’m now (slowly) converting it to a 
more generic set of WW2 urban rules called Festung,  my own entry to the Storm Over canon. 
However, it did strike me that full battles take a relatively long time but many of the key learnings 
about rubble, combined arms, civil population, IEDs, mines etc are learnt in the first few turns. 
It also takes a lot of effort to create new scenario maps. 

So, I wondered whether it would be possible to make a simpler game that used my modified CiH 
mechanics but in a format that could be played in 20-30 minutes and without any time and 
effort to research and build maps, scenarios and orders of battle. The aim was a fun “beer and 
pretzels” game that would fit nicely in the COW after-dinner slot, and give players an 
introduction to some of the key issues and challenges of WW2 era urban combat. It might even 
be that in due course I could extend the game into post-War and perhaps even modern 
scenarios. Whilst the game would still be a solo game the short play time would hopefully 
encourage competition between players each taking a run of the street and trying to get the best 
score. It may be that there is even a collaborative option or a head-to-head version down 
parallel streets to be explored in the future. 

The idea of card tiles came almost immediately (a card-based game was #7 in the initial list of 
17 wargame types I brainstormed for the PhD). Initially I’d thought of more of a 2D game with the 
options for side-streets, but gradually decided to relegate those to an Advanced game, and that 
the basic game would be a simple 1D game – with the player just fighting along a single street. I 
quite liked the idea that the whole game, less the rules, could be card based – since events, 
units and street tiles were already cards, and so the 16 counter/marker cards were born. 
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Initially the player’s force was a fixed “one of everything”, with single infantry, tank, anti-tank and 
engineer units. But the more I read the more options I wanted to give, and a big part of the 
learning no doubt is that you probably do best with a balanced combined arms force. So I gave 
each element a points cost so players could build their own force, and then even removed the 
“recommended” set up for the base rules. 

The only real changes to the Festung mechanics are: 

• No enemy retreats – saving this for the advanced game 
• No suppression of the enemy – just slows the game 

I did add manhole covers to some of the cards in anticipation of some infiltration rules, I see this 
as being in the advanced game but the cards and rules are essentially there if you want to try it 
out. 

The scoring system came about through wanting to “normalise” the result, based on the length 
of street you had to fight. The result hopefully lets players decide how long a game they want, 
and then get a decent comparative result independent of that length. 

Whilst I’m aware of other card-based wargames - such as Up Front (Allen, 1983) and Warfighter 
(Verssen, 2014). I haven’t yet had the chance to play any of them, so it’ll be interesting to see 
how they compare and what clever mechanics they have when I do. 

 I ran two games of Rubble Town at Wargame Development’s 2023 Conference of Wargamers (COW), 

and at the 2024 COW I ran the Modern version. I think the Modern version actually worked far better 

as the players had far more choice of kit to choose from – and a more varied enemy. 

A crucial part of Rubble Town is the combat mechanism which is used in different variations by both 

the fire and assault actions. All weapons are classed as Small or Large Calibre, and have a set number 

of dice to roll, with Small Calibre being one colour and Large Calibre another. The number of dice to 

be rolled is then reduced based on the amount of rubble that exists (a base number shown on the 

street card plus any created in combat, the total ranging from 0 to 4), and the Protection Value 

afforded by the construction of the buildings on the street (again shown on each Street Card – and 

ranging from 0 to 4).   The crucial mechanism is that the Small Calibre dice are removed first (as the 

most effected by the rubble and protection) and then when the remaining dice are rolled (which 

tend to be mainly Large Calibre) as well as causing a hit for every 5 or 6, 1 rubble is created for any 

double, and 2 rubble for any triple, quad or more. So, for each fight the player has the decision about 

whether to roll as few dice as possible to avoid creating rubble (but reducing their chance of causing 

enough hits to destroy the enemy), or of throwing everything into the fight and as a result creating 

more rubble. And not only does rubble help protect the defender but also any card with 4 rubble 

becomes impassable to tanks – so the player loses their heavy weaponry until the sappers can clear 

the rubble (or Ortona style the players uses the tanks or 6pdrs to blow the rubble into smaller 

pieces!) – and counts against them in the final scoring. 

The final score is the combination of the number of turns taken, plus any losses and plus the rubble 

created. The idea is that in a session multiple players can play through the game (it takes about 20 

minutes, and with 2 or more decks you can have 2 or more players playing simultaneously) and 

compete to get the best score- through a good choice of force and sound tactical choices as they 

fight their way along the street. 
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Possible extensions for the future include: 

• the ability to call in reinforcements if you got stuck (but at a penalty and also with no 

guarantee of success); 

• adding Rules of Engagement with some cards having Protected Sites; 

• having the ability to turn off the main route and to try and get round the enemy on another 

street.  

 

You can find the print’n’play, playable Powerpoint and Tabletop Simulator versions of Rubble Town at 

http://www.taunoyen.com/games/rubbletown. 
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