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PRESIDENTS COLUMN by Tim Tilson From the Club President
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President’s Message

| hope everyone had a great time at Fall In. It certainly seemed to be well at-
tended. HMGS is looking for games for Cold Wars. The submissions are due
December 14th. Check here for more info: http://www.coldwars.org/
am_event_registration_online _cw.htm

If you need to run an Alpha test of a scenario then consider NOVAG's Winter
Game Day. It will be held January 26th at the Game Parlor in Woodbridge, VA.
Contact Brian DeWitt (Brian.DeWitt@ngc.com) who is scheduling the games. We
will ask for a $3 "cover charge". The money raised is used to buy Game Parlor
Gift Certificates, which we are then raffled off.

Many of us like to read military history, especially WWII. There are a number of
good books offering a macro view such as Six Armies In Normandy. For the
operational level there are any number of books ranging from A Bridge Too Far
which covers Operation Market Garden to Pegasus Bridge which is deals with a
company level coup de main at the start of D-Day. | have come across two books
that deal with individual heroism in unusual circumstances. The first is The War
Diaries of Major Rocky Gause. Gause was a USAAF pilot in the Philippines in the
1941. He escaped from the Bataan Death March, stole a small sailboat and with
another pilot and a Phillipino woman sailed south to Australia. The other is Soldier
of Orange, by Erik Hazeloff Ruelfzema. Hazeloff details the lives of six Dutch
students during the war. One remains neutral and continues his studies, another
joins the Dutch SS, while others are caught up in the underground. It is a
compelling read about ordinary people caught up in maelstrom of war.

Best wishes for the Holiday Season.
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#5 | DONT CARE TO BELONG
e% T0 A CLUB THAT ACCEPTS

Club Directors and Officers -
PEOPLE LIKE ME AS MEMBERS.
Tim Tilson (President) (Editor; Gamers Closet) (hmslydia @ msn.com) .z ] = Laouce
Dave Luff (Editor; Gamers Closet) (dluff20164 @ yahoo.com)
Brian DeWitt (Operations) (Brian.DeWitt @ ngc.com)

Roxanne Patton (NOVAG Might of Arms Tournament Coordinator) (Web Master) (rcmp1213 @ verizon.net)

Webpage: http://www.novag.org (issues 55 to current can be downloaded)
Historical issues can be found on Magweb at www.magweb.com

Message board: http://games.groups.yahoo.com/group/NOVAGList/
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EDITORS WRITE by DaV|d Luff From the Edltor

It is I, your humble editor and I Welcome you to another issue of The Gamers Closet. 1 have not meant to
have our ezine to be on the same release schedule as the old “Courier” magazine (a moment of silence for its
demise) for back then when you saw an issue on the rack go check the moon for it was probably blue. I can
blame work and the computer (true, I swear on my old minifigs) but I will try to square down for the next
issue. With that I must also report that we will be going back to the bimonthly schedule as before since life
just gets in the way for a monthly issue so log onto our message board at yahoo for the most current gaming
schedule which Tim Tilson continues to update. Thanks Tim...

Wow, the year is about up and the holidays are upon us again so Happy Thanksgiving, Merry Christmas, and

Happy New Year. I hope your stockings are all full of the newest games and figures and preparing for 2008

of more gaming and conventions. Speaking of gaming feel free to send in some battle reports or anything you
. _p, may have done with your figures and terrain.

I am also in major need of board games and
role playing articles and based on informal
surveys we have a silent majority not being
represented in these fine pages. The only
reason you do not see these articles is that I
| have not received them.

I went to HMGS-east FALL IN convention this
year and did some photo taking through the
dealer area (until my camera died on me) but
saved the disc so I hope to have something for
next issue. If anybody else took any pictures
please send me a copy and a description.

From TRIADCON 2007

Watch out for TRIADCON 2008 and I hope we can

get a large presence at the 2008 show. It is the only
local gaming convention and it does need our support. When the local fire hall can get $1500 for a 3 hour
rental you can see how much it costs in this area (no need to remind you property owners about that) and we
will report on any new information on this show.

Our Game Day is coming up in January (see flier) so I hope you make plans on attending. Game Parlor in
Woodbridge has a very nice gaming area which I think is larger than the Chantilly site and parking is
plentiful.

The 2008 schedule for The Gamers Closet can be found on page 2 with the due dates for each issue so plan
your articles around these dates and send them in. Well, I am getting ready for the holidays and spending
some time working on some figures and units (yes, modern). I hope the best for you and your families and
see you soon at the gaming table (hmmm, would make nice name for a hobby store).

Happy Gaming... ed.
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NOVAG WINTER GAME DAY

Historical Miniatures Gaming

26
January
2008

10AM — 10PM
~|Location:
| The Game Parlor-

2 | Woodbridge
8 14440 Smoketown

Featuring: Colonial Era, WWII, and Modern era games.

GMs contact Brian DeWitt at Brian.DeWitt@ngc.com to host a game

Admission: $3 Cover Charge for adults. Children and students are free.

Raffle: The Cover Charge money will be used to buy TGP Gift Certificate.
Each person will receive one raffle ticket. Additional tickets may be purchased.

PEL: Will be posted to the club website (www.novag.org)

Directions: See: http://www.gameparlor.com/Directions/woodbridge.html
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FROM THE NOVAG CLUB MEMBERS

/ rece/ved this request from our club president * T/m T//son to place it in our next issue.
Dave,
You can put this in the next newsletter. Tim

Steve is a Wash DC area gamers currently serving as the Force Protection Officer for the
Combined Joint Task for with the 82d Airborne Divsion in Khandahar, AF.

Friends,

Fall in Afghanistan is beautiful. The temperature is much like DC except we haven't had any rain in
four months. We're starting to get some snow on the mountain peaks. We're at just under 5,000
feet and some of the surrounding mountains are upwards of 12,000.

The sky at night is beautiful. Sometimes we can see a shooting star, no, that one was a
rocket. The way the Taliban shoot your chances of getting hit by one of their rockets is about as
much as getting hit by a comet. We're reasonably safe here.

A friend took this picture yesterday in front of our headquarters. Like the Ben Ladin photos, |
guess it proves I'm still alive.

I'm really enjoying the football season here, although being eight and a half hours ahead we start
watching at about 9 PM and the games don't all finish until around seven AM. | get a little blurry
eyed around Monday morning.

Despite what you might see on "60 Minutes" things are going well here. Most of the people are
tired of the Taliban and want peace. Schools are thriving, and the populace is slowly learning to
read.--Literacy is estimated at around 22%. When the people can read the Q'uoran for themselves,
they will learn the radicals are off the mark and reject them. This will be a long term thing, but this
country and these people have so much potential | think its worth it.

It is a beautiful place. | hope this e-mail finds all of you well and happy. Steve St.Clair

Steve, thanks for your service to our country and pray for your safe return. Ed.
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NOVEMBERI DECEMBER Gaming Schedule

Here is an updated list. We have deleted the Nap Battle game for Nov 23 and will be doing a MofA game instead. Also note the
addition of games by Jorg Duezenon for Thursday and Saturdays at TGP-C. Jorg is a bit reticent about his giving out his email so
interested parties, please contact me and I will forward to him.

The Game Parlor at Chantilly- Wednesday

Every Wednesday Ancients/Medieval DBM 15mm A.J. Musgrave Games start at 7:00 p.m.
The Game Parlor at Chantilly - Thursday

Every Thursday Flames of War/Warhammer 40k 15/25mm Jorg Duezen
The Game Parlor at Woodbridge- Thursday

Every Wed Ancients/Medieval DBM 15mm Rob Cunningham Games start at 7:00 p.m.
The Game Parlor at Chantilly- Friday

DATE Era Scale Rules Host
Nov 23 Ancients 15mm MofA Taylor/? Scenario: Gauls vs Somebody
NAVAL NIGHT
Nov 29 Naval-Sail 1:1200 WSIM DeWitt

Brian is planning a late 17th century battle using some of Rudy Segaar's beautiful ships. Come play a game when the
Dutch burned the British fleet and swept the Thames clean!!!

Nov 29 Naval-Steam 1:1200 77? Patton

Roxanne is planning an ACW extravaganza.

Nov 29 Naval-WWII 1:1200 Battle Stations Taylor

Continuing his interest in WWII Pacific, Greg is planning a demo game to showcase the rules. He may use new set to
be released by GHQ.

Scheduling NOTE: We host naval games on the Sth Friday of the month which works out (or so I am told by the
Astronomer Royal) to around once a quarter. So if naval is your thing, you should be able to find something to
do that night. All games start at 7:00 p.m. Everyone is welcome. Just ask the host.

The Game Parlor at Chantilly - Saturday
Nov 24 WWII/SYW 15mm Jorg Duenzen Games start at 6:00 pm.

Eagle and Empire

Nov 1 Flames of War/Warmachine
Nov 7 Flames of War/Warmachine
Nov 8 Warhammer Fantasy

Nov 14 Flames of War/Warmachine
Nov 15 Warhammer Fantasy

Nov 21 Flames of War/Warmachine
Nov 22 Warhammer Fantasy

Nov 28 Flames of War/Warmachine
Nov 29 Warhammer Fantasy

Games start at 7:00 p.m.
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AREA GAMING CLUBS
| [ ]

Maryland

Army of Central Maryland Wargaming Club. POC Jim McWee, 8204 Black Diamond Ct, Pasadena, MD, 21122, phone (410)
439-1020, jmcweel @ cablespeed.com . Website: http://www.geocities.com/aocmwce/. Meetings are held in Glen Burnie.

Colonial Boys Club. POC Bob Giglio, 5732 Goldfinch Ct, Ellicott City, MD 21043, phone (410) 465-7688, ECW Captain @
AOL.Com Meets one or two Saturdays a month using Soldier's Companion rules.

Delmarva Legion of Historical Gamers. POC Den Leventhal, phone (410) 810-2521, leventhal (@ md.net, 143 Charnor Manor
Blvd, Chestertown, MD 21620-2407. Wargamer’s on Maryland's Middle & Upper Eastern Shore.

Harford Area Weekly Kriegspielers (HAWKS). POC Geoff Graff, 4027 Old Federal Hill Road, Jarrettsville, MD 21084, phone
(410) 557-2456, ggraff7 (@ verizon.net and web site http://mysite.verizon.net/vzeqnmab

Monocacy Association of Historical Gamers. POC Ken Carter, 501 Second Ave, Brunswick, MD 21716, phone (301) 834-6516.

Potomac Wargamers. Meets second Saturday of every month, various locations in Washington DC area. POC Club President,
Fred Haub, phone (202) 267-1448, fhaub @ comdt.uscg.mil.

Silver Spring Civic Guard. POC Ed Mueller 602 Lanark Way, Silver Spring, MD 20901, Phone at work (703) 907-2621, edmuel
(@ hotmail.com and current Website at http://games.groups.yahoo.com/group/civicguard/ . Meetings in Silver Spring, MD and as
arranged between members.

Southern Maryland Partizans. Meets at 2904 Crewsview Ct. Waldorf, MD 20603. Website http://www.smpartizans.com.
POC Andy Turlington, 122 Circle Avenue Indian Head, MD 20640, (301) 885-2820, Email: andrewturlington @ hotmail.com.

Warparty on the Monocacy. POC Marcus Jurado, 10303 Stirrup Ct. New Market, MD 21774, phone (301) 865-6986, dedonta @
hotmail.com. Meets monthly for FPW, ACW, etc.
Virginia

Battle Barn Gamers. Williamsburg area gamers. Points of Contact: Hugh Way hway @ widomaker.com or Rich Villella
rvillella @ widomaker.com. Meet every other Saturday night. Check the Battle Barn web site for listing of games and times.
Website http://www.freewebs.com/battlebarn/.

DC Conscripts. http://www.dcconscripts.org/ Local ASL gaming group. Very Active.

Dulles Wargaming Club. The point of contact is Ben Lacy, 43326 Butterfield Ct. Ashburn, VA 20147, phone 703-282-9208 or
blacy @ adelphia.net. We specialize in 20th Century Historical Skirmishes (WWII) in 15-54mm.

Wellington Wargamers. POC Andrew Birtle, 1908 Jamestown Rd, Alexandria, VA 22308, ph (703) 765-3726.

Warrenton Area Game Club. The Warrenton Area Game Club is a group of adults and families that enjoy miniature gaming,
role-playing and board gaming. We are always looking for new members in our area that enjoy these same activities. The members
game at private residences in the Warrenton (Fauquier County) area and at local game and hobby shops. Anyone interested in
participating or desiring more information can contact us at our Yahoo groups site at:
http://games.groups.yahoo.com/group/Warrenton_Area Game Club/

NOVAG at The Game Parlor. POC is Tim Tilson hmslydia @ msn.com. Meets Friday nights at the Game Parlor in at 13936
Metrotech Drive in Chantilly. Start time is 7:00 p.m. Historical miniatures.

Winchester Table Top Gamers. POC is Dave Luff dluff20164 @ yahoo.com. Contact him or check out their yahoo group at
http://gamers.group/yahoo.com/group/ WTTG.
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TRIADCON 2007 in PICTURES and WORDS 7 Conventlon Report

By Mlster Nizz (http.//mrnizz.blogspot.com/)

A little late, but better than never - An AAR for
TriaDCon 2007

Finally! Wal*Mart found my missing pictures CD. | was hopping mad!

And yes, there were silly hats...

| bought a little disposable
camera on the way to the
convention on Saturday,
having conveniently
forgotten my digital one. For
some perverse reason, |
bought a black and white. |
hadn't taken a b&w picture
in years, and thought it
might be interesting. Due to
getting stuck behind an
accident scene and running
late, | paid for a garage
place, as | figured I'd be
there almost all day. | was
right. Fortunately, | have
switched GMing philosophy
from big-ass, heavy
grandiose concept games
like Le Grand Cirgque to small, portable, fun games like Gladiator Fighting, and Tavern Brawl games,
and Lilliput, and the Tibetan Corpse Racing Clympiad, all of which can be toted up hills in the heat
without having a coronary. Parking is an issue with TriaDCon, which was just as sticky this year as
last. However, this time we had signs up. and got the word out well in advance about Parking, what's
free and what's not, and the risk of ticketing at U-Md. Point taken for next vear.

| got to the convention around 930 that day, and the crowd was already quite good, considering a
large portion of the floor space was behind a construction curtain, You can see the new "Mongolian
Barbecue" construction space on the left in this picture.

As you can see much of the space is taken up with board-gaming of various genres. One element |
added this year, as the miniatures scheduler, was the three "Island" tables on the left, above. You can
see Hal Dyson's wonderful AERODROME game in the center of the three "Islands" in the picture
above.

| noticed that no matter what was being run on an island table, that guy usually had a full house for
players. point taken for next time.

Mr. Goon's resurgence of the Go teaching opportunity (below) was once again welcomed. I'm not
sure if it drew many outside players or not, but | did take the time to bombard many of the local Go
email lists for this area, and | think | even emailed the 1GE. We definitely had a nice stream of players,
so | hope he returns for next year.

Issue 59 of The Gamers Closet 9




TRIADCON 2007 in PICTURES and WORDS Conventlon Report

Continued...

One element definitely new to the convention
was a role-playing track. We had (I think) four
events and some discussion panels. We
were a little light on space for discussions
and hosted them in the Gazebo Room. Oddly
enough for a first time event, these were a bit
of a draw and we had some dedicated
players. Point taken for next year.

Here we see Mike running his Serenity Role
Playing Game. I'm not a huge RPG fan (not
having done much in the genre) but | loved
the look and detail of the RPG Mike was
running. He did a fine job and his players
enjoyed themselves.

