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PRESIDENTS COLUMN

by Tim Tilson

From the Club President

President’s Message
I hope everyone had a great time at Fall In. It certainly seemed to be well attended. HMGS is looking for games for Cold Wars. The submissions are due
December 14th. Check here for more info: http://www.coldwars.org/
gm_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. I 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.

Club Directors and Officers
Tim Tilson (President) (Editor; Gamers Closet) (hmslydia @ msn.com)
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 David Luff

From the Editor

It is I, your humble editor and I welcome you to another issue of The Gamers Closet. I 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
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.
Picture

From TRIADCON 2007

from

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.

NOVAG logo by Nicki of Red Zone Games
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NOVAG WINTER GAME DAY
Historical Miniatures Gaming

26
January
2008
10AM – 10PM
Location:
The Game ParlorWoodbridge
14440 Smoketown
Road
Woodbridge, VA
22192
(703) 551-4200)
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
I received this request from our club president “Tim Tilson” 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, I
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. I 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 I think its worth it.
It is a beautiful place. I 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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NOVEMBER / 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
???
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 5th 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, jmcwee1 @ cablespeed.com . Website: http://www.geocities.com/aocmwc/. Meetings are held in Glen Burnie.
Colonial Boys Club. POC Bob Giglio, 5732 Goldfinch Ct, Ellicott City, MD 21043, phone (410) 465-7688, ECWCaptain @
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

Convention Report

By Mister Nizz (http://mrnizz.blogspot.com/)
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TRIADCON 2007 in PICTURES and WORDS

Convention Report

Continued...
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TRIADCON 2007 in PICTURES and WORDS

Convention Report
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VIKINGS IN SPAIN

BATTLE REPORT

by Robert J. DiStasio, Jr.

Issue 59 of The Gamers Closet

17

VIKINGS IN SPAIN

by Robert J. DiStasio, Jr.
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LOCAL GAMING STORES

Check their webpage for gaming schedule

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 I 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

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

Complete list of events at

http://www.gameparlor.com/

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

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

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

http://www.comic-world.com/servlet/StoreFront
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LOCAL GAMING STORES

check their webpage for gaming schedule

WATERLOO MINIS
Miniatures & Terrain
Waterloo Minis
Henry Clay Shopping Center
401-B England, St., Ashland, VA 23005

Complete list of store events at

http://www.waterloo-minis.com
Waterloo Miniatures and Terrain, Waterloo
Minis for short, located in the Richmond,
VA metro area, caters to the miniatures
wargaming enthusiast. We have the largest
selection of Battlefront Miniatures and
Warmachine/Hordes products in central
Virginia.

FOUR COLOR
FANTASIES
Comics & Games

EAGLE & EMPIRE
“Serving DC area wargamers since 1987”
6468 Landsdowne Center, Alexandria VA 22315

Comics, games, miniatures, and
much more ….
Mon & Tues Noon - 7:00 pm
Wed
1:30 pm - 7:00 pm
Fri
Noon - 8:00 pm
Sat
10:00 am - 5:00 pm
Call or email us at
mikefcf@visuallink.com
for directions

80 Weems Lane
Winchester, VA 22601

540-662-7377

703-550-6124

Complete list of store events at

http://eagleandempire.com/

Anime Pavilion
115 Hillwood Ave # 10
Falls Church, VA 22046

Where’s your store?

Phone (703)534-1544 Fax (703)534-1527
Anime, Manga, Comics, Toys, Trading Cards (Yu-GiOh, Pokemon, Magic, Sports Cards), Music, Collectibles, Posters, Wall Scrolls and More!
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LOCAL GAMING STORES

check their webpage for gaming schedule

http://www.markchurms.com/

Where’s your store?
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LOCAL GAMING STORE NEWS

Renaissance 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
some of the very best hobby game stores on the continent”. As a “Gold Tier” Premier store, Renaissance Games joined nearly 100
other hobby stores across the US in hosting this event.
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 10th Edition boosters,
utilizing Red/Blue/Black:
6 Island
5 Mountain
6 Swamp
Razormane Masticore (Artifact)
Aven Fisher (Blue)
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)

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.
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LOCAL GAMING STORE
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GZG ECC XI
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ODDZIAL OSMY

Our new releases in 1/600th scale

From Marcin Kaźmierczak <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

WBR-608 Infantry - British Tommies, standing and prone figures

WBR-609 HMGs and mortars - Vickers MGs and 3in mortars
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US MARINE CORPS MUSEUM
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 II, 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
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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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 Kazmierczak

Here is a list:

1:600 Moderns
US-636 UH-60A Black Hawk (8 pieces) - current standard US transport helicopter

US-637 CH-47 Chinook (6 pieces) - heavy, two-rotor transport helicopter

1:600 WWII

WBR-603 Fairey Battle (8 pieces) - standard British light bomber in late 30s

WBR-605 A9 (15 pieces) - first cruiser tank, equipped with two small MG turrets

WBR-606 A10 (15 pieces) - upgraded version of A9, with MG turrets removed

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

15mm Medieval
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

Historical Miniatures
and Wargames

Role Playing, Card Games,
And Boardgames

Science Fiction and
Fantasy gaming

Vendors and Tournaments

The action starts at 2PM on Friday, January 25th, and runs through Sunday afternoon.
60+ Events and Games covering all of history and not-so-historical periods.
DBA & Warrior Events
LOTR Events

Tables

Roleplaying

Warhammer Tourney & Events
Board-, Card-, and Wargames

Over 25 Vendor
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.siegeofaugusta.com
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SCENARIO DESIGN

by Bob Mackenzie

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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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. I
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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Peregrine Computer Consultants Corporation
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

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.
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SOCIABLE STRATEGY GAMES

Listing

by Bill S.

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 bcc, and only to announce upcoming gaming get-togethers (definite, or being planned).
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 bcc 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 session or event, write to the same address.
The writer also provides a service for semi-private groups: forwarding inquiries to a host or
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
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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 Dragons. 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 history 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 chewing gum and Wrigley stadium) had a beautiful get-away home there and Playboy also had a club here. If I recall correctly 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.II #6
Vol.II #5
Vol.III#6
Vol.III #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 I 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 chagrin of the subscribers.
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WARGAMING HOLIDAYS - Where ‘B&B’ means “Breakfast & Battles!”
by Hadleigh 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’Hôtes’ and ‘Gîtes’) – 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
several months of decorating and painting
(terrain & 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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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! 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
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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.
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by David Luff

Welcome to our new gaming magazine for the Northern Virginia Gamers (NOVAG). Because of the new digital format we will 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
• 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
• 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 magazine.
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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