Fall-In 2011
Preliminary Events List


F-360 - Fuentes De Onoro 
Fri. 9:00:00 AM, 4 hrs, 8 players
GM: Thomas Harris and Band of Gamers
Sponsor: TOB, Prize: TBA
Napoleonic 14mm, Rules: Volley and Bayonet Road to Glory
It’s the summer of 1944 and the breakout from the Gustav Line and the Anzio beachhead has allowed the Allies to leap up the Italian peninsula.   Up until recently the Germans have pretty much been running, but now it appears that they are deploying rear guards to slow up the Allied advance.   Today's Allied objective is a peaceful Italian valley noted since Roman times for its fine wines.   20mm Command Decision.  4-8 players. 12x6 table.
F-257 - 3rd RTR defense of Calais- the Battle of Guines 
Fri. 9:00:00 AM, 4 hrs, 8 players
GM: Adam Wine and NOWS
WWII 15mm, Rules: Brazen Cariots
Shortly after dawn on May 23rd,1940 reconnaissance elements of the 6 Panzer Divisionare probing the area around Guines at the same time a recon force of British Light tanks was ordered to escort a liason officer back to General Headquarters in Boulogne. In the drizzling rain northeast of Guines they clashed along the river Roule de  Calais. Take command of British or German troops as they slung it out in a WW2 game featuring exceptionally painted 15mm tanks & the serene farmland of northern France.
no players under 12
F-157 - Battlestar Glactica - Friend or Foe? 
Fri. 9:00:00 AM, 5 hrs, 5 players
GM: Tim Waybright
SciFi 15mm, Rules: Battlestar Galactica Home Rules
A Colonial Raptor on a scouting missions picks up strange communication signals that are not Cylon.  At the same time, a Cylon Heavy Raider intercepts the strange signals.  The Galactica has left the fleet to check out the Raptors report, while a Base Star is dispatched to investigate.  Who are these strangers, where are they from, and, more importantly, will you be considered their frind or foe?
Kids welcome with Adult supervision.
F-309 - Seek and Destroy 
Fri. 9:00:00 AM, 4 hrs, 4 players
GM: Ed Bates
SciFi 1:600, Rules: Modified Colonial Battlefleet
After a long and hard fight around the planet Tauron, both the Colonials and Cylons are trying to recover damaged ships and stranded crews. Both sides are low on reserves and the recovery of these assets are important to continuing your war effort.
F-233 - Check Your 6 - Dutch Buffaloes Enter the War 
Fri. 10:00:00 AM, 2 hrs, 6 players
GM: Brian DeWitt
WWII 1:285th, Rules: Check Your 6!
The Dutch Buffaloes stationed in Singapore respond to a Japanese air raid in January 1942 in thier first engagement.  The Japanese launched a second attack the same day and this time the Dutch came out ahead.
F-267 - Airborne Counterattack June 1941 
Fri. 10:00:00 AM, 5 hrs, 6 players
GM: Michael Sincavage with Peter Landry
, Prize: NCWWII 15mm, Rules: Battlefront
As the Germans move forward across the Berezina on June 29, 1941, the Soviet 8th Brigade of the 4th Airborne Corps is sent forward to destroy the bridgehead.  As the Germans work feverishly to complete a pontoon bridge across the Berezina, elements of the 8th Brigade along with brigade assets attack.  The Germans have their hands full as the Airborne troops are not the usual barely trained masses.
Familiarity with Battlefront rules is helpful but not required as the rules will be explained.  Please no children under 15 years of age.
F-326 - Verkopenye Woods 
Fri. 10:00:00 AM, 4 hrs, 5 players
GM: Steve DeLucas with Michael Delucas and Reading Area Wargamers
Sponsor: RAW
WWII 15mm, Rules: Arc of Fire
13 July, 1943 at Verkopenye Woods near Hill 247 Elements of the Panzerjaeger Battalion, Gross Deutschland Div. face a Soviet counterattack from 86th Tank Brig. From Skirmish Campaign's Gross Deutschland at Kursk
F-328 - Malta - After the Kites 
Fri. 10:00:00 AM, 4 hrs, 10 players
GM: Keith Eshelman and Reading Area Wargamers
Sponsor: RAW
WWII 1:300th, Rules: CY6-WW2
Malta - January 16, 1941:  The HMS Illustrious has been ferrying planes to reinforce the Mediterranean air bases and the Luftwaffe has grown tired of her interference in their plans.  They decide to send waves of bombers to finish her shuttle duties once and for all.  Come fly with the determined RAF defenders or the aggressive Axis attackers as the issue is decided.  This playtest scenario was designed by Phil D'Amato for his planned Malta campaign book (and was kindly provided by same).