It's always nice to see Joan and David
Wendland of Blood and Cardstock
tgames. She was the silly hats vendor,
having gone to the annual Toy Fair and
picked up a lot of truly silly hats cheap.
Joan is a very talented designer and |
sat in on a playtest of her new game in
the works called.. something something
pie fight. The game is ostensibly about
monsters shuffling around and having a
pie fight, with magickal pie-flinging
spells which tickled my fancy.

Whatever it was called, it was silly, involved pie, and was nicely balanced. Nice job, Joaniel

| ran a gladiator game early in the day, mostly with Curt and Grant Daniels. We had a fourth player,
but he wussed on us after one turn because his pals were signaling for him to play Die Macher with
them or something. Too violent for a Euro Player, | guess. Hey, who am | to complain, he bought my
copy of GALAXY by GMT.

Issue 59 of The Gamers Closet 10




Conventlon Report

Contmued...

Seems like we had some of that maglcal marketlng Synchmmcﬂy left over from WBC and Historicon
this year. "The Great Convergehce" (wince) was on display at TriaDCon, tool Many wargamers
played Euros. many miniatures game players played RPGs and board games.

Some conflict sim fans playing Napoleon's Trlumph the new Austerhtz block game in the series that
began with Bonaparte at Marengo (above).
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TRIADCON 2007 in PICTURES and WORDS __ Conventlon Report

Continued...

and contributed greatly to the success of the convention. | would like to extend our thanks for the
wonderful job done by Mr. Keith Levy and all the tournament organizers he assembled for our humble
little convention. Thanks, guys.

We made use of the right side foyer more this year than we did last year. We moved registration up
there to provide more floor space below on the main floor, and held several events up in the rightside
foyer. Above you can see what a nice mixed crowd we had, of all ages. | personally think the OTHER
foyer, on the left, may be a loser. People just don't know it's there and any event held there was ill
attended by HMGS convention standards.

Here was a very interesting game concept being put on by Jonathan Miller. It's a naval battle between
the Bismark and the Prince of Wales, but the focus is not on moving ships and comparing armor to
broadside weight. The real game is about keeping the ship afloat after it starts to take damage, and

how you allocate damage repair resources. A fascinating game idea that would make a brilliant
boardgame
I
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TRIADCON 20

Continued...

Bob McDonald ran his somewhat famous FOUR MACGUFFINS game, a pulp adventure/skirmish
using the Chain Reaction rules (above). Many thanks, sir, you were tireless at this.

Some Historical and not-so Historical games...
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TRIADCON 2007 in PICTURES and WORDS Convention Report
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Continued...

My friend Ben Pecson considers a move at hal looks like DBR from this angle..

(Above) The folks from WADBAG start setting up De Bellus Vashingtonium, our annual DBA
tournanment. A big thank you to the folks who set this up, you provided a lot of fun for a lot of people
for a lot of hours!

(Results here)

DBV is always welcome at TriaDCon, never fear!

Lastly, we did have a bring and buy flea market event, and it was stellar. | sold about 90 dollars worth
of games that | wasn't going to play any more, and promptly spent the money buying NEW stuff...
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TRIADCON 2007 in PICTURES and WORDS __ Conventlon Report

Continued...

Free Enterprise at its best

| did run a game on Sunday, Return to Lilliput. Said game is detailed elsewhere.
AAR Summary:

Financially, we did not loose our shirts this year. The convention actually paid for itself, and grew
attendance, although not as much as | would like.. maybe only about 20 to 30 above last years'
figures, but that's not at all bad for a local convention.

Facilities: There were issues with the site location, and many of them aren't going to be easy to
overcome. The big one is parking. Parking is some distance away from the dining facility and drive up
access is very limited. We have tried to negate this by being johnny on the spot with handtrucks and
the freight elevator. Secondly the facility is not exactly handicap friendly. It's possible to maneuver
around it, but it takes some effort. Some of our game space was taken up with construction this year.
We were told they would be finished in time for TriaDCon, but this did not prove to be the case. | don't
sense it had a huge impact on the show. The separation of the far left mezzanine from the rest of the
con was a problem, even with signage and helpful people giving directions. It just isn't a starter.
Conversely, adding some miniatures events directly to the main floor was very good for the
miniatures games. It's all about location. The big plusses to the site location is limited free catering
that comes with it (free, giant cookies that cost and arm and a leg elsewhere, and soda), and being
located next to a nice cafeteria. It's not the Four Seasons, but its' better than just about any food | ate
at the Eisenhower during Fall In (not knocking that convention, at all, | just don't like the hotel's
caterer).

Vendors-- it would be nice to have more, but really, we are about maxed out on the available space.
We appreciate the local support for our Con! We even gave up the reg table to add another one in. At
this stage, I'd rather see smaller, local guys like Blood and Cardstock over a mega vendor, but heck,
we'll take what we can get.

Price: We had to pay a little extra for insurance.. and had to cover the cost, so we knocked it up a
buck or two. | think our price is a pretty good bargain for a convention held inside the DC Metro area
(inside the beltway!). We did offer a few incentives here and there that some people took advantage
of (special prices for GMs and Boy Scouts). We can't afford to give anything away on a massive scale
at the moment, but we can at least do the right thing for GMs and scouts.

Staff Much better this year.. and | mean by LEAPS AND BOUNDS. Many, many thanks to the
[] [} (1 TN O s T i W IEEENI n ===
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TRIADCON 2007 in PICTURES and WORDS Convention Report
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Continued...

stalwart lads of the Southern Maryland Partizans, who showed up in force to help schlepp tables,
stand a watch at the front desk or flea market, and generally help by being helpful and unfailingly
polite and cheerful about it. To give you a good idea of HOW helpful these volunteeers where, we
were at the convention until 9 or 10 last year, breaking down tables. We got out by 7 or so this year.

Advertising and ROI: Last year, we were a brand new convention relying on strict word of mouth
and postings on the Internet. This year, we tried to put in a much better effort. We placed adverts in
Wargames lllustrated, the Historicon and Cold Wars Program books, the NoVaG newsletter,
spammed various forums and yahoogroups repeatedly, and dropped fliers in all the stores. We didn't
see a hoarde for our efforts, but we held last year's numbers easily and have even grown somewhat.
At least | can feel that we did what needs to be done in this regard.

In closing, many thanks to the many, many people who contributed their time, effort, volunteerism,
and creativity to putting on TriaDCon and contributing so much to its success. This is not just the GMs
and Volunteers and the Convention Cabal (the closest thing we have to a board of directors), but also
anyone who took the time to attend. We have worked hard to return the concept of a good, old
fashioned local convention with a mixed format to the DC region, and we just might be suceeding due
to your efforts.
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VIINGS IN SPAIN BATTLE REPORT
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by Robert J. DiStasio, Jr.

Expectations...It had been building for a long time. The loot and hostages had been good
on this first raid, but the response had come swiftly. Now the time for battle had come and he felt
a sinking sensation as he saw the terrain his Norsemen would have to defend and that wide open
flank that his mounted opponent would love to use. A thousand times he had cursed the need to
stop that night. But with no landmariks it would have been foolish to travel farther, and as dawn
slowly broke over the glowering leader, they would have to fight so they can get back safely to
the boats. At least the berserkers will be happy....

The 1500 point game for the September Might of Arms night in Chantilly at The Game
Parlor pitted my unblooded Viking army against Jay Mischo’s Imperial Arab (Spanish Conquest
version) army. The nice open right flank that the Medum Infantry Viking army would have to
defend showed me I was going to have trouble. I was correct, but not in the way I had feared, but
i a wholly unexpected and unpleasant way.

With no cavalry the Vikings began deploying first in six command groups. Four of the
groups were composed of B morale Medium Infantry (MI), deployed in two lines. Each group
had 2 units of MI deployed in the rear and two or three umits of MI with half the stands bow
armed. This would prevent the front rank from going out of control and charging blindly and also
soften up the opponent. These bow armed units (hereafter referred to as MIB), also screened the
rear ranks preventing them from going uncontrolled as well. Each command group was
supported by a bow armed ST unit as well. In the rear, the Vikings had their class A Huscarl MI
i two groups of 4 & 5 units, with the smaller Huscarl unit supported by a 5% ST unit,

The Arabs deployed in 5 separate groups. On the right in front of two hills where 3 MI
class C units, behind of which was a single Class A Guard MI unit. On the group’s left was a
single C class Javelin armed Light Infantry (LI) unit that sereened two 3 figure catapults on the
hill behind, which were to be a very nasty shock to the Vikings. To the left of this units were two
similar Class C infantry groups composed of a LI bow unit and 3 Sub Heavy Infantry (SHI)
which also had %z of the stands bow armed. Behind these infantry units were 3 fierce Heavy
Cavalry (HC) Class B units and 2 bow armed Light Cavalry (LC) Class C units. The Arabs also
had two cavalry only groups comprising of 3 HC (Class B) and 3 bow armed LC (Class C) umnits.
One command extended the Arab left bevond the infantry and the other was placed in reserve
behind the hills to the right,
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VIKINGS IN SPAIN by Robert J. DiStasio, Jr.
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The first turn saw the Arab Horsemen on the left lunge after the Viking exposed right
flank, while the right side Huscarl unit headed over to seal off the danger area. As the Arab
infantry moved forward, the Arab horseman behind the hills began redeployment to the other
side, leaving one LC unit to help support the MI attack on the Viking left flank. The only action
saw the Arab Javelin LI being pounded by two MIB umits and a SI unit. It would eventually rout
by fire. In response the catapults began a devastating shooting of the left most exposed MIB unit.
They were shooting so well that this B-class unit was worn by turn 3!

The next few turns were one of maneuver as the Arabs headed to the Viking flanks and
the SHI moved slowly forward. On the Viking left flank one of the MI units was shaken by bow
fire, but in compensation the Arabs were able to pin and rout the Viking SI on that flank. Contact
on that flank had 2 Arab MI going against 3 Viking units initially; this melee would continue for
some time, and be increasingly bloody. In the center, the far left MIB unit pivoted to get more
bow fire on the javelin LI, which routed, and the Viking line moved forward to compensate. This
would prove disastrous as it gave just enough room for the Arabs later to bring in an extra SHI
on the right flank, and a cavalry unit on the left (the move probably was not necessary, as the
unit that had exposed itself was worn and probably a lost cause i any event).

On the right flank an amazing turn of events basically neutralized the Arab cavalry.
Three LC arrived at the newly formed shield wall to find two SI (one from the right forward
command and one from the Huscarl group) that proceeded to shoot very well. Then, every
Huscarl unit remained m control and then, to add msult to injury the Huscarl C class SI fought
and won a melee against a LC unit! It eventually took the combined efforts of all three LC units

| [ ] [T 11 [ 1 W Il =&l 1l [T [ ] I ¥ & &% 0T W TINE 10 ===
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Cont/nued...

by Robert J D|Sta5|o Jr.

to eliminate it, and at the end all were worn and unable to charge (bow fire just melted the ST unit

away).
Map 2: Viking High Tide
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While the Huscarl SI was earning the Medal of Odin, the center was reaching a climax.
Unfortunately for the Viking leader one of the infantry leaders was a teenager, who was doing
what they all do: rolling low during bow fire and high during melee, (It did not help that the
Viking leader was also rolling low during melee.) and damage piled up fast. One bit of good luck
occurred when a fierce HC unit hit the worn MIB unit: the Viking leader promptly rolled
snakeyes during the morale phase. The right and left forward flanks were basically firm,
although the attrition on the left flank was high. Some of the uncommitted Huscarls were sent to
support this flank while the other units in this command headed forward.

The next turn had two units in the center routing and the rest of the units in the first line
going shaken, as well as an uncommitted unit in the rear rank. An attempt to flank the far left
combat by the Vikings was stopped cold by those pesky catapults, causing it to go shaken. The
Viking flanks still held, but the center was collapsing, although a secondary line was in the
process of being formed. It was at this point that the sun finally went down (in other words it was
after 10 PM and the Game Parlor staff were giving us the evil eye) halting combat giving the
Arabs a tactical victory.
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The Caliph looked proudly at his son as the army celebrated. He chuckled imwardly as he

saw the glum expressions in some of his cavalry commanders. Those infidels were tough, and
that shield wall! Maybe they can be hired as mercenaries. He mew the Byzantines used some
Norsemen. In any event that was the future; his first priority will be a navy; he had to stop th’-
raiding. At least this group is gone, and according to the scouts, heading to Afiica....
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Check their webpage for gaming schedule

COMPLEAT
STRATEGIST

103 East Broad Street, Falls Church, VA
703-532-2477
Hours: Monday, Tuesday, Thursday - 11 a.m. - 7 p.m.
Wednesday, Friday - 1 p.m. - 9 p.m.
Saturday - 10 a.m. - 6 p.m.
Sunday - 12 p.m. - 6 p.m.

Monday - Open Gaming (the tables are open to
whatever since [ have paperwork, usually...heh)
Tuesday - Board Game Day (people bring and play
board games, usually we play Formula De or Arkham
Horror)
Wednesday - Card Game Night starts @ 6pm (mostly
Magic: The Gathering, but some other card games at
times)
Thursday - Open Roleplaying starts @ 5:30/6 pm
(We have an Indy gaming group that plays weekly)
Friday - Classic Battletech and HeroClix starting @
7pm (The Battletechers play a scenario almost every
Friday and the HeroClixers play scenario stuff not
tournaments)
Saturday - Warhammer (40k and Fantasy
Warhammer)
Sunday - Warmachine and Hordes

—the "Shop of the Fantastic" since 1978—
is located at
11772 Parklawn Drive
Rockville, Maryland 20852
301-881-3530

Complete list of events at
http://www.dreamwizards.com/Calendar.html

Z 'the store W|th evefy type of gamg

Chantllly Location
Sully Place Shopping Center
13936 Metrotech Drive
Chantilly, VA 20151
Phone: (703) 803-3114

Complete list of events at
http://www.gameparlor.com/

Our physical store is located at:
2852 Jeff Davis Hwy, #411
Stafford, VA 22554
(Directions: Take I-95 to Exit 143A. Go thru the
stoplight into the Aquia Towncenter.)

Events on Weekends
Miniatures on Saturday
Card Games on Sunday
http://www.comic-world.com/servlet/StoreFront

Game Paror

" the store with eveiy type of gram;e"TM

Woodbrldge Location
14400 Smoketown Road Drive
Woodbridge, VA. 22192
Phone : (703) 551-4200
Fax : (703) 490-1888

Complete list of events at
http://www.gameparlor.com/Store/wstore.html

HOBBIES
Fredricksburg Design Center, 2342 Plank Rd,
Fredericksburg, Va (540)372-6578 1-800-241-3491

Check for our next 40K tournament
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WATERLOO MINIS
Miniatures & Terrain
tahletop ames Waterloo Minis

and hobbies! :
aocs, = TOCn, Henry Clay Shopping Center

and Miniatures, Madele, E 401-B England, St., Ashland, VA 23005
s o
g ;’f Complete list of store events at
e http://www.waterloo-minis.com
TS o
i‘l""*'“ -_im__, i~ S  Waterloo Miniatures and Terrain, Waterloo
&P Y

A Minis for short, located in the Richmond,
%.:—*. VA metro area, caters to the miniatures
L g wargaming enthusiast. We have the largest

_'g!;:.

We specialise in Tabletop, '@y
CCG and CMG games. We

G
L ip—

Al
IR
e

also offer products such as e selection . of Battlefront Minia.tures and
Detailed model Kits and a‘"‘*i 2 B Warmachine/Hordes products in central
Meodel Railroad supplies. : B ¥ Virginia
. S
33 Weronica Drive, F 4

Martinsburg, WV 25404
204-267-3110
www.yourhobbyplace.com

FOUR COLOR
FANTASIES

Comics & Games
80 Weems Lane

Comics, games, miniatures, and Winchester, VA 22601
much more .... 540-662-7377
EAGLE & EMPIRE Mon & Tues Noon - 7:00 pm
“Serving DC area wargamers since 1987” Wed 1:30 pm - 7:00 pm : :
6468 Landsdowne Center, Alexandria VA 22315 Fri Noon - 8:00 pm
Sat 10:00 am - 5:00 pm
I(lngsiown s Newest Call or email us at

mikefcf@yvisuallink.com
for directions

RED ZONE GAMES IS YOUR SPOT FOR GAMING IN WILLIAMSBURE,
VA. WE CARRY A VARIETY OF TABLE TOP AND BOARD GAMES FOR
ALL AGES AND OFFER A FRIENDLY ENVIROMENT FOR YOU AND
YOUR FAMILY OR FRIENDS TO ENJOY. FREE USE OF CUSTOM
GAMING TABLES AND WE ARE ALWAYS AVAILABLE TO DEMON-
STRATE ANY OF THE GAMES WE CARRY. WEEKLY AND MONTHLY
TOURNAMENTS.

6468 Landsdowne Cenire Alexnndm: 703- 550 6124

703-550-6124

Complete list of store events at

” 551 MERRIMAG TRAIL
http: // eagleandemplre.com/ WILLIAMSBURG, VA. 23185 WITH QUESTIONS CALL- 757-476-6334 OR
DIRECTIONS ON YELLOWPAGES.COM E-MAIL-REDZONEGAMES YAHOO.COM

Anime Pavilion
115 Hillwood Ave # 10

: 9
Falls Church, VA 22046 Where’s your store’

Phone (703)534-1544 Fax (703)534-1527
Anime, Manga, Comics, Toys, Trading Cards (Yu-Gi-
Oh, Pokemon, Magic, Sports Cards), Music, Collecti-

bles, Posters, Wall Scrolls and More!
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Fantasy. Historical And Family Gaines

= Famuly board * Dungeons & Drag-
games ons

* WAEHAMMER -+ Flames of War

= Yu-Gi-Oh! * In-store gaming

= Hobby supplies & tournaments

Renaissance

2315 Belair Road
Eallston, MD 21047

MARK CHURMS

THE ART OF HISTORY

http://www.markchurms.com/

Where’s your store?
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Renalssance Games

Renaissance Games in Fallston, Maryland hosted its Wizards of the Coast “Gold Tier” event on Saturday, September 15th.
According to Wizards of the Coast, “These one-day tournaments will be held across North America, at locations selected from
As a “Gold Tier” Premier store, Renaissance Games joined nearly 100

O Prizes for the event were largely provided by Wizards of the Coast. Memory lapse foil
promo cards were given to all participants.

In addition, Magic Deck boxes and hats were distributed. The first place was also awarded
a Magic Duffel Bag and a booster box of the upcoming Magic the Gathering set, Lorwyn.

{ The chance to snag a box of Lorwyn provided a competive edge to the tournament.

Additional booster prizes went out at random and to the top finishers.

Twenty-two players played a total of 5 rounds before going to a top-four split. After 6
hours, the winner of the tournament was Marc Aquino, who bested Michael Scheffenacker
in a best 2 of 3 finale. Marc put together the winner 3-color deck from 10™ Edition boosters,

utilizing Red/Blue/Black:

6 Island
5 Mountain
6 Swamp

Aven Fisher (Blue)

b Aven Windreader (Blue)
Counsel of the Soratami (Blue)

2 Sage Owl (Blue)

Sky Weaver (Blue)

Spiketail Hatchling (Blue)
Afflict (Black)

Agonizing Memories (Black)
Dross Crocodile (Black)
Grevedigger (Black)

Hate Weaver (Black)

Mass of Ghouls (Black)
Midnight Ritual (Black)
Mind Rot (Black)

Ravenous Rats (Black)
Beacon of Destruction (Red)
Cone of Flame (Red)
Incinerate (Red)

Lightning Elemental (Red)
Shock (Red)

Spitting Earth (Red)

'::"; Razormane Masticore (Artifact)

Michael played Red/Green, with a splash of
Black:

7 Forest
7 Mountain
2 Swamp

Treetop Village (non-basic land)
Mind Stone (Artifact)
Gravedigger (Black)
Midnight Ritual (Black)

2 Bloodrock Cyclops (Red)
Bogardan Firefiend (Red)
Fists of the Anvil (Red)
Goblin Piker (Red)

Shivan Dragon (Red)
Thundering Giant (Green)
Viashino Runner (Green)
2 Elvish Berserker (Green)
2 Grizzly Bears (Green)
Llanowar Elves (Green)
Llanowar Sentinel (Green)
Overrun (Green)
Rampant Growth (Green)
Rushwood Dryad (Green)
2 Spined Wurm (Green)
Sylvan Scrying (Green,

Renaissance Games hosts Friday Night Magic events on a weekly basis. Magic play continues on Sundays with casual drafts.
Check www.ren-games.com for complete details.




LOCAL GAMING STORE Renalssance Games

A ln El} day of W ARHAMMER Fanhsv gaming occurred on Saturday, Septembm 15%

A casual affair soon turned into a 3-round tournament where Lizardmen ultimately
triumphed. For this event, we decided to forgo the usual pitched battles, and added a few
twists. Each player was given a deck of eight cards, seven describing one scenario and
one Lucky Seven card. At the start of each game both players chose one card from those
remaining to them and place it face down on the table. Both cards are then revealed at the
same time. Each player then plays the game according to the scenario on both cards. The
games were played as normal. with victory points awarded as shown in Warhammer
rulebook. The scenario cards included:

1. Capture, whereby you attempt to capture an objective marker at the center of the
battletield

[ ]

. Assassination, where you gain vicotry points for defeated heroes.

3. Boggy Ground, where the soggy battlefield hinders fast movers.

4. Pitched battle, fought as usual.

5. Dragon slayer, where one of your hereos get bonus attacking large creatures
6. High winds, greatly affecting shooting armies.

7. Magic flux, causing the magic phase to be a bit unpredictable, and

8. Lucky seven, where once per game you can call a roll a seven and not trust to lady

luck.

| [ 1] [T 11 [ 1 W Il ik k== 1k [T ] IEREX NI BEYF 10 =
Issue 59 of The Gamers Closet 25




Renalssance Games

Fantasy Armies arrayed at the start of the tournament.

Matt generaled the winning Lizards with the following 1500 point build-out:

# Salamander teams 195 pts
3 Terradons 105 pts
3 Kroxigors 175 pts

5 Saurus Cavalry, w Full Command Banner | 265 pts
of Huanchi’s Blessed Totem

2 units of 13 Skinks Javelin 78 pts each
2 units of Saurus Standard and musician 258 pts each
Saurus Seer Vet, light armor, shield 50O

Matt’s Army List of Lizardmen — Earning Matt Best General

This was the first time Matt had fielded this particular army configuration. He admitted
that his reasoning was simply to field a balanced army that seemed like 1t would be fun.
It performed quite well. earning Matt two Massacre victories and one Major victory. Not
bad considering he faced a number of excellent opponents who had won previous
tourneys at Renaissance Games and other establishments.

For the first battle, Matt faced off against Zac and his Empire. Zac’s Empire force was
mostly a heavy cavalry force on a rather barren piece of terrain. Using the initiative, Matt
quickl}f moved into combat which negated much of the potential impact of the heavy
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LOCAL GAMING STORE _ Renaissance Games

cawall},r charges. The battle earned Matt a MAsSSacre as he 5Wf:pt the Empnc ﬂam the
field.

Matt’s Lizardmen quickly close the distance against Zac’s Empire

Round 2 saw Matt going up against Steve’s fearsome Ogre Kingdom force. With only 25
models, Steve’s Ogres had been causing havoc all summer long at Renaissance. His
finely pamted army won Steve Best Army, but they found it difficult to recover from a
fine first turn set of rolls from Matt. The show-down between Matt and Steve ended up
in a major victory for Matt — Matt’s closest match of the day!

1 Bruiser with Siegebreaker and 174 pts
Mawseeker
1 Butcher with Bangstick 155 pts
2 units of 4 Bulls 188 pts each
4 Ironguts 192 pts
6 Ironguts 308 pts
4 Leadbelchers 220 pts
1 Gorger 75 pts
Steve’s Ogre Kingdom Army. Eammg Ium Best Army
) [ T [N I W I =3
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Renalssance Games
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Steve's Ogre hmgdcm carned him Best Army. Here they blldge a river and proceed to
annihilate a Vampire Count Army.

For his swell sportsmanship during his battle against Matt, and mdeed throughout the

course of the entire affair, Zac was judged by his piers and awarded the highest praise
and crowned Best Sport of the tourney.

HAND

TOMAN!

Pictured from left — Steve. Matt, Gary, Zac. Jacob, and John.

Renaissance Games holds monthly WARHAMMER Fantasy and 40k tournaments.
Check their website at www.ren-games.com for details on upcoming events.
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OSPREY

PUBLISHING

New Books

American Spitfire
Aces of World War

{Aircraﬁ: of the
Aces 80)

U-R0ATS

DESTROYER ESCORTS

NMEW SERIES
U-boats vs
Destrover Escorts
The Battle of the
Atlantic
(Duel 3}
7=

Misilelbag the F2F
Wildicsa

Modelling the F4F

Cambral PRIT
Pos

e ——

Cambrai 1917
The birth of
armoured warfare
(Campaign 187)

s e L
PANTHER

NEW SERIES
Fanther vs T-34

Osprey Mewsletter: October 2007

CIETE SR LT LRt LT

Us Navy PBY
Catalina Units of
the Pacific War
(Combat Aircraft

62)

Fhe Contederaie Army
156 1-85 {5}

The Confederate

The Gernras Horse Faomt
1 L BT
L

The German Home
Front 1939—45

(Elite 157)

Dueen Victoria's
Highlanders

Oueen Victoria's

Army 1861-65 (5)

Lkraine 1943
(Duel 4

STl e U5 At X4
P S ol T

Modelling the US

Tennessee & Morth
Carolina
(Men-at-Arms 441)

Sherman Crab Fadl Tank

Sherman Crab Flail

Highlanders
(Men-at-Arms 442

Soerect Bifbeman
196145

Soviet Rifleman

Wildcat
(Dsprey Modelling
39)
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.
Battle of Rntteubmg (fiftlthllS) 1814

By Charlie Torok (2 June 2007)

The battle of Rottenburg 1814 was a made up scenario using 15mm Napoleonics. The rules are a "home
brew" that uses what I consider the best part of many rules systems put it into one gaming system. I have been
playing Napoleonics for 25+ vears and like most gamers of that era have yet to find the perfect set of rules.

About 15 years ago a group I gamed with 1n El Paso TX put together our own rules and modified them into
what I like to think 15 the best rules system I have found.

The rules are based on 1:50 (Empire III mountmg) and the basic unit 1s the infantry regiment, cavalry
regiment and artillery battery. Although 1t 15 a regimental system the novice player can control a division and a
more experienced plaver can command a corps. I have played battles where I commanded the entire army (one
such game controlling the allies at Waterloo) completing the game in about 10 hours (Historicon 2002). More
on the rules in another article, back to the battle at hand:

The scenario 1s designed to force both sides to fight both a defensive and offensive battle. Nothing worse
than showing up at a gaming convention and sitting back watching everyone else move, this way you have to
both take and hold terrain on the board. The game map 1s divided by a niver going down the middle of the
board. On one side your army defends and on the other it attacks. The instructions given to both commanders
forces the players to allocate their forces based on written orders and map points (see map below).

MAP #1:
N
Yohrinz
[Fe— -
_\"\_ Vielseck
Vihsen -3
¥
=
W S Scifting Manor
\\\ p ) E
Schellbur,
_-—"““'-—————_._ g
‘ Rottenburg
1,7 movernent 1/7 movement {inf oaly) Mo effect Boad column allowed Crossing only ar
Mednun cover CaO bridge or fords
37 line of sight +1 morale
~2 morals 3" line of sizht
-1 firing ont of -1 firing o
-2 firing intwo Elocks LOS
Blocks Line of Sight (LOS) *umits entering are disrupted
*units entering are disrupted
[ ] [ 1 [ 1 W] IRl BE Ak=d=1 [} [T [ ] IEEE NN BB 10 ===
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Each commander is given his written orders (see below), order of battle and a blank map to allocate his
forces on. Once both sides have formulated their plan I have each defensive side set up first (this simulates the
attacker's light cavalry getting a look at the defense before moving towards attack). Since the attacker has
already allocated his umits (divisional s1ze) on the map he 1s frced to set up within the area chosen.

[Picture #1: French commanders Robert and Alan survey the field]

French plavers:

Robert DiStasio Jr (French Corps commander and French eastern division)
Alan Melear (Bavarian and Berg divisions)
Mike from New Zealand (French western division)

3

Allied plavers:

Rudy Segaar (Russian division)

Tom Bolles (Austrian Advance Guard division)
Greg Baker (Prussian division)
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the Russian First Army and the Austrian Army. This vital town must be captured by nightfall (12 turns). In addition
capturing the bridge between Vielseck and Vonhrinz intact is vital for lateral movement of the || Corps under Marshal Victor.

Intelligence Report:

1. The Corps Light Cavalry screen has been able to recon the Vielseck River just north of the town of Roftenburg and
discovered only one pessible crossing point, the bridge at Rottenburg. The river banks appear to be too steep and the
current too swift for crossing.

2. Strong defensive forces (divisional size) were observed in the vicinity of Vielseck and the Schilling Manor.

3. A strong Russian, Prussian and Austrian force was maoving south Zlong the Vohrinz-Rottenburg road, alsc a Russian
divisional reserve was seen north of Vielseck heading west.

The Emperor also expects 1l Corps to hold the west bank of the Vielseck River concentrating on the vital crossroads and
bridge located at Rottenburg. This key town must remain in French hands as a transportation and supply hub.

The |l French Corps under Marshal Victor is advancing to link up with 11l Corps from the west on the Vihsen road, his
advance elements are expected within 3 hours (& tums), this village and road exit must remain open to facilitate his
movement.

NOTE: you must hold more uncentested points than the enemy at the end of turn #12 (6 hours of battle) [see map Tor
village/town point values]. Also an eliminated unit [forced off the table] is worth 1 point and a killed commander is worth
his command value.

: 4 .
y -.'_1 L!

[Picture £4 & #5 Players survey the field of battle]

Allies Commander:

The Allied Army is advancing along the Vorhinz / Rottenburg road towards central Bavaria. Archduke Charles has
ordered your wing of the army to assault and capture Rottenburg. Once this town is secured it will become the major axis
of advance for the combined Austrian / Russian army. The Town must be captured by nightfall (12 turns). In addition
capturing the bridge between Roftenburg - Shellburg intact is of vital importance.

Intelligence:

1. The Wing Light Cavalry screen has been able to recon the Vielseck River as far south as the Shilling Manor and have
discovered cnly one possible crossing point, the bridge iiself. The river banks appear to be too steep and the current too
swift for even your light infantry to cross.