F-214 - Totensontag: Operation Crusader 1941 
Fri. 10:00:00 AM, 4 hrs, 12 players
GM: John Drye and Band of Gamers
Sponsor: TOB
WWII 1:285th, Rules: Modified Command Decision
During Operation Crusader in November 1941 the 8th Army attempted to relieve Tobruk. On the 20th of November, all three brigades of the Desert Rats from 7th Armoured Division were in action against elements of three Axis Divisions; 21st Panzer, 90th Light and Ariete. This game recreates this action using modified Command Decision rules and 1/285 scale Micro Armor © , allowing multiple divisions a side.
F-107 - ACAVS TO THE RESCUE, Vietnam 1968 - Theme Game
Fri. 10:00:00 AM, 4 hrs, 7 players
GM: Tom Bookwalter
Sponsor: BATTLE BARN
Modern 20mm, Rules: FNG from Two Hour Wargames
A squad of South Vietnamese Civilian Irregular Defense Group is holding two bunkers guarding a bridge. Two squads of local VC move to the attack. U.S. M113 ACAVS are on the way in support. But Main Force VC and NVA are also nearby. If FNG: 2nd Tour is out, those rules will be used with armor additions. Otherwise, it will be a somewhat modified version of the latest playtest version I saw. See an after action report of this scenario at http://fieldsoffireonline.freeforums.org/cavalry-to-the-rescue-t1617.html
Players 14 years old and younger, only with accompanying, playing adult.
F-167 - Battle of Charlotte 
Fri. 10:00:00 AM, 5 hrs, 6 players
GM: Rob McCaskill
Other 28mm, Rules: Carnage&GloryII
Lord Cornwallis invades North Carolina in 1780.  As he approached the Charlotte Court House his force is confronted by a mixed force of local and state milita.
F-331 - "Everybody for himself & Devil take the hindmost!" - Belmont, 7 November 1861 
Fri. 11:00:00 AM, 5 hrs, 5 players
GM: Kaleb Dissinger
American Civil War 15mm, Rules: Fire and Fury Regimental
The recently promoted Brig. General Grant received orders to take his expeditionary force south from Cairo, along the Mississippi and threaten the Confederate forces near Belmont. The use of his new timberclad escorts would aid in quickly surprising his enemy. But Leonidas Polk's Confederates had advantages in numbers and defenses, and were not about to give up control of the river without a brawl.
F-274 - Conquest of Malacca 1511 
Fri. 12:00:00 PM, 4 hrs, 5 players
GM: Peter Hess
Sponsor: Renaissance Wargames Society
Renaissance 25mm, Rules: Heroic Renaissance
500 years ago, Portuguese cazvels and adventurer Alfonse d'Albuquerqne and an elite force of conquistadores at the strategic strait named for the Spice Islands' stronghold, Malacea. The armored Renaissance Europeans face intimatdting masses or Oriental combatents, weilding a bewildering array of weapons and creatures. A Portuguese defeat of the Indo-Chinese will usher in a half mellennium of colonial domination. The natives defense of their homeland will blunt European global expansion:truly one of the decisive moments in world history. Rules are fast, facile and fun.
F-129 - Battle off Bantry Bay - 1 May 1689 
Fri. 12:00:00 PM, 6 hrs, 9 players
GM: Stanley Sunderwirth
Age of Reason 1:2000, Rules: Victory Under Sail
An English fleet of 19 ships of the line (SOL) under Admiral Arthur Herbert confronts a French fleet of 24 SOL under Lt.-Gen. Rousselt, the Comte de Chateaurenault, covering a French landing in Ireland in support of James II's claim to the English throne.  Players control squadrons or half-squadrons  in a game with few charts and lots of dice.
Rules taught
F-164 - Near the Bossu Woods June 1815 
Fri. 12:00:00 PM, 4 hrs, 5 players
GM: John Snead
Napoleonic 28mm, Rules: Carnage&GloryII
A non-historical battle between the forces involved in and around Quatre Bras.  Ney vs. Wellington in 1815!