2. Strong defensive forces (divisional size) were observed in the vicinity of Rottenburg and Vihsen.

3. Strong French reserves were seen south of Schellburg heading north, also a divisional size force was seen moving
south of Rottenburg heading east.
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The Archduke also expects your army wing to hold the east back of the Vielseck River concentrating on the vital
crossroads and bridge located at Vielseck and the Schilling Manor. This area must remain in Allied hands as a east-wes
avenue of advance and future re-supply road.

The Center Collumn of the army is following behind you traveling on the east side of the Vielseck River and will enter the
map from the road north of Vielseck, these advance elements are expected within 3 hours (6 turns).

NOTE: you must hold more uncontested points than the enemy at the end of furn #12 (6 hours of baitle) [see map for
village/town point values]. Also an eliminated unit [forced off the table] is worth 1 point and a killed commander is worth
his command value.

¥

#6: French defense of Vihsen]

[Picture

Each commander was given the following orders of battle (to include potential reserves, which will be coverad
later). 1t 15 up fo the players to allocate which forces are on what side of the river. who defends and who attack:
and where on the map they will set up. Each army during the Napoleonic period had 1ts own umqueness and
capabilities (or lack thereof). Included are the orders of battle for this game:

Allied Army:

TTYFTTFNET
AUSTRIA:
Advance Guard Division [General Frimont +1]

#fgures Morale fAdeles RUSSIA:

VI Corps Generalleutnant Winzingerode +1

Combined Jager [Brigade] 24 [i] 2
Ling Inf Regt 54 7 3 9th Division GeneralMajor Lindorf +0
Ling Inf Regt 54 7 3 #figures AMorale AMeles
Freiwilliger Regiment 24 7 3
Freiwilliger Regiment 24 7 3 Jager Regiment 16 7 3
Landwehr Regiment 24 a8 3 [-1 fire] Jager Regiment 16 T 3
Chevaulexer Regiment 12 i} 5 Musketeer Regimeant 24 7 3 [-1firg]
Chevaulexer Regiment 12 i} i Musketeser Regimeant 24 T 3 [-1firg]
Hussar Regiment 12 4 ] Musketeer Regiment 24 T 3 [-1fire]
Heavy Position Battery Gouns 6 3 [Crack class] Musketeer Regiment 24 7 3 [-1firg]
Medium Brigade Battery doguns 6 3 [Line class] Position Battery 12guns & 3 [Line class]
Medium Position Battery gguns & 3 [Crack class] Light Battery 12quns & 3 [Line class]
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PRUSS|A:
5t Brigade Generalmajor Borstell +(
#figures Morale Meles
Hussar Regiment a8 5 il
Uhlan Regiment 8 5 5 Lance
Line Regiment 36 ¥ 3
Reserve Regiment 36 o] 3
Landwehr Regiment 36 8 3 [-1 Firg]
Landwehr Regimeant 36 8 3 [-1 Firg]
Combined Grenadiers 16 5 4 [+1 Firg]
Foot Battery (Medium) Bguns & 3 [Line Class]
Artillery Reserve
Foot Battery (Heawy) Bguns & 3 [Line Class]
Allied Reserves (dice roll reqguired):
O e
-ﬁ:i'\ﬁr:‘.‘;m
Reserve Division A:
Grenadier Division General +1
# figures Morale Melee
Grenadier Regiment 18 5 4 +1 fire
Grenadier Regiment 16 5 4 +1fire
Grenadier Regiment 16 5 4 +1fire
Grenadier Regiment 16 5 4 +1fire
Grenadier Regiment 16 5 4 +1fire
Grenadier Regiment 16 5 4 +1fire
Fosition Batiery 12 guns i 3 Lineclass
Light Battery 12 guns & 3 Lineclass
French Armv:
lll Corps Marshall Ney +2
Corps Artillery
# figures Morale Melee
Co a Pied (Heavy Battery) Sguns G 3 Crack Class
Co a Pied (Heavy Battery) Sguns & 3 Crack Class

Light Cavalry Brigade General de Division Lasalle +1

& figures Morale  Melee
Hussar Regiment 8 5 5
Chevau-Legers Lancer Reg 8 G 5
Bavarian Chevelauxer Reg 8 T 5
Co a Cheval (Horse Battery) Gguns 6 3
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Reserve Division B:
# figures  Morale Meles

Heavy Cavalry General +7

Dragoon Regiment 9 G ]
Dragoon Regiment 9 G i3
Dragoon Regiment 9 G G
Horse Batiery 12guns & 3 Crack Class
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@ ®

(French) Division  General de Division de Division Demont +1 (French) Division  General de Division de Division Morand +1
#figures Morale Melee #igures Morale Adelee
Regt d' Infanterie de Legere Regiment 36 i 3 Regt d Infanterie de Legere Regiment 36 6 3
Regt d' Infantenie de Ligne Regiment 38 7 3 Regt d Infanterie de Ligne Regiment 36 7 3
Regt d' Infantenie de Ligne Regiment 36 7 3 Regt d Infanterie de Ligne Regiment 36 7 3
Regt d' Infantenie de Ligne Regiment 36 7 3 Regt d' Infanterie de Ligne Regiment 36 T 3
Co a Pied (Medium Battery) Gguns @ 3 Crack Class  Co a Pied (Medium Battery) doguns 6 3 Crack Class
- T
(Bavarian) Division  Generallieutenant von Wrede +0 (Berg) Division  Generallieutenant +0
#fiqures Morale Melee #figures Morale Melee
Bavarian Rifle Brigade 24 ] 2 Berg Line Regiment 16 8 3
Bavarian Line Regiment 24 a 3 Berg Line Regiment 16 8 3
Bavarian Line Regiment 24 a 3 Berg Line Regiment 16 8 3
Bavarian Line Regiment 24 g 3 Berg Line Regiment 16 8 3
Bavarian Line Regiment 24 a 3 Berg Fusshatterie (Medium Battery) Gouns 7 3 Line Class
Fusshatterie (Medium Battery) Gaguns 7 3 Line Class  Berg Fusshatterie (Medium Battery) Gouns 7 3 Line Class
Fusshatterie (Medium Battery) Goguns 7 3 Line Class
French Reserves (dice roll required):
Reserve Division [French] A:  + 1 Commander Reserve Division [French] B:  + 1 Commander
#figures AMorale Melee #figures Morale Meles
Grenadier Regiment 24 5 4 [+1Fire] Dragoon Regiment 9 G i
Grenadier Regiment 24 5 4 [+1Fire] Dragoon Regiment 9 fi i
Grenadier Regiment 24 al 4 [+1 Firg] Dragoon Regiment 9 G B
Grenadier Regiment 24 5 4 [+1Firg] Co a Cheval (Horse Battery) Gguns 6 3 Grenadier Class
Co a Pied (Medium Battery) 8quns 6 3 Crack Class

Reserves were allocated based on a percentage roll by the commanders. "Reserve A" entered the game on a roll
of 1-8% at the beginning of the first turn; each turn after that the chance was mereased by 8%. Thus on turn 72

each commander rolled at a 1-16%, turn #3 1t was 1-24%_..... Once reserve A entered the game the commander
started over (1-8%) for reserve B. These rolls continued until the end of the game.

The commanders allocated their forces as depicted below. The allies set up on the North side of the table and
the French on the South. The red dotted line depicts the extent of set up. As opposed to using a standard
horizontal line of setup I chose a diagonal line, giving the defensive side of the table more depth. Ths also
allowed the defender to choose how much of his side he wanted to defend. What I tend to see in most
convention games 1s a tendency to defend the entire length of the table as opposed to holding key terrain only.
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b e .
[Picture #§ & #9: French defense of the village of Rottenburg]

The game objectives were based on "terrain victory points” as depicted on the map (see map 2 below). The first
number represents points allocated for holding that key terrain: the second number represents points for taking
the terrain. Thus if the French hold Vihsen they would receive 3 victory points, if the Russians capture the town
they would get 2 victory points. Also factored mto the victory point totals were eliminated umts. For each

eliminated enemy unit (infantry regiment. cavalry regiment or artillery battery) your side received one vietory
point.

MAP #2:

Austro-Russian attack N Prussian defense

Adddidid

Fih ser\
L g E 2

oftenbiry

French / Bavarian attack
1 B 2] ¥ & & W0l W TITH] y
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The allies placed the Prussians on the defensive on the east side of the river; they placed their stronger divisions
(Russian and Austrian) in attack positions on the west side. The French players divided their stronger French
divisions with one per side of the river, giving themselves a balanced attack and defense.

. =2y
ZrTL e "l e L . lad, 3 o W el o
[Picture #10 & #11: French nnar‘i: columns moving towards Vielseck, Also ft:}'lﬂ the Prussian view]

The French commander read his orders and interpreted the need to hold open the Vihsen road as a major
requirement; therefore, he allocated one of his French divisions to hold Vihsen and the road to the west. He
placed his weak Berg division to hold Rottenburg, and allocated his potential reserve to enter the board south of
Rottenburg. His Bavarians were ordered to attack and capture the Shilling Manor. His other French division
and his Corps troops were ordered to attack and capture Vielseck.

On the Allied side the commander positioned his Russians to assault and take Vihsen, while his Austrian
advance guard was attacking Rottenburg. He allocated his reserves to enter the board on the road north of
Vohrinz. This forced the lone Prussian division to hold the east side of the board without support.

[Picture £13: French defeuse of Vihizen]
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[Picture £14: French defense of Vihsen another view] [Picture #15: Russian attack on Vihsen another view]

The Austrians and Russians made good progress on their attack, although the woods north of Vihsen slowed the
Russians down. The Bergs were mauled and decisively defeated north of Rottenburg and began falling back by
turn 3. The Russian advance on Vihsen was slowed by stubborn French resistance, the woods and town of
Vihsen became a key battleground for the allied and French left flank. By a masterstroke of leadership (and
good dice rolling) the French Grenadier divisional reserve entered the board on turn #1 south of Rottenburg,
thus backstopping the crumbling Bergs. As the battle progressed the allied army also had a timely arrival of its
Russian Grenadier Division on turn #3 north of Vohrinz. The combined weight of the Russians pushed the
French out of the woods and town of Vihsen, thus capturing that key terrain for the allies. The French reserve
now fully committed to Rottenburg eventually halted the Austrian advance, thus saving the western side of the
Vielseck River.

: |
¥ "
il"t' A bR
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[Picture £16; P'usian dei;én.se of the S-g Mstﬁ 1 [Picture #?: s n the Silli.ug Manor]
On the east bank of the river the Prussians found themselves hard pressed from turn #1 onward. The Bavarians
began the attack immediately on the Schilling Manor. The French formed a grand battery just to the south of
the manor and began a murderous shelling of the Prussians. The French division formed a L'Ordre Mixte
formation (French attack columns) and marched towards Vielseck. The Prussians attempted to halt the assault
columns by throwing their cavalry reserve at the advance:; however the French Corps cavalry along with the
infantry forming square brushed them aside. The Schilling Manor held off the Bavarian assault. but the town of
Vielseck fell to the advancing French.
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[Picture #19: French assaulting and captur

ing the village of ‘L'ietlu:]

The battle ended with the French in possession of Vielseck and Rottenburg, the allies holding Vihsen and the
Shilling Manor. With the French threatening their flank, the Prussians were forced to retire from the manor and
pull back to the west side of the river.

MAP #3:

Game Conclusion

Austro-Russian attack N Prussian defense

. Hohlirinz .

N
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Fielseck

/

/

Schellburg

T
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Although the French held the majority of the key terrain they also suffered the greatest losses. The Berg
division was defeated (75% casualties) and the French western division was badly beaten (50%). The
Bavarians had also suffered approximately 50% casualties. On the allied side the Prussians had been defeated
(75%), but the Russtans and Austrians retained most of their combat power.

=
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[Picture #20 & #11: the battlefield looking from the east and from the west]

The battle was declared a minor French victory (based on holding key terrain), but they had suffered
irreplaceable losses. The French Corps was forced to give up the field and retire, hoping to rebuild its strength
and gather reserves for the upcoming battles.

The game was played during NOVAG Game Day. 2 June 2007. at the Chantilly VA GamesParlor ona 5'x 10/
table. It started around 11am and wrapped up after 8 turns around 4pm. A total of six gamers and the GM
participated. All figures are 15mm Old Glory Napoleonies, painted by the GM Charlie Torok. The rules used
are a "home brew" designed and written by Rob Gravener and Charlie Torok.

For more 1nfo on this game and other 15mm Napoleonic games / scenarios used by the GM wnte to Charlie
Torok at: charles.torok@us.army.mil.
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ODDZIAL OSMY __ Our new releases in 1/600th scale
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From Marcin Kazmierczak <marcin2501@wp.pl>
1:600 Modern

SA-643 BRDM1 Snapper - version armed with AT missiles

SA-644 Mi-2 - light utility helicopter

SA-645 Su-17/22M4 - Soviet fighter-bomber with variable geometry wings

US-638 F-16A - mainstay of US and many NATO fighter forces

1:600 WWII

WWH-633 PzKpfw IVE - version with add-on armour 3=
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F PrezCon Feb. 20-24, 2008 Charlottesville, VA
@‘ WWW.prezcon.com
N

Come game with us at the Winter Nationals!

Some of the 80+ tournaments planned at Prezcon 2008
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Board Games up to 38% off Board, Role Playing,
Out of Print and New Games Collectible Card and

Roleplaying and CCG’s too! Collectible Miniatures Games
No Collection to big!

_ www.trollandto: om....._
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OOH-RAH AND WELCOME!

“Ooh-rah” is an all-purpose spirited expression —
used by Marines when greeting one another.
And we welcome you to this web site and to the
National Museum of the Marine Corps with that
same enthusiasm. The Museum opened on 10
November 2006, in time to celebrate 231 years
of United States Marine Corps history. We
invite you to follow in the footsteps of Marines:
from the yellow footprints that young recruits
must fill at boot camp to the boot prints left in
the sand of Pacific Island beaches during World
War I, in the snow of the Chosin Reservoir
during the Korean War, and on Hill 881 South
in Vietnam.

In addition to the central Leatherneck Gallery,
you will discover four permanent galleries and
two temporary exhibitions on the first deck. On photo by HBenjamin ¥risty
the mezzanine, check for traveling exhibitions

after you get up front and personal with the Harrier, Jenny, and Corsairs.

I am especially proud of the photo exhibit in the Global War on Terrorism gallery. Make sure you check it out when
you visit.

Museums are all about collecting objects and preserving them forever, and museums use those objects to tell stories.
But there is a story told at the National Museum of the Marine Corps that is even more important than the tales told by
the tanks, aircraft, landing craft, weapons, and uniforms you find here. It is the all-pervasive message that it takes
“every Marine” to accomplish mission.

Please use this web site to help plan your trip to the Museum and to learn more about the artifacts and exhibits you may
have seen during your recent visit. Come again many times, since we will be adding new features and more information
about the collections in the months to come.

We look forward to your comments about the Museum and about this web site. Don’t hesitate to call or write. Museums

are never “done!”
Lin Ezell

Museum Director
http://www.usmcmuseum.org/

Editors note: We are lucky to have such history in our area and I highly suggest everyone to make a day and visit this
great looking museum.
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istoricon 2007

by Chris Scott, photograpy by Richard Ellis

At Salute, Don Featherstone said, “This is
great, but you really should see Historicon!” So
the Miniature Wargames Team of Editor lain
Dickie, Photographer Richard Ellis, Financial
Advisor Phil Nickson, and Contributor Chris
Scott flew into Baltimore, hired a car and went
to Lancaster PA. to see if the world’'s best was
all it was cracked up to be.

The man is right! Historicon was an experience which we'd advise
everyone to sample. Salute has visitors from Europe but Historicon
attracts from all over the world — we met Miniature Wargames
readers from Australia, New Zealand, Spain, ltaly and Germany, and
the distances Americans drive are staggering; Lancaster is virtually
on the east coast yet there were gamers from Seattle and Los
Angeles! They may only get just over 3,000 compared to Salute’s
basic 5,000 but they have pulling power! We fully recommend
every British and European wargamer to cost flights and start
saving = it's well worth it.

Historicon is run by the Historical Miniature Gaming Society
(Eastern Chapter} and is managed by Convention Director, the
infamous Charles || of re-enactment and human dynamo, Bob

Giglio and a huge team of volunteer committee members and co-|
ordinators, all under the watchful eye of President Peter Panzeri.
Between them they provide every kind of wargaming service for
those vwho make the trip. Historicon is different. UK Conventions|
are primarily Trade Fairs but Histoncon has several aims, all are
important and Bob balances them to make a successful show. There
was historical information, including lectures from guests of
honour, such as lan Knight, and plenty of intellectual stimulation)
from directed event-based games. There was business for those
who supply figures, terrain, rules and all the growing ranges of
wargaming impedimenta, and the chance to introduce people to
the hobby, creating interest and new devotees. However, the
biggest concern was to provide every wvisiting gamer with|
opportunities to play games in the best possible atmosphere.
Historicon gives everyone a ‘gquality experience’.

US gamers stay at conventions for two or three days, so the
venue was a luxury hotel off a main highway - nobody got lost in a
city one-way system or searched for parking - it was plentiful and
free. The Lancaster Host Resort provided superb amenities including

Below: A view from the gallery of just part of the extensive
exhibitorsitraders arena. Professionally displayed and easy to|
see wares which seemed to fly off the stands.

[\
| (I ¥
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a golf course, riding stable, outdoor cinema and a swimming pool
which was open to gamers and their families. Attendees were
treated as ‘delegates’ and were encouraged to pick and mix
activities to create the type of weekend they wanted from a huge
catalogue of things to see and do. The main thrust of activities was
participation games created, built and run by hardworking
‘gamesmasters’. | think | visited two sports-hall, three school-hall
and one theatre-sized organised playing areas, which boasted over
700 games over the three days, plus additional large function
rooms full of bookable tables for setting up and playing personal
games as well as a tournament. US gamers commit to the whole
thing and buy info a social gathering of like-minded souls where
they meet old friends and new faces, play games, eat well, peruse
trade stands and drink and chat in a bar until the early hours - when
some start gaming again! We arrived at 10.00pm on Thursday and
the place was crowded with people playing. Ironically the first
person we saw was Dave Lanchester from the Lance & Longbow
Saciety, quickly followed by Martin Goddard of Peter Pig! Being run
in luxury hotels with well-negotiated room prices (really cheap if
several share a room) these stateside events are sociable, affable
and enjoyable, If British hotels would charge by the room and
reduce their profit margins I'm sure we'd all use them a lot more.
The large participation show games were excellent. They were
well researched and easy to comprehend. Duke Seifried’'s

Northwest Frontier Journal game exemplified this par excellence

Above: The Historicon Miniature Wargames Team: Richard Ellis,
Chris Scott, sartorial editor lain Dickie and Phil Nickson — all proudly
fiying the flag in the lobby of the Lancaster Host Resort Hotel.

[ ] [ 11 [ 11 1 O T Y S |
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Above left: An enthralling game and a real piece of eye-candy from
John Spiess of Trench Wars, assisted by Jim Stanton and Frank
Luberti. Beautifully painted colonials fought across carefully erafted
outcrops as a relief column tried to relieve a hard-pressed mountain
fortress garrisan during a ‘"NW Frontier Uprising”.

Above centre: The caterers couldn’t do enough to please, and
sliced beef to order just as thick as you wanted it. The tasty real-
beef burgers were guadruple the size of ours for a fraction of the
price. This was no captive-audience rip-off, just service above profit.
Above right: The irrepressible John Mitchell with his Littfe
Saturn/Stalingrad game. Aided by Micheal & Amy Bowker and
Tommy & Thomas Thomas (sic) they presented a great fun 54m
WWil encounter complete with T55D figures, Forces of Valor tanks)
and ready-snowed Christmas decoration tress. Nice shirt john!

and will be featured in a future edition of Miniature Wargames.
Somebody was always on hand to narrate the scenario and the
assistant umpires all took the trouble to explain what was going on
and what they were trying to do - the focus was on the spectator -
or rather participator, as host players sought opinions, shared
decision-making and frequently handed over command. The ‘new’
generals were entrusted with the whole experience not given ‘do-
this-and-you'll-have-him' advice but allowed to play for themselves;
and he, or she, was also trusted with beautifully painted figures to

Above: Marvin & Jennie Weever's American Revolution All Stars

rl

flexible and quick-play game featuring their new rules Today's Fox
and home-built scenery with TCS and woodland scenics. Also

involved were Asher Lurfe and Joseph Schmidt,
] [T [ ] N ¥ & & WIT W 107N
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move across quality terrain. This was true of almost every game |
watched. There were also a large number of role-playing wargames
in which gamesmasters set a variety of roles and military tasks that
visitors could take on. They gave game time limits so you knew just
what you were letting yourself in for and clear, simple rules to play
by, and, what was really nice, again it was the lovingly crafted
terrain and beautifully painted figures. Ex-pat Howard Whitehouse
staged an imaginative Colonial skirmish game which attracted a
large following and audience, especially as the players were
encouraged to enter into the spirit of the game with insults and
threats appropriate to native warriors or British officers - one player
told he was out of revolver bullets fast-bowled his piece at an
onrushing tribesman and knocked him senseless with a cry of
"Howzat!" The array of photographs taken by Richard Ellis should
convey the variety of scenarios and high standard of terrain and
figures on display. It was a figurefest!

We could learn a lot from the Americans. Not only did they
have a fully welcoming atmosphere, taking the time to meet and
greet all arrivals, but there was also something very pleasing about
their gratitude to those who set this hobby rolling. We were
honoured to be invited to attend not only the Celebration
Reception for the HMGS 25th Birthday but also the prestigious Jack

Above: Al Gaspar's 15m ‘First Manassas' — a fascinating ‘what if’
scenario to play test situations and historical probability.
Topographical studies produced scuipted foamboard decorated
with woodland scenics and scratch-built latex buildings, and the
range of figures included Ofd Glory, Essex and Battle Honours.
Al was helped to present players with tactical choices by Jamie
Prenatt, ff Kimme! and Dave Reiners.
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Scruby Dinner & Ceremony when Scott Bowden was presented with
the coveted Scruby Prize for his long years of service to wargaming;
more about those events in another article. In the halls we were
struck by the height of various terrain features and the imaginative
use of sculpted, sand-pasted and dry-brushed foamboard. The
‘height thing' is beginning in the UK and it dramatically enhances
the spectacie of a game - a thirty foot Wild West terrain impressively
featured craggy mountains, river-filled canyons and rolling deserts.
There was also dever off-setting of tables in unusual shapes to
create flexible playing zones and | was taken by removable castle,
tomb or hobbitville layers being shifted to side tables - a sort of
post-D&D idea? Although Historicon had a colonial theme this year,
there was a surpnsingly high proportion of WWIl games and
movies being a strong influence. There was plenty of Sci-Fi and
Battletechs, but | didn't see one ‘300" Spartan game. In fact when
| asked about the lack of Ancients | was pointed to an AW| game! |
however, did find a rather strange 'Bannockburn® and John
McBride's massive inter-Celtic tribal bash.

The Bring & Buy was interesting. It ran in timed sessions and
prospective sellers hired tables, displayed and sold their own stuff
{much like The Tabletop Sale in Bristol). You don't have your stuff
dumped at the back or rough handled when you present it, Prices

Above: John McBride's "Mount Baden' fighting to his own Pride
of Lions rules and using Romano-British line from Splintered
Light Miniatures and Usborne paper buildings. Fast flowing and

simple rules with dramatic resuflts for an entertainin
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ranged from excellent, painted & based GW foot figs at 56 {£3) to
£1.25 (75p) for reasonable paint-job Hinchcliffe cavalny. But they
were only starting prices and "arab trading’ (haggling) was both
expected and actively encouraged. Lead in the suitcase is a bit of an
airline no-no but even | couldn’t resist 5 Foundry unpainted Mutiny
riders and 8 horses for $4 (£2)! Then there were the New Design
Republican Romans at 50c (25p) each, plus several US-make 25c
{13p) oddments out of what they call the ‘melt-down box'. Despite
an active B&B, the traders in a hall about half the size of Salute 07
did roaring business, | know one went home with a profit of over
%15.000 and | witnessed one guy hand over a thick wad of
Benjamins! | think new friends Gary & Carolyn Webb of Castaway
Arts of Australia paid for their trip while old re-enactment friends
Jeff and Monica Hobbs who co-ordinated the Exhibitors Hall, both
seemed very happy at the end of the show, Phil Nickson bought
some of their ‘injury dice’ which are a must for skirmish players. But
what an array of goodies were on offer: with wide ranges of
figures, wehicles, ships, and aircraft of all periods and scales
imaginable; terrain features as well as buildings. bridges. walls,
books and pictures. Precsion Products’' 3D plastic veneer sheets for
foamcard buildings caught lain's eye, as did the ranges of other
merchandising, such as mugs and badges, brushes & paints, CDs,

DWDs, movie posters, and T shirts. It was wargamers’ heaven. Look
out for my review of The Miniature Building Authority for some|
specific details of one exceptional manufacturer.

Historicon also put British catering to shame. Although the beer
sucks, the hotel provided a reasonably priced restaurant and had
refreshment outlets throughout the complex. Some specialized in
pizza, others hot dogs, or plentiful chicken wraps or chilli burritos,
and there was roast beef carvery or prime steak burgers on the
terrace and suckling pig or roasted chicken in the lobby. Crispy
chips, corn-bread rolls and colourful salads and ranges of chutneys)
& dressings come free; so does iced water in every room. 5o many
outlets meant no gqueuing and freshly prepared meals. Quality
standards wwere exceptional and cleaners constantly patrolled
making sure eating spaces were clean and pleasant. Next time you
get offered rubbish for exorbitant prices and nowhere to sit, just
think before accepting it

Was it better than Salute? They're just too different to make any
meaningful judgment. We laved it, want to go back and would love
to see an even bigger British contingent out there too. Perhaps then
the best elements of our two very different styles could fuse to|
create something really spectacular! Mow, | wonder if | can get to)
Antwerp or Milan to see what they do there?

I received this article from Pete Panzi, ed FYI ALL; this attached MW Article. Glowing reviews
for HMGS East Historicon 2007 in a 4-page color spread. Plus another two articles later on the
Scruby/GM Awards and Duke Seifried’s Theme event at Historicon.

Issue 45 of Miniature Wargames magazine; Copyright 2007
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ODDZIAL OSMY 1:600 miniatures by Marcin Kazmlerczak

Here is a list:

1:600 Moderns

US-636 UH-60A Black Hawk (8 pieces) - current standard US transport helicopter

1:600 WWII

§ WBR-604 Mk VIB (15 pieces) - light recon tank armed with Vickers MG

WWH-632 Sdkfz 10/4 (15 pieces) - self-propelled flak, armed with 2cm cannon
WBR-607 A13 (15 pieces) - cruiser tank with Christie suspension

) (e Ylithuanian|lightiHorsejid10;
1Smm Medieval @ Litewska lekka jazda 1410
T

dziat

ML-03 Lithuanian light cavalry 1410 (15 pieces) - horse archers and light armoured troops

This month we are releasing (among others) two modern jets in
1:600th scale - F-16A and Su-17/22M4 Fitter.

Best wishes

Marcin Kazmierczak
marcin2501@wp.pl
"Oddzial Osmy"
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SIEGE OF AUGUSTA XVII
25-27 January 2008

at the Belair Conference Center
4083 South Belair Road, Augusta, Georgia 30909

? '!c

The action starts at 2PM on Friday, January 25", and runs through Sunday afternoon.

60+ Events and Games covering all of history and not-so-historical periods.
DBA & Warrior Events Warhammer Tourney & Events Over 25 Vendor
Tables LOTR Events Roleplaying  Board-, Card-, and Wargames Flames of War Events

Admission is $15 for HMGS members, $20 for non-members,

$5 for students under 22, and free for children under 12 and non-playing spectators.

for more information, visit our web page at
WWW. smgeofaugusta com
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Fr In 1923 The Macmilian Publishing Company set the Napoleonic enthusiast community alight when it .
produced the major two volume work, Mapaoleonic Uniforms by fohn R. Efting, featuring the superb
CASEMATE works of the famous llustrator Herbert Knéitel CASEMATE

Now, in an unprecedented transatlantic co-operation, Greenhill Books in London and Casemate in the
USA gre together bringing these books back into print, in a new enhanced edition, after some [4 years.

Col. John R. Elting’s Masterwork

NAPOI _:I-.i'T'?\' [C N _.-\!-‘i_""-*]__l ONIC
UNIE

ORMS UNIFORMS

VOLLLI M E

8% x 11 = 2 volumes » 988 pages in total » clothbound hardback e slipcased
918 large full color artworks ® $299.00 for the set e Publication: July 2007
Casemate ISBN 13: 978-1-932033-75-5 » CAS-033755
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NAPOLEONIC UNIFORMS

Two Volume Boxed Set

Coionel john R. Eiting - Artwork by Herbert Kniitel
Introduction and a new Index by Jack Gill

In 1993 The Macmillan Publishing Company set the Napoleenic enthusiast community
alight when it produced the major cwe volume weorlk, MNapsoleonic Uniferms by John R
Elting, featuring the superb works of the famous illustrator Herbere Knotel. Now, in an
unprecedented rransatlantic co-operation, Greenhill Books in Londen and Casernare
Publishing in the LSA are together bringing these books back into print after some |4

years.

This new edition, as before, will be sold as a two volume sec In addition, the new editon
will be presented in a slipcase.

Pagination and an index have been added, significantly enhancing its reference value

MNapeoleonic Uniforms is the only reference work of its kind to depict accurately the entire
Grande Armée in detail. It portrays the French armies as seen by their contempeoraries,
and combines authoritative texc with lavish illuscrarions, enabling the reader to experience
the spectacle first hand.

Mapeleonic Uniforms alse depicts the various types of soldiers within the varicus regi-
ments of the Grande Armée - officers, sergeants, celor-bearers, bandsmen, drummers and
trumpeters, privates and surgeons. In addition the voelumes contain material on lesser-
knewn formations such as the Army of Egypr (1798 - | 801}, the pre-Revolutionary French
Armiy, and Mapoleon's police and internal security organizations.

Mine hundred and eighteen eoriginal watercelors by Herberr Knétel, an intermaticnally
acclaimed authoricy on military uniforms. with a special mlent for depicting men and hors-
&5 in action, bring the nineteenth-century French seldier to life.

Together with the late Colonel John R. Elting's definitive captions, they preserve a signifi-
cant aspect of this farmous era for historians, researchers, teachers, students, model malke-
ers, "unifermaologists”, and the general reader interested in this historical period.

A review of the 1993 printing from Library joumal

This unigue work Nustrates French mitary costumes from the | 780s to (830 infantry, covalry, engineers, musiclans, coadets, avie-
tors {in a balloon corpsl), fending masters, Swiss Guards {and other forelgn wnls under French command), and many ather cate
gortes. Al ranks are shown, a5 are the distictve unforms of mony different regiments. Eling, o mitary Wstoran, supplles infomm-
@ive comments on each pate. The neary 2000 watercefors were palnted for itm by Knoted (d 1947 o German authoeiy on mik
tary costume whose father Richard (d 121 4) was in s time the world's leading expert in the feld The younper Enotels Handbudh
der Uniformbunde (Hamburg: Schulz, 1937; Tth ed.) ks 0 dossic but does not compare in beauty with the present work. . .. it s
Indlspensable o anyome serfously interested in the subject

Margarete Gross. Chicags Public Libraries.
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Colonel John R. Elting

John Robert Efftng was @ soldler
for thirtefive years (1 233-1948),
with a couple of dwillan inter
fudes as o high schoo! instrictor.
His first commission had been
from the Reserve Officer Tralning
Corps at Stanford University In
(932,

He combined this with summer
duty in Company H (machine-
guns), [&3rd Infantry Regment,
Montang Notlonal Guiard, and
then as an offlcer in the Civillan
Conservation Corps. [n [ 240 he
became an ROTC instructor af Oregon State Colfege. From then on he was
continually tn service untll [ 947 (7 1st Armared Field Artilery Battallon, the
Tactics Department of the Armored School ot Fort Enax, Combat Command
B of the Sth Armored Division in the Rhineland, Ardennes, Alsace, and
Central Eurobe campaigns, 24th Reld Artilery Battalion of the Philpbine
Scouts). In 1948 he was recalied, after @ short dvillan Interluade as a teacher,
and was assigned to the Armed Forces Information School and, from there,
to the Milltary Academy, West Paint

In 1954 john Eltng's turn for overseas didy came up and he was posted fo
the [-2 {inteligence) Division of the Far Eost Command, retuming toWest
Paint In 1957, There he began researching and wiriting A Mifitory History
and Atlas of the Napoleonic Wars, with Colonel Esposito acting as overalf
editor and advisor. Between | 945 and {968, Colonel Elting served as G-2
af the Washington Mifitary District, before retinng In | 968.

After hs retirement, he turned his attention to writing and research (in his
own modest words, he 'tried to be a histonian’). He was a milltary conswltant
1o Time-Life Books for the Warkd War ii, Ceal'War, and Third Relch senes. He
was aiso the quthor, co-guthor or editor of sixteen books, Incitding The
Battles of Saratoga, Amenican Army Uife A Dictionary of Soidler Tak, Swords
Around a Throne and the four volumes of Napofeomc Unifarms. He took
particular defight in the history of Mapaieon's Army  and the French emper-
or's campaigns  and in the study of the American Revolution, but was g con-
siderable authortty on all aspedts of milltary history. His knowledge was
deep, and he gave genercusly of i and for many he served g5 an inspira-
tion. After g short liess, he passed oway suddenty, seated at his desk in his
study, ot home, on Thursday 25 May, 2000,

Herbert Knétel

Herbert Entitel was the mid-twentieth century’s acknowledged master
palnter of miitary costume. Herbert Kndite! assisted his father, Richard, in
the preparation of the latters famows Grosse Uniformicunde, @ seres of
1,060 colored plates with aocompanying texts, covering the armies of most
of the civiized world flom the seventeenth century untll 1914

In 1914 he served as a squad leader and belng wounded dunng the
Tannenberg campalgn. Subsequently commissioned, he fought through Woeld
‘War | as a covalry officer on the eastem [Font, learning the true aspect of
fighting men of many nations. Ever afterwards he could give his palntings a
realistic edge of dust, sweat, mud, sun glare, and danger, and deplct horses
and horsemen with a skl few other miiftary artists possessed.

Through the years between the two world wars he corrfed forward and
expanded s father's work, vpdating and eniarging his 1896 Handbuch
der Uniformiunde, extending the Grosse Uniformicunde seres, prodic-
ing the weitknown Deutsche Uiniformen dgarette card books, ond toring
an impaortant part in the management of the Berlin Zeughous Museum.

Hiz reference Mbrary sunvived dnittsh and Amencan bombing raids on Bariin,
anfy to be destroyed by Russkan artilfery fire during the Bottle of Berlin.
Cramming his most valuable books into suitcases, he and his wife managed
o escape. Afterward, his publishing career shottered, he sfowly built up o
new coreer as an artist.

Kngtels work has certain noticeable charactensiics. A watercolorist mist
have a sure hand and work quickly. His paber must be kebt molst; he can-
not paint over any portion of his work without blarring its colors. Essental
detmls, such as buttons, must be added igter with aorplic palnt. Knitel's
method wias to make g pendl sketch of the figure he was about o paint
(traces of such preliminary outiines show on several of these plates) and
then paint over it. He had two disting styles—ane a carefil documentary
presentation, the other aimost impresslonistic ‘With both, however, there
practicaly always 1s evidence of s mastery: look at his figures—espedaiy
their faces—through o magnifiing glass.

Sofgiers of every nation toox shape under his selfed fingers. They were not
elegant fashion phaotes, drown merely to Mustrate some uniform reguiation of
years gone by, instead, they were g soldler's soldlers: infantrymen wiho knew
the dragging welght of heavy packs and empty bellies; fissy, offidous admin-
istrative offlcers; cavalrymen with eyes alert for the flrst Mlcker of hostlie
maovernent; gay, poudy, gallobing aides-de-camp.
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Order Form

Please complete this sheet and Fax it to Casemate at +1 (610) 853-2 146 or mail it to us ot the address below:
PLEASESEND ME _____ SET [ 5 of NAPOLEONIC LINIFORMS ON PUBLICATION
UISUAL DISCOUNTS WILL APPLY - IN OTHER WIORDS WERE NOT SHORT DISCOUNTING THIS BOCOK!

Shipping will be via ground UPS and will be billed to you.
Please specify at the bottom of this form if you require us to use your own (collect) shipper

four Mams Purchaze Crder #
Cormpary Mams
‘four Telephone Mumber four Fae Murmbsr

Shipping Address

Clry

Smte Zip
Billing Address

{Completa this ¥ the shipping address s different from your bill to address)
Clry
Smte Zip
If you do not have an acoount with us and wish to prepay with a credit card, please also complete the following:
{we will NOT charge your card untll the books ship out to you)

Credit Card Mumber Expiry Sacurly Code _

Mame on the Card

Yfour Sgrature

‘We eceept Vise, Mastercard, American Express and Discover. Shipmenie to US addresses will be made by Ground UPS

Alternate Shipping Instuctions

Wie DD MOT wish you to ship LIPS, please use the following shipper

Cwr account numbsr for this shipper Is

Casemate, [016Warrior Road, Drexel Hill, PA 9083, (610) B53-9131, f: (610) BEI-9146, & casemate(@casematepublishing.com
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SCENARIO DESIGN by Bob Macken2|e

From his webpage at http://homepage.ntlworld.com/bob_mackenzie/index.html

These are my thoughts on designing wargames scenarios; what makes for a fun game and what does not. Some of the comments
are more aimed at running a scenario rather than designing it. These notes were written with 20th century games in mind, though
most of the comments should be applicable to games in other periods.

Before starting on what makes a good scenario we should talk a little about what makes a good wargame, after all the whole point
of designing a scenario is to make a good game. In my opinion the following elements must be present in any fun wargame.
* Fast paced - mechanics must be streamlined

* Lots of movement
* Lots of shooting and destruction
« Historical realism

There is an obvious tension between the first three points and the last and a balance must be struck. Where the balance lays
depends very much on personal taste. However I maintain that realistic does not necessarily mean slow and boring. Imaginative
and elegant game mechanics should allow for a fast game that gives realistic results.

So the aim of a good scenario is to match the criterion of a good game. Let’s look at the thorny issue of historical accuracy first.
For a long while I was a big fan of non-historical scenarios. Non-historical scenarios have a great deal going for them:
* They will match the models you have available

* They require little or no research and are thus much quicker to set up
* The area fought over magically fits the size of your wargames table
* If you have a 1980°s DDR tank division it’s the only type of game you are going to get

Even when setting up non-historical scenarios I believe it is good to have some basis in historical fact, no Tigers in Poland 1939
for example; 1940 desert Brits are generally better quality than the opposing Italians. There are good reasons for this: players can
make reasonable assumptions about the game and plan accordingly. While surprises are sometimes fun, no one likes having the
rug pulled from under them all the time.

Currently I’m working on historical scenarios. Experience shows that players enjoy them more than the fictional scenarios. They
enjoy having a historical prototype to measure their achievements against, which feels a great deal better than artificial victory
conditions. Personally I enjoy the research: building historical scenarios is a pleasure.

I’d be flattering myself if I said that my historical scenarios were 100% accurate. Getting good information on unit strengths for
both sides is often impossible; indeed getting an accurate list of both sides’ forces often eludes me; so even my so called
“historical” scenarios have estimates and guesswork marring their accuracy. Unfortunately the accuracy will be further reduced as
others using your scenarios will not have the right kit and will make substitutions.

In short, historical scenarios are hard to do and not totally accurate when you’ve finished. They do give players great feeling of
satisfaction but are probably only worth doing if you enjoy the research.

Next up movement: this has a huge influence on scenario design. I would argue that in games with much manoeuvre there will
also be a great deal of shooting.

Frontal assaults are dull. The players have no choice but to move straight forward, and the defenders have little choice but to
stand there and shoot at the attackers. There is a great deal of shooting but as everyone is often in heavy cover there isn’t a great
deal of destruction. Who wants to play a game where most of the tactical decisions are already made for you and the game
degenerates in to a dice rolling session?
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Scenario Design by Bob Mackenzie

For similar reasons balanced “encounter” battles are often not particularly exciting. If the objective of the game is in the centre of
the table then the side moving first or the side with the fastest stuff grabs the central objective. From then on it becomes an attack
defence game with the problem that the force ratio is one to one so the attacker has no chance of evicting the defender, the game
is effectively won on turn two.

The other problem with “balanced” encounter games is that often no side has a significant advantage so they tend to bog down in
to a boring stalemate. This is one big reason to steer away from balanced “points” battles. Unbalanced forces generally make for
batter games. If you are interested in “fairness” tip the victory conditions in favour of the weaker side.

A good scenario gives each player many options where to move to and how to commit his forces. Not just the attacker, the
defender too must manoeuvre: mobile defence is the order of the day. Assaults can make for interesting games, but make the
defender’s line intermittent, leave gaps that the attacker can exploit.

Movement is promoted in scenarios where the enemy comes form multiple directions, or in which friendly and enemy forces are
intermingled. So, counter attacks on breakthroughs make for good games, as do relief attempts for cut-off troops.

Terrain makes a big difference to manoeuvre. If the terrain is very open and/or has one or two dominant features then manoeuvre
is restricted. Why manoeuvre when you can sit still and just shoot the enemy? Similarly too much of the same terrain is bad.
Cover the entire table in trees and all parts of the table are just like any other part. Where is the incentive to move to another
location? A jungle is just the same as a desert in the dark, in scenario terms. Terrain needs texture: lots of different terrain
separated by small areas of open ground. Most games don’t use enough terrain: as a rough rule of thumb: more terrain is good!
Not all terrain has a beneficial effect on the scenario. Marshes restrict movement as do big woods and big towns, remember
movement is good and thus terrain that restricts it should be approached with caution.

The main terrain offender is the river. Forces come to a crashing halt on the banks; the defender can generally concentrate too
much fire on the crossing places to allow the attacker across. Choke points do not allow for manoeuvre.
If the scenario does include a river consider the following to mitigate its game-bogging tendencies.

* Lots of different crossing points

* AVLB’s

» Downgrading it as an obstacle, allowing troops to cross unaided after a certain delay

* Give the attacking side a bridgehead over the river (in a historical scenario start the game after the bridgehead has been made)

Terrain makes the game more interesting as it forces players to manoeuvre their troops. Pick battles with many small patches of
different terrain that cover the entire battlefield.

While we are considering terrain lets look at topography. Many battles were fought on hilly terrain. Hills are a complete bugger to
model on the tabletop. For flexibility you need boxes and boxes of Geo-hex or Terrain Maker (and a great deal of cash). A
cheaper option is to put books or carpet tiles under a green cloth, if done right it looks as good as the more expensive options.
Unfortunately all systems break down when you need very hilly or mountainous terrain. The reason is that the vertical scale in
most games is 1:1, the horizontal scale may be 1:1000 or even greater. This will greatly exaggerate the steepness of slopes on the
tabletop. Model soldiers do not stand up well on steep slopes.

There are some “cheats” that can be used to mitigate these problems. Hills inside woods need not be modelled correctly, the
woods remove all line of sight advantages that the hills give and the hull down positions are mostly useless; so hills that are
covered in trees have little tactical effect. For historical battles careful reading of histories may point out which hills were
tactically significant and which were not; if you can get such information only the tactically significant hills need be modelled for
the wargame. Despite the cheats battles in very hilly regions are still difficult to do well.

Before we look at actually running scenarios, let’s look at the pace of the scenario. Playing speed is directly proportional to
enjoyment. Much of this is in the hands of the rules you have chosen to use, however scenario design can have an effect.

Special scenario specific rules can add significant flavour to a game and are well worth using. However too many special rules
and players will have trouble remembering them. If they do remember them, as they are new and unfamiliar, processing them will
take time. The same can be said for the less frequently used rules of the game. If
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it’s your first time using aircraft it’s probably not a good idea to introduce the rules for naval landings at the same time.

Much time can be saved at the start of the scenario if the scenario forces deployment of the players’ forces in certain locations.
It’s then just a question of getting the troops out of the box and plonking them down on the table. The more latitude there is with
deployment the more time players will stand and think about it. This is not necessarily a bad thing but in designing the scenario
you do need to leave extra time available for it.

Many scenarios specify hidden deployment for the defender, or double blind movement and both are fun to play once in a while.
However both have significant time overheads. Both require good maps. To get the game moving apace pre-drawn maps should
be provided. In order for the maps to be useful the tabletop terrain must closely match the map; unless you are very careful, or
have the facility to “test” the terrain layout before the game, this can be challenging.

Although some have said approach marches can be fun, especially where hidden deployment is used, I basically consider them a
waste of precious time. Combat is what the players are generally after, so forces should be deployed just out of line of sight of
each other: i.e. placed so that the first move by either side brings the forces in to line of sight and shooting can start. If you are
designing a historical scenario and you wish the game to follow an historical path than close deployment is a must. This means
that the deployed forces are much more likely to be fighting their historical counterparts than if “free” deployment is allowed.
Once the scenario is set up you should have all the ingredients for a successful game in place. To ensure an enjoyable gaming
experience there are several other things you can do the expedite play.

Players: generally everyone wants to be doing something all of the time. If they wanted to sit around doing nothing they could
have spent the evening slumped in front of the TV. The best playing to idle ratio is achieved with one player each side, in such a
case there is little chance of one player having to sit and watch for any great length of time. However in “assault” type games the
defender may have little scope for manoeuvre and thus little to do, which is why games that force a “mobile defence” are
generally more entertaining.

If you have more than one player a side the keeping everyone involved and entertained is trickier; the more players a side the
trickier it becomes.

Pick the rules carefully. Sets where only one units is moved at a time are terrible for games with more than one player a side
(TAC Skirmish and Crossfire come to mind). If you have 3 players a side then only one move in three is yours you spend 66% of
you time standing around. Games where “pips” are allocated by the general are not good either; it’s quite possible that the tactical
situation is such that the “general” won’t allocate any pips to one player, who has then missed a go. For similar reasons games
where you have to activate units are not necessarily suited to multi-player games. Someone has to have the rubbish troops and
they are likely to sit around and do nothing. The scenario designer has to ensure everyone has a mix of good (i.e. likely to
activate) troops and rubbish troops. This is not always possible, especially when running a historical battle.

Try to set up the scenario so everyone is involved straight away. It’s no fun playing the reserves and waiting around for half the
game. In scenarios where there are reserves don’t allocate a player to their control. Give all the players a front line command and
then allocate the reserves later; either to the player that controls the troops in the area the reserves are committed to or, better, to
the player that has least to do: probably the one that’s had all his forces shot up.

Scenarios where forces come on piecemeal are often interesting but they make bad multi-player games. It’s not much fun if your
unit is the last to enter the game.

One of the advantages of multi-player games is they allow the scenario designer to model some real world situations that are
otherwise quite tricky to simulate. Early in WW2 many nations’ tank infantry co-operation was truly awful. In a multi-player
game this is easy to simulate. Give the tanks to one player and the infantry to another: don’t let them talk. Historically accurate
confusion should result. Similar mechanisms can be used to simulate any situation where co-operation was lacking.

Lastly when deciding how to allocate forces to players try to pair things up. In many scenarios its fairly likely that one group of
forces will be facing one group of enemy forces: try to allocate all those forces to one player each. If you can divide the battle in
to “sectors” and have one player per sector, with minimum interaction between sectors, there is a greater chance of parallelism in
the game. What this means is that the sectors can play at their own pace as there is little or no interaction between sectors. This
should mean the game progresses faster as there should be less waiting around. Some scenarios don’t fit neatly in to sectors and
often players will want to attack places you didn’t expect and move out of the sector. It’s not a disaster the game flow will just be
a little less smooth.
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Once you’ve decided who is playing what a little preparation will help the game along. Having sheets with just the weapons data
on for that game really helps the speed of the game. Many games have voluminous data books and flicking through them looking
for stuff is a real chore and greatly slows the game. If you have divided the game in to sectors than make sure each sector has a
quick reference sheet with the game tables on and a copy of you data sheet. For speed of play it’s imperative that every player has
their own tape measure and dice, plus a little pile of what ever counters the game uses.

You have everyone playing and the game is going well; how long should it last? There are two approaches: time limits and turn
limits. Most games have a de-facto time limit. There is a time where everyone has to pack up and go home; the game must end. A
good scenario designer takes account of this and designs the scenario to finish in the time available. However getting the timing
right is challenging: it requires plenty of experience. If you are confident in your ability to predict timing then hard-wire it in to
the scenario e.g. “you must attain all you objectives by 10:30 or you loose”. This prevents the game ending in a draw if time runs
out and neither side has achieved their objectives. Draws are less than satisfactory, by putting a time limit on the game’s victory
conditions there is no possibility of a draw.

Time limits are better for fictional scenarios; they work less well for historical scenarios: after all Von Manstein didn’t care that
your club is chucked out of the church hall at 10:30. Turn limits are suitable for historical and fictional scenarios but must be used
with caution. Historical scenarios have built-in turn limits, at a certain time, usually nightfall, the battle ends; this could be said to
be true of fictional games too. Many scenario designers swear by turn limits; they force players to act aggressively if they want to
achieve their objectives in the allotted time. A time limit also generates a sense of urgency and thus increases excitement. |
personally find it very difficult to get turn limits right. To be exciting you have to pare the timings so the players only just have
the time they need. If you make the turn limit too short then victory will be impossible and nobody likes to try the impossible. If
you make the limit too long there is no sense of urgency.

Another reason to be wary of turn limits, and to a lesser extent time limits, is that they favour a certain type of play. Not all
players are capable of the fast aggressive play required. Some much prefer the methodical approach and don’t enjoy the out of
control rushed feeling that turn limits sometime generate. Aggressive, fast playing players can play as they wish whether there is
a turn limit or not. Methodical players require plenty of time in which to use there preferred tactics which means a more lax turn
limit, or removing it all together. The line between methodical players and dithering, indecisive airheads is difficult to draw;
some players need a kick up the backside to get them moving. You may need to modify the turn limits on a game to
accommodate the way your gaming buddies play.

A word of warning about turn limits: many rule sets have no idea what can be performed in a given amount of time. For most sets
if you run a historical scenario with the turn length suggested in the rule book you’ll find the game is over long before its
historical counterpart was. The best set for timings in Kampfgruppe Commander which at one turn an hour is spot on. FFT &
WPD are about right at 20 minutes a turn for movement, but there’s too much firing allowed in that time, about 45 minutes a turn
seems to “feel” right. Command Decision may be about right with the “infantry” time scale of one turn equals half an hour but as
lethality is similar to FFT I’d guess 45 minutes was nearer the mark. Other rules sets I’m not as familiar with so I can’t comment.
So after you’ve spent all this time setting up the game, had a great time playing but who won? Win or lose the objective is to keep
everyone involved, if everyone enjoyed the game then who won is in some sense irrelevant. However most players like to know
how they did so measuring who is the victor is important.

For historical games this is easier than fictional ones. In an historical scenario you can compare how you did to how you
historical brethren did. If you achieved a better result it’s a victory, if not it’s a loss. However even historical games need victory
conditions and objectives; they focus the players’ mind on how they are going to play the battle.

In general simple objectives are better than complex victory conditions, though too simple is often not a good idea. Complex
victory conditions require detailed analysis. Detailed analysis requires time and aptitude. If you have the time available then
allowing some time for planning is a good idea, but this is time not sent shifting lead and rolling dice. The proclivities of players
vary, some will enjoy planning and some would rather get stuck in straight away. Generally I find the planners quite enjoy getting
stuck in too so I tend to design scenarios with simple victory conditions as this keeps most of the people happy most of the time.
Enjoyment aside many people just don’t have the analytical skills, or just can’t be bothered, with the detailed planning.

If you have complex victory conditions and the players haven’t analysed them properly they may think they have done really well
until the end of the game when they find out they’ve lost, in such cases most players feel cheated and let down, which is not the
way to end a game on a high point.
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The classical victory condition is to hold some tactically important piece of terrain. However one piece of terrain is probably too
little. For example if you make a small town the objective all the opposing forces may well be sucked in to a tight battle around
the town. Both sides will bog down and the game will become a slogging match with no maneuver; which is the type of game we
are trying to avoid. It is generally better to have several widely spaced points as objectives; this requires that both sides make
difficult decisions about how and where they are going to concentrate their forces.

Using a single piece of terrain as the objective will work if the piece of terrain is big enough. The most common example is
capture the road. Once a road is captured it’s sheer length makes its difficult to defend in its entirety, leaving it vulnerable to
counter attacks if the defender can maneuver successfully; this should lead to a nice battle of movement. A long ridge line or
strung out Russian village would work equally as well.

Other common victory conditions are kill-them-all and get-the-troops-off. Most games have an element of kill-them-all; after all
if there are no enemy troops on the board you will capture the objectives. Kill-them-all isn’t the greatest victory condition. For
starters it isn’t historically realistic in most circumstances. Most table top games last much less than a (game time) day. Take a
look at historical battles, how many are there were an entire battalion is annihilated in a day: precious few. Most games rules
allow a higher kill ratio than was achieved historically so it is a possibility in game terms; the question is whether you feel
comfortable with the realism? In addition historical armies’ orders almost inevitably have geographical locations as objectives,
annihilate the enemy is not an order it’s a doctrine. The other problem will kill-them-all is it’s very unfocussed. If a game has a
capture the objective victory conditions, they focus the players’ planning. Kill-them-all has so many different approaches
available that many player’s don’t have any idea where to start, which leads to them having little idea what they are doing.
Players without a clue play badly and games with badly playing players are often less than entertaining.

Get-the-troops-off is a much more realistic and entertaining objective. The idea being that Side A must exit X tanks at point Y to
win, in effect it models a break-through or retreat battle. If done well it can produce a nail biting finish. One of its big advantages
is that it has a “countdown to victory” which can significantly increase the game’s tension. Unfortunately it’s hard to do well.
Balancing the number of units that have to exit is tricky, and certainly not for a designer that’s new to the game system. If you
make it too easy than the game may well end too quickly, leaving you stranded without a game after an hour. If it’s too hard: no
one enjoys attempting the impossible. Done well, get-the-troops-off is excellent, done poorly it can completely screw up the
scenario.

The last common objective is almost never seen on its own: limit-your-casualties. It’s normally seen in conjunction with other
objectives. It’s a perfectly realistic objective but, for similar reasons, it’s as hard to balance as get-the-troops-off. It also tends to
make players cautious, which is realistic but boring. Exciting games generally have aggressive play; don’t-get-shot does not
promote aggressive play.

Scenario design requires careful consideration of what players like to do. For the most part this is moving lead around the table
and rolling dice. Scenario design should be aimed at getting all the players to do that for as much of the time as possible. Sanding
around doing nothing is boring and your games should try to avoid this when ever possible; hopefully your players will thank you
for it.
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SheValon 16
Jebruary 22nd 23vd & 24th 2008

Science Fiction, Fantasy and Horror Convention
Events

Other Confirmed Guests

Art Guests I "
Joe Bellofatto, Rikk Jacohs,Gary LaSasso, - o~ — - ﬂ!l].'l‘l‘lE-' Ruum
Rebhacea Liptak, Cheryl Lynn, Kirk McLaren, N
R.Wayt Smith, Daniel Trout, Dealers Room

Writer Guests

Tom Amos, Apokillypse, Glen Bane,
Teary Bane, Rod Belcher, Elizaheth Hue, Deborah
Callaway, Steve Cross,
Paul Delianger, Greg Eateroff,
Rohert Fanne'y, Gina Farago T..J. Glenn,
Jack Hillman,Pamela Kinney, John Lawson,
;RonMalfi, Malik, Karen McCuollough,
Peter Prdlwitz, Kristen Tallman, Steve White, Allen
Wold

Art Show & Sale

Dizcnzsion Panels
. Drm Circle
[ Haspitality Suite
Masquerade
SCA Demonsirations

24 Hour Gaming

Fan Groups i
Garrison Tyranus S01st Legion Of E VldE-'D R.DD]‘I‘I.
Stormtroopers. WDI']:E hDPS
The Jedi Assembly,
R2DC Astromech builders chub. RPGA
Check our website for the latest updatesand news.
Location: LﬁRP
Holiday Inn Roanoke Tanglewood R.D C.k}' H OITOT
4468 Starkey Road
Roanoke, VA 24014 Star Wars Cantina
540-774-4400 =
Gaming
Be sure fo mention SheVaGon for Warhammer 40K
discounted room rates!
Mech Warmor
Hero Clicks
Horror Clicks

Nuclear war

SheVaCon 16 Pre-Registration Form Gaiie Dhantas
Buy memberships now onlinel www shevacon. org
Memberships: Adualts:  $3000until 2/1/07  $35.00 Atthe Door Ratiletech
Children: (8-12) $20.00
Name:
Address:

City, State & Zip:
E-mail Address:

(Please print this infommation cleatly so we may add you to our mailing list.
SheVaCon Memberships: Adult: Children:
Send Registration Info to: SheVaCon, PO Box 7622, , Roanoke VAL 24019-0622
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di®a®itribe m—a prolonged
dizcourse, by w.j.walion

“They're coming fo gef you, Barbara. "

You know, there are a couple hundred great
role-playing games out there. Jons of "em.
The problem is that many gamers consider
them “dead’” games — RPGs that have no
future support from the publisher

Personally. this concept has always
confused me — how can a game be “dead’ if
it’s sitting right there on a shelf just waiting
to be cracked open and breught to life? To
me, it’s sort of like calling Johnny Cash or Mozart dead music, or the works of Lovecraft or Poe dead
fiction.

I'd like to put this concept to bed for good — there are no dead games, as long as there are people willing to
play them. In fact, the odds are that there are people playing them right this very moment — and vou're
missing out on that fun! All you ve got to do is grab a shovel and start digging. I've even got some
suggestions for where you can start:

STAR WARS M6 — We've now seen the Srar Mars license go through three different roleplaying svstems,
and there are many devoied fans who believe that the first one. published by West End Games in the late
80s, is by far the best. It runs quick, has a vast amount of background material available for it (see the Star
iTars Adveniture Journall,and best of all. books can be found for very reasonable prices at used book stores
and in the budget bins at game shops. Even better — the d20 sourcebooks published by Wizards of the
Coast, with their extensive amounts of background information and Iush illustrations, can be used as
supplemental material with just a bit of conversion.

MARVEL SUPER HEROES — The classic superhero EPG, released by TSE in the mid-80s, Afarve!
Super Heroes was innovative i that it was the first EPG to use words instead of numbers to describe
character abilities. The core books and supplements included scores of canon Marvel heroes for vou to
play. Best of all, the RPG and many supplements and magazine articles are available for legal, free
download at www marvelrpg net!

STAER FRONTIERS — Ancother TSE classic that can be had for free (legally!) on the internet. Srar
Fronifers boasts a stmple EPG system. and a vibrant sci-fi world to plav in. You can find downloadable
copiles of the game rmiles and supplements at www . starfrontiers.org and www starfrontiers. com.

TEENAGE MUTANT NINJA TURTLES AND OTHER STRANGENESS — Published by Palladium,
the TMNT roleplaving game was great for much more than playing the reptilian herces — it included an
extensive system for creating mutated animals and giving them the skills to kick burts and take names. The
supplements for the game added lots of animal races (including dinesaurs!), and new locations to explore,
mcluding other dimensions and even time travel. (Be aware that Palladium has recently renamed this RPG
to After the Bomb, which was also a post-apocalyptic setting book for the original TMINT. If vou want the
newer version. look for the black cover.)

But don’t stop there. Look on your gaming shelves, or in some of those boxes you've stowed in the attic or
basement for EPGs yvou haven’t playved for a long time. Poke through the used game bins at vour favorite
gaming store or convention. Check the classic game reviews on www.rpg.net or www.therpgsite com for
something that sparks vour interest, then see if vou can dig it up on eBay.

Dst off & “dead’ game sometime soon, shoo away the silverfish, and give it another chance at life.
W0 Walton maintains The Escapist (www. theescapisi.com), a website devoied ro role-playving game

advocacy.
[ | Nl
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THE ESCAPIST Gaming Advocacy

na perfect world
wars are fought
with miniatures,
arguments are settled
with dice,

and life

is all of that stuff you do
when you’re not gaming.

The world is not perfect.
Play nice.

i i = T == T
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Peregrme Computer Consultants Corporation
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Friendly faces who can actually make sense out of computer hardware and software
integration; provide full desktop, network and server support; spike SPAM and Viruses;
design, host and maintain your website for the long-haul; or handle just about anything that
involves computers.

It has been said “we dream in code” . . . but we translate dreams into plain English . . .
and reality.

Our top salespeople are our clients
Web: http://www.pccc.com/ * email: pccc-dot-com@pccc.com * Telephone: 800.823.8402
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StOp Re-inventing th 2
Wargaming Wheel!

If you love to tinker with rules, scenarios, and
orders of battle, MagWeb.com's archive
contains 35 years' worth of ingenious ideas...
over 60,000 articles to fire your imagination!

The best part? It's all in electronic format!
« A search engine to find what you want.
« Copy and paste to your word processor.
« Download to your hard drive. i Yk

MagWeb.com

Join the 21st Century's greatest wargaming website: MagWeb.com bt
Join on-line at www.magweb.com!
Save Time! Save Grief! Learn about a whole history of rules: from simple to complex!

Editor: The historical newsletters of the Northern Virginia Gamers can be found on MagWeb. From

1991 to 2005 you can read about NOVAG and what we were doing all those years ago.
[ [] (1 18 i 1 O O T Bl B E N 8=
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SOCIABLE STRATEGY GAMES

If you want an address added to the bcc list, send an email from that address to
salvatore b@bls.spammfoyler.gov, saying 'add me' (but, of course remove the spam
foiler). Around the start of every month, an email is sent to those bce addresses, listing all
the regularly scheduled gaming sessions in that area that the writer knows about, plus special
events in the surrounding regions. To add to that monthly mailing a notification about a ses-

TR
A gamer in our area maintains a list of email addresses that reach over 500 people who play
'sociable strategy' games (also called 'German-style', or 'Euro-', or 'designer', or 'modern'
boardgames) in the Baltimore-DC-Northern Virginia metropolitan area and the surrounding
regions. To minimize spamming, the list is used only in bee, and only to announce upcom-
ing gaming get-togethers (definite, or being planned).

[ S I

sion or event, write to the same address.

The writer also provides a service for semi-private groups: forwarding inquiries to a host or

Listi

ing
IEEEE N NN ey

co-coordinator who does not want a contact email address published.

For a one-time sample copy of the free monthly push, write to the same address." If you
want to take the time, you could also add your comments about the push.

In solidarity,

bill s.

LARRY LEADHEAD

LARRY LEADHEAD

[] [0 [ ] L = T

YOUFRE GIVING LS m

& WE PLAY WITH
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20MM PLASTICS

GAMERS 3
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by Doug Hamm & Eric Hotz
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9 OCT 2007

OF COURSE, GUINNESS IS
BEST ENJOVYED WITH A
THICK STEAK AND
{ ALATE NIGHT
ZBMM GAM
BMM GAME

DandE&larryleadhend.org

by Bill S.

Egpwighf@ 2007 Dande/Redistribution in whole or in part prohibited, By Doug Hamm & Eric Hotz
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DRAGON TRIVIA QUIZ Answers from Issue 58
| [ ] [
By Jay Mischo

Our last issue of The Gamers Closet had a few questions posted by Jay for those of you who
were role-playing back in the days of late 70’s and early 80’s using TSR’s Dungeons and Drag-
ons. If you have not read the quiz stop right here and go back to issue 58 and try to answer the
questions in the quiz. It was our way to say “goodbye” to the Dragon Magazine and its long his-
tory with the hobby

Dragon Trivia Quiz Answers
1)  The answer is “C”. Vol.I #6 was printed on the covers of both the November and December issues of 1978. The
latter of course should have been Vol.I #7.

2)  The answer is “D” all of the above. GenCon I-IX was held in Lake Geneva . The Wrigley family (Wrigley chew-
ing gum and Wrigley stadium) had a beautiful get-away home there and Playboy also had a club here. IfI recall cor-
rectly it was the only one in the state conveniently located a one hour drive from Milwaukee and just two hours from
Chicago .

3)  The correct answer is “C”. Der Kriegspielers (aka Custom Cast), Heritage and Miniature Figurines all advertised
in the first three issues of The Dragon with the other companies starting their ads in the December 1976 issue.

4)  The correct answer is “B”. The convention was held at the Playboy Club in Lake Geneva that year. Although the
drinking age was still 18 at the time, I was only 17 when the convention was held. I collected lots of dice in my gaping
jaw that con ... there was something to be said for those Bunny costumes. Talk about bug eyed and Nirvana!

5)  The correct answer is “A”. A dragon appeared on the following covers:
Vol.I#1 Vol.2 #1 Vol .Il #6 Vol .II #5 Vol .III#6

Vol.IIT #9 (Warriors tunic) and #39 The Dragon stopped using Volume numbers after its third year of publication.

6)  The correct answer is “B”. Timothy Kask was the first editor. To my knowledge Gary Gygax never served as the
editor and Dave Perren (who co-created D&D but was cut-out by Gygax) was a coauthor of the “Chainmail” rules with
Gygax was also never an editor. Fritz Lieber was a game designer and gaming celeb of the era.

7)  The correct answer is “B”. For its first year the magazine was only published every other month. It became a
monthly in 1978.

8)  The correct answer is “A”. Tom Wham’s cartoon featured the Snits who were immediately followed by the games
“Snit Smashing” (issue #10) and “Snit’s Revenge” (issue #11). Tramp authored “Wormy” and J.D. authored “Fineous
Fingers” both of which ran in the magazine for many years. “Dirt” by Jake was only seen in the first years’ issues.

9)  The correct answer is “D”. California had 59 game masters that registered with TSR/The Dragon and New York
was second with 49. Wisconsin listed only nine including two friends of mine and Illinois was third with 39.

10) The correct answer is “A”. “Little Wars” was assimilated into “The Dragon” in issue number 22. I thought this was
a great idea as it doubled the size of the magazine and I didn’t have to pay for two magazines. But a friend accurately
predicted that it would be the end of TSR covering historical miniatures. He was right and any articles on miniatures
soon disappeared from “The Dragon”. The “Strategic Review” was the forerunner to “The Dragon” and introduced the
character class of the Bard. “Wargamers Digest” was a long running publication out of Madison , Wisconsin that was
dedicated to miniatures (historical and fantasy) but had no affiliation with TSR.

Bonus Question: The correct answer is “True”. TSR offered a “lifetime” subscription for $60. Since it was a new magazine and
as [ was making state minimum wage at the time, it was beyond my reach. As soon as they realized that they were losing money
on the number subscribers who had taken them up on the deal, TSR bought themselves out of the arrangement much to the cha-

grin of the subscribers. E
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WARGAMING HOLIDAYS Where ‘B&B’ means “Breakfast & Battles'”

by Hadlelgh Wilks

There are many reasons why someone who plays wargames might be interested in visiting France for a
vacation. They might want to visit some of the battlefields and memorials of World War Two in
Normandy. They might want to visit Paris to see some of the Napoleonic relics and memorials. Or they
might want to visit places such as Picardy, Artois or Flanders in the North-east, to see where soldiers were
entrenched and took part in the battles of World War One.

But now there is a new facility which might attract wargame players from all over the world to visit
France. Based in the Dordogne, which is part of the Aquitaine region in the South-west, is a family running
Bed and Breakfast and Holiday Cottages (in French ‘Chambre d’Hotes’ and ‘Gites’) — not that unusual, there
are many people doing that. What makes this particular guest-house unique is that it has a custom facility — a
gaming room, filled with gaming tables and scenic terrain pieces, for use by people who play wargames with
miniatures. There are many different tables, representing all kinds of battle-zones (forest, desert, urban), for
the vast array of backgrounds, settings and scales that wargames are played in: historical re-enactments,
fantasy, sci-fi; 6mm, 15mm, 28mm and bigger!

Before I talk about why anyone might want to come to this region of France to play wargames, I’ll explain a
little about the people who run this facility. They are the Drake family — Helen, Keith, their Daughter Lisa,
and her fiancé — myself, Hadleigh Wilks. We have been planning to move to France to run a Bed &
Breakfast, Holiday Cottages and Caravan & Campsite since 2005. The idea to add Wargaming facilities in to
the mix, ironically, did not come from myself — a long time player of several wargames, and former
Wargaming-club organiser. The idea was suggested by my fiancée, Lisa, after I returned from a Wargaming
Tournament early in 2006. Her idea was this: if Wargamers are willing to travel from one end to the country
— or even from another country — to another, to stay in a B&B, and attend a tournament/event, then perhaps
they could be tempted to visit our B&B in Dordogne, France and make a bit of a holiday of it..?

Being an avid wargame player myself, this idea totally grabbed me — not least of all because it would give me
the opportunity to make every single terrain piece I’d ever thought about making! It also seemed a more
appealing idea than my job at the time, working
as an administrator... So most of 2006 was
spent preparing for a move to France, for
running a B&B; and for myself, spending
almost every free moment scanning eBay for
bargain terrain making materials!

« After a few false starts, the move to France
finally went ahead in April, 2007; and following
#+7 several months of decorating and painting
@8 (tcrrain & walls!) we are finally able to
accommodate not just your typical tourist, but
hobbyists looking to

Left - ‘La Grande Maison’, our Bed &
Breakfast guest house — the Wargaming
Room is at the back!
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WARGAMING HOLIDAYS Where B&B means “Breakfast& Battles"’

Contmued...

enjoy their favourite pastime as well as a relaxing break in the picturesque, historical Aquitaine region of
France.

So why would a wargamer want to travel to a small rural village in South-west France to enjoy their hobby,
why not pop to their local gaming club night or round at their buddy’s? Firstly, someone could enjoy a
holiday taking many of the historical sites, beautiful countryside, enjoying a bit of French cuisine — and have
the opportunity to get a few games at their leisure. Plus, with a swimming pool available to our guests, and
many tourist centres such as Rouffiac Lake (with water sports, climbing and paintballing) nearby, you can
bring the family and feel secure in the knowledge they’re not getting bored while you’re playing wargames!

If you’re the sort of wargamer who mixes their hobby with an interest in military history, there is much to see
in this part of France. For example, in the neighbouring Limousin Region (the border of which we are only a
10 minute drive from) there is the Richard the Lion Heart Route: villages and Chateaux that this (in)famous
King fought through to put down rebelling nobles in the 12th Century, such as Pompadour (pictured) — a
short 30 minute drive from where we’re based. If World War Two interests you, this region of France was
apparently the hot-bed of the Resistance when France was under German occupation. There were a number
of significant battles between the Resistance forces and the German army in the area, such as at nearby
Exideuil (30 minutes from us — it also has an impressive Chateaux!), and at Mont Gargan in the Limousin
(about 90 minutes drive from us). In fact, this background is a vital asset of the history of our house: guests
will be shown the place where former owners, collaborating with the Resistance, hid a British Air-serviceman
in the attic of the house, whilst they were arranging his escape to Britain through Spain. All of our guests are
able to see this spot for themselves!

The second, and probably most important factor that would make a wargame player visit us is our custom
Gaming Room. It can fit as many as 24 players; if a group of friends or gaming club wanted a weekend break
(or longer!) playing wargames and enjoying a glass of wine or two (or beer if your prefer!), then this is the
ideal venue. We offer a discount for group bookings in our B&B, so the more friends you bring, the cheaper
it will be for you all!l All of our terrain is custom made — we’ve done our utmost to ensure we can
accommodate any wargamer, no matter what game they play (be it historical, fantasy or sci-fi) or scale it is
(6mm all the way up to 54mm) — as you can see from the pictures. If we don’t have a specific piece now, if
our guests give us sufficient warning we can make it. For example, if a group of half-a-dozen gamers wanted
to stay for a weekend to play a Warhammer campaign set in Lustria, or maybe a Flames of War campaign set
in mid-war Italy, or a tournament for Babylon 5:A Call to Arms, we would make terrain pieces (and where
appropriate, gaming boards) to fit the desired setting. At the moment a lot of our pieces are Fantasy or sci-fi
‘flavoured’; back in the UK (where we hail from originally) the most popular

Our guest rooms should be more than comfortable after a day playing wargames or
explenng the local area.
| [ ]
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WARGAMING HOLIDAYS - Where ‘B&B’ means “Breakfast & Battles!”
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Continued...

games are Warhammer Fantasy Battle and Warhammer 40,000, and in France Confrontation (another game
with a fantasy setting) So these felt like a good place to start — although I have tried to keep most of the
pieces as generic as possible: for example, scenic pieces representing Jungle foliage would suit a Vietnam
War set game just as well as a sci-fi battle taking place on a Jungle-covered planet! I am always adding new
terrain pieces, and welcome suggestions for ideas of new pieces we can add to our facilities.

Finally, we aim to offer our guests comfortable rooms at a reasonable price. We’ve done our best to make
them as comfortable as possible: many Wargamers who’ve travelled miles, staying over night to attend a
tournament will tell you stories of cramped, dingy guest houses, musty old hostels, and many a bad night’s
sleep! Well, we think our accommodation will beat most of these places hands down; so far all of our guests
have found they’ve been comfortable and been able to get a good night’s sleep! Our hospitality also extends
to Breakfast (and other meals for a fee), and for anyone who hires our gaming room to host their own event
we will also provide a buffet
meal and complimentary
refreshments!

So if you ever wanted to visit
France, and would like to mix
your favourite hobby with
some of the usual ‘touristy’
type of activities, then keep
‘Wargaming Holidays’ in mind
for your Vacation! If you have
any questions or require any
further information, then please
visit our website:
www.wargamingholidays.com.

We've made sure our most basic terrain will suit almost any game or genre, whetherit's in
10mm scale or 54mm scalel
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ABOUT THE GAMERS CLOSET by DaV|d Luff

[l 1]
Welcome to our new gaming magazine for the Northern Virginia Gamers (NOVAG) Because of the new digital format we w111 be
publishing our newsletter, or should I say, magazine, in color with no more printing costs, folding, handling, and postage. A major
cost savings which we pass on to you with free membership. Be proud of what you, as a member of NOVAG and as members of
the gaming community, can do for the hobby and let the world read about it.

This new format we will be needing your help in the way of articles, reviews, news, and photos to fill the pages for this magazine to
work. One important aspect of our hobby is its visual medium from the colorful miniatures and gaming terrain. That is why I am
asking that all articles and reviews include color photos or graphs just like the “professional” magazines “Miniature Wargames” and
“Historical Miniature Gaming”, photos are used to show off their articles. If you cannot take a photo for your article just see if a
related image can be found on the web (include the URL in your article). For ideas, here is a list of articles (but not restricted to)
that we will need in future issues:

® Battle Reports

® Painting Tips & Terrain Making

® Product Reviews (miniatures, cardgames, and boardgames)

® Rules Reviews

® Movie Reviews

® Convention Reports

e Military Report or Reviews (going to a Battlefield or Museum? Visiting a special place?)

® Special Events
We are looking for writers who want their own section in the magazine which to cover their own interests in the hobby for general
subjects like:

® Cardgames
® Boardgames
® Role playing games
® Miniatures games
® Historical
® Fantasy

® Science fiction
Or specialize and write about your favorite game system or rules like (but not restricted to):

® Flames of War

® Advance Dungeons & Dragons
® Magic: The Gathering
e Settlers of Catan

Newsletter within a Newsletter: Do you belong to a gaming club with or without a newsletter? Do we have an offer for you!
Either start your newsletter right here or post your current issue within the pages of “The Gamers Closet”. We will give your club
its own section where you can design their own cover and a section to fill with articles from the clubs members. No cost for this
offer and best of all everyone gets to read about your clubs upcoming events and activities. Let everyone know what your club is
doing and where they meet.

Retail Stores, Manufactures, and Conventions: Submit your information to us and yes, this is a free service to our readers. Tell
your in-store clubs about our magazine and we will give them their own section (see Newsletter within a Newsletter). How about
an article about your store? No cost but we do ask for a link on your web page to our web page at www.novag.org.

We must stress one more time please try to include color pictures or graphs with your articles. Every week table top battles are
fought on gaming tables in places like retail stores (ie, Game Parlor (Chantilly, VA.), in game rooms, and basements, and not one
camera will be found to record the action. So when you pack for your next game knock the dust off that camera and pack it with
the terrain. Now when you break that British square with your French cavalry you can record it for your next article to your maga-
zine.

On the technical side we are using MS/Publishing for the magazine and PDF downloadable from our webpage and message board.
The main body is 10 font using Times-New Roman at 8.5” x 11”. Use MS/Word if possible and keep images separate but labeled.
Editor will try to use all images but cannot guarantee because of formatting. Contact the editor is you have any questions.
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