F-151 - Monkey's Revenge 
Fri. 12:00:00 PM, 3 hrs, 10 players
GM: Jon Lundberg
Sponsor: Eureka
Pulp 28mm, Rules: Home Rules based Wings of War
The Flying Monkey's main base was bombed at Historicon, but enough escaped that They are out for revenge and ready when the Germans come back for another attack.  American Rocketeers Launch in support, but both sides have more weapons
Adult should be present with younger players
F-346 - Snipers-Italy 1943 
Fri. 12:00:00 PM, 4 hrs, 4 players
GM: Jim Birdseye with George Bouchard and Augusta Gamers
Sponsor: Arsenal Games, Prize: Gift Certificate
WWII 25mm, Rules: Sbipers: Duck, Dodge and Shoot
Italy 1943: your squad of dog-faces  has been ordered through a village to clear out the snipers.  This is a 25mm fast pasted skirmish game for new and old gamers, play takes 45 minutes to an hour. It is simple to play yet very challenging.
Kids are welcome in the game.  We wil play the game multiple times during the four hour blocks.
F-261 - Panzers in the East 
Fri. 12:00:00 PM, 6 hrs, 6 players
GM: Dave Reiners with Tim Reiners and Rogues
WWII 10mm, Rules: Spearhead
Eastern Front- The Southern front is crumbling after Kursk.  The infantry divisions are being cutoff, what is left of the Panzer armee is being sent to hold the line and allow the infantry to escape. Can you rebuild the front or destroy the Army group South?
kids welcome with adult
F-146 - Gnome Wars: The Station at The End of The Line - Theme Game
Fri. 12:00:00 PM, 4 hrs, 7 players
GM: Jim Stanton with Steven Stanton and Stout Gnomes
Sponsor: Brigade Games, Prize: Gnomes!!!
Other 28mm, Rules: Gnome Wars
The US Cavalry needs to protect a station just inside Yellowstone National Park. The Yellowstone Special, carrying visiting dignitaries, gold for the payroll, and various "beverages," is inbound and several interested parties are headed for the station. Who will be in control when the train pulls in?
Players bringing a painted unit of gnomes from Brigade Games do not have to preregister. No special or heavy weapons for this game. No one under 14 without a playing adult.
F-229 - Battle Of Coutras, Oct 30, 1587 
Fri. 1:00:00 PM, 4 hrs, 6 players
GM: Bob Bryant
Pike and Shot 15mm, Rules: Might of Arms
Henry of Navarre (6 years later Henry IV, King of France), leads the Huguenots against a numerically superior Catholic Royalist force in this battle that was decided by cavalry.
Adult must be present with child
F-354 - The Battle of Vimiero August 21st 1808 
Fri. 1:00:00 PM, 4 hrs, 10 players
GM: Bryan Leshinskie
Napoleonic 15mm, Rules: Napoleon's Battles
The French army invades Portugal, a British force is rushed by sea to stop them. Linking up with some Portuguese forces, the future Duke of Wellington…. Lt. General Arthur Wellesley finds himself in command and resolves to fight the hard marching French Vanguard under General Junot....
F-301 - 3rd day GETTSYBURG CALVARY FIELD - Theme Game
Fri. 1:00:00 PM, 4 hrs, 8 players
GM: Paul Olszanski
Sponsor: Fire & Fury Games
American Civil War 15mm, Rules: regimental fire and fury
1863 3rd day of the battle of gettsyburg. Pickett tries to work his way around the union flank and is met by Custer and friends
F-139 - Coronels - Graf Spee vs. Craddock 1914 
Fri. 1:00:00 PM, 5 hrs, 10 players
GM: David Emdee
WWI 1:1200, Rules: Victory at Sea
October 1914, the german pacific squadron reaches the coast of Chile. Searching for them is the british cruiser squadron. This action pits the 6th cruiser squadron against Spee's two armored cruisers.
Rules Taught
F-142 - The Brigade Box - Villers-Bocage, 14 June 1944 
Fri. 1:00:00 PM, 4 hrs, 8 players
GM: Sean Barnett
WWII 15mm, Rules: Fireball Forward
The British 22nd Armoured Brigade has withdrawn into a defensive box west of Villers-Bocage after a successful German counterattack into the town the previous day. The 2nd Panzer Division presses the attack and the British mount a desperate but stout defense including Sexton SPGs firing over open sights at Pz IVs! Will the British hold firm or will their withdrawal from Villers turn into a rout?
Adult must be present with child.
F-136 - War Rocket - Rocket Graveyard 
Fri. 1:00:00 PM, 3 hrs, 4 players
GM: Mark Stricker with Jeff Pfaffmann
Sponsor: Hydra Miniatures, Prize: Sample Packs of Hydra Miniatures
SciFi 6mm, Rules: War Rocket
Come play a space battle in the atomic age using Hydra Miniatures' Pulp SciFi "War Rocket" rules. In this scenario, a powerful alien artifact has been detected in a debris-filled rocket graveyard. Be the first fleet to recover the talisman of the ancient ones and escape to your home world. Players may bring their own War Rocket fleet (200 points) or borrow one from the Hydra team.
F-279 - Ambush at Red Elk Canyon - Theme Game
Fri. 1:00:00 PM, 3 hrs, 6 players
GM: Chris Riechers and WNPG
, Prize: DICEOther 28mm, Rules: LOTOW
F Troop of the 1st Cavalry is patrolling the Read Elk Canyon area in pursuit of renegade warriors of the Modoc tribe.   Sometimes the pursuer becomes the pursued.
F-262 - Naverette - 3 April 1367 - The 100 Years War 
Fri. 2:00:00 PM, 4 hrs, 6 players
GM: Chris Parker
Sponsor: Aide de Camp Books
Medieval 25mm, Rules: Day of Battle
An English and a French-Castilian army clash in the province of La Rioja, Castile.

The English commanded by the Black Prince allied with Pedro "The Cruel" also of Castille attempt to wrest back Castille from his brother Enrique II. 

The brothers have been fighting the Castilian Civil War for a number of years and each have now called on aid from a higher power. The HYW comes to Castille!!!
Children under 13 are welcome if playing with an adult as a team
F-110 - Palo Alto, Mexican American War, 8 May 1846 - Theme Game
Fri. 2:00:00 PM, 6 hrs, 6 players
GM: Joel Salmons with Rich Hasenauer and Potomac Wargamers
19th Century 15mm, Rules: Fire and Fury Regimental
Can General Mariano Arista and his Mexican Cavalry crush the upstart General Zachary Taylor on the coastal plains of Texas?  The cavalry looks good and they are excellent horsemen but can they out maneuver Major Ringgold and his flying artillery?  This is the first major battle in the Mexican American War and both sides brought their best troops.  Rules taught and new players are welcome.
F-148 - Mad for the Mahdi - Sudan 1885 
Fri. 2:00:00 PM, 3 hrs, 6 players
GM: Peter Hogan with Greg Hogan
19th Century 15mm, Rules: The Sword and the Flame (with ambush melee)
One of Gordon's intrepid little steamers from Khartoum needs resupply, and a column is enroute to meet it across the desert. The fuzzy-wuzzies and assorted other Mahdists are planning to stop them. And mark that felucca downriver. Take the Queen's shilling or join the Mahdiyya.
Under 13 with playing adult
F-287 - Ordeal at Owikokorero (German South-West Africa, 1904) 
Fri. 2:00:00 PM, 4 hrs, 6 players
GM: Roy Jones with Eric Alvarado
Sponsor: Falcon Miniatures, Prize: Gift Certificate
Colonial 25mm, Rules: Sword and the Flame (Modified)
Ordeal at Owikokorero (German South-West Africa, 1904)

Description: It was supposed to be a reconnaissance mission, but the Schutztruppen, machine gunners and Marines of the Recon Detachment were looking for a fight. So were Herero riflemen, expertly concealed in the bush. Can the Germans get in close, get their intel and get out alive, or will the Hereros annihilate the Recon Detachment? From the new scenario book "The Herero War". More at www.hererowars.com.
F-111 - Abu Klea 17 Janaury 1885 
Fri. 2:00:00 PM, 3 hrs, 5 players
GM: Tim Tilson
Sponsor: NOVAG & Colonial Campaigns
Colonial 25mm, Rules: The Sword and the Flame
The Sudan. The desert column under MG Stewart is marching in divisional square towards the wells at Abu Klea.  The British are on their way way to the Nile to link up with General Gordon's steamers.  However standing in their way is a huge Mahdist force under Abu el Majid.  Can the Mahdists "break" the square?  This scenario is from a forthcoming Colonial Campaigns scenario book.
F-285 - CY6!, Battle of Britain - The Hardest Day: Raid on Kenley 
Fri. 2:00:00 PM, 4 hrs, 8 players
GM: Jonathan Fellows
WWII 1:600, Rules: Check your 6!
18 August 1940 1:25 PM. Dornier 17s of KG 76 have started their high-altitude bomb run on Kenley aerodrome, minutes after a low-level attack has struck the base. Hurricanes of No. 32 Squadron are diving down to defend their home airfield. Can the escorting Bf-110s of ZG 26 (Horst Wessel) keep the RAF fighters away from the bombers long enough for accurate bombing?
F-208 - Something WWII (Title will change) 
Fri. 2:00:00 PM, 4 hrs, 6 players
GM: Don Hogge and the HAWKs
WWII 28mm, Rules: Battleground WWII
Operation Epsom, 26 June 1944. The 6 Royal Scots Fusiliers supported by tanks from B Squadron 9 Royal Tank Regt are ordered to take the village of St. Manvieu. However, the 1st Battalion, 26th Panzer Grenadiers are not ready to leave. What should have taken a couple hours ended up taking all day.
Gamers under the age of 14 are welcome with an adult.
F-258 - 3rd RTR defense of Calais- the Battle of St. Omar Rd. 
Fri. 2:00:00 PM, 4 hrs, 8 players
GM: Adam Wine and NOWS
WWII 15mm, Rules: Brazen Cariots
In the grey-overcast morn of May 23, 1940, the cruiser tanks of 3rd Royal Tank Regiment were ordered to follow the recon escort from their assembly area near Coquells. As 3rd RTR advanced south through Guines they encountered the 1 Panzer Division which was skirting Calais. Take command of British or German troopsas they slung it out in a WW2 game featuring exceptionally painted 15mm tanks & the serene farmland of northern France.
no players under 12
F-187 - Look, Sarge, It's the River 
Fri. 2:00:00 PM, 4 hrs, 8 players
GM: Geoff Graff and the HAWKs
WWII 1:285th, Rules: Look, Sarge, No Charts: WWII
As the German armored spearheads advanced into Russia in 1941, other units protected the corridors they opened.  Here we have a German reinforced infantry force attempting to cross a river and seize the high ground beyond.  Are the Soviets there?  (But, of course!)  Will they hold?  That is for you to answer.
Younger players welcome with a participating adult.
F-197 - First Annual Road Warrior Thunder Dome Invitational 
Fri. 2:00:00 PM, 3 hrs, 14 players
GM: Eric Schlegel and the HAWKs
Modern Matchbox, Rules: Future Race
A cross-country car race based on Jamie Davis' popular "Future Race" rules.  Drivers will battle each other, the desert terrain and various other factors to be the first around the oasis and over the finish line.  Bumping is encouraged (some might say required) and style points will be awarded for the most spectacular wreck.
Younger players welcome with a participating adult.
F-173 - Bucaneer Wars 
Fri. 2:00:00 PM, 3 hrs, 8 players
GM: Brian Whitaker and Woodbridge (VA) Area GamerS
Sponsor: Merrimack the Old Glory Shipyard, Prize: Merrimack the Old Glory Shipyard
Other 28mm, Rules: Bucaneer Wars
The Governor has been replaced and is headed home with all his ill gotten gains.  Can you and your pirates takeit away from him and his escort?
Beginners & cabin boys and girls welcome
F-191 - Black & Decker and the Zillions of Zombies 
Fri. 2:00:00 PM, 3 hrs, 12 players
GM: Todd Harland-White and the HAWKs
Other 28mm, Rules: Zombies by GASLIGHT (GASLIGHT Variant)
A helicopter carrying urgently needed anti-zombie medical supplies has crashed.  Rescue teams and black market opportunists must move fast before the advancing zombie hordes make access and survival impossible.
This is a repeat of what was called "Victoria Hawks and the Rescue from Zombies" at Historic on; renamed to better fit w/ the rest of my B&D game series.
F-210 - V-for-Vamoose 
Fri. 3:00:00 PM, 4 hrs, 4 players
GM: Bruce Kohrn and the HAWKs
Sponsor: Martin Fenelon, Luftwaffe 1946
WWII 1:300, Rules: Luftwaffe 1946
In the chaos of impending defeat, expediency leads to strange alliances as various groups plan their escape. A formation of FW-287s with a jet escort is making a break for Scandinavia. Less enlightened fanatics have uncovered the plot in time to overtake the laden bombers. Each player (and even some individual pilots) will have their own agendas.
Rules will be taught.  Children with adult co-pilots are welcome.
F-207 - Halloween Comes to Space Station Accipiter (title may change 
Fri. 3:00:00 PM, 3 hrs, 12 players
GM: Kurt Schlegel and the HAWKs
Future 54mm, Rules: Blood & Swash
Dr Huer has invited the most prominent figures in the galaxy to the Space Station Accipiter for a halloween party! Everyone has promised to be on their best behavior so what could possibly go wrong?
F-312 - Fantasy Gladiators: Kill or Be Killed 
Fri. 3:00:00 PM, 2 hrs, 10 players
GM: Chris Gibson and Northern Virginia Gamers (NOVAG)
Fantasy 28mm, Rules: Gladiators Home Rules
In the arena at Luvia, life is cheap.  Can your team of gladiators best your opponents and win the coveted victor's laurels and freedom, or will their blood soak into the sand of the arena?  Play with fantasy 28mm figures in a 3D battle arena, using a variety of weapons, heroes, creatures, clever maneuvers, and dirty tricks to slay your opponents and win victory.
Kids 12 and over welcome with Adult
F-303 - Sunder the Stars: Fleet Battle 
Fri. 3:00:00 PM, 4 hrs, 8 players
GM: Allen Hayden
SciFi Fleet Scale, Rules: Sunder the Stars
Space fleets clash for dominance in the Sunder the Stars universe! Why micromanage a single ship when you may command many? This session will introduce the rules to new players. All will be provided. Experienced players are more than welcome.
No players under 18, please
F-168 - Camp Hill, Birmingham, 1643 
Fri. 3:00:00 PM, 4 hrs, 6 players
GM: Nigel Marsh
Other 28mm, Rules: Carnage&GloryII
The triumphant Royalists, led by Sir Lewis Kirke, are intent on capturing the Parliamentarian arms foundries in Birmingham. Abandoned by Sir William Brereton, the new Parliamentarian leader the Earl of Denbigh has ordered the construction of earthworks at Camp Hill, and is determined to halt any further Royalist advances. Can Denbigh succeed against the Royalists, or will Kirke prevail again?
F-213 - The Ghouls, The Bad, and the Ugly 
Fri. 3:00:00 PM, 3 hrs, 6 players
GM: Brian Cusick with Frank & Christin Sciulli and Band of Gamers
Other 28mm, Rules: Don Franco's Spaghettaboutit Western Rules
Town life just hasn't been the same since the new doctor moved into the mansion at the far end of town. Some say he's nothing more than a snake oil salesman, but others claim he can raise the dead! With crops mysteriously withering, livestock going mad, and children seeing monsters in the night, the citizenry want to run the Doctor out of town. The Sheriff will have a hard time keeping order.
F-306 - Borodino, Afternoon Action 
Fri. 4:00:00 PM, 4 hrs, 6 players
GM: Ben Fornshell with Del Stover and Wednesday Night Gamers of Alexandria
Napoleonic 15mm, Rules: Tabletop Battle System
Play as the Russian or French commander at Borodino for the afternoon action in this fast paced, sweeping scope, game.  Rules taught, quick and easy game play.  A continuation of the morning game, you need not play in both.
F-290 - The Battle of Dogger Bank 
Fri. 4:00:00 PM, 4 hrs, 4 players
GM: Bill Cira and Old Dominion GameWorks
Sponsor: Old Dominion GameWorks
WWI 1:3000, Rules: Fleet Action Imminent
"It is January 24th, 1915 and the Imperial German Navy’s battlecruiser squadron commanded by Admiral Franz von Hipper has once again sortied into the North Sea to create mayhem for Great Britain.  However, this time the Royal Navy’s battlecruiser squadrons commanded by Admiral David Beatty have been alerted well in advance by British code breakers and have managed to intercept Hipper in the Dogger Bank.  The result is the first clash between warships of the “Dreadnought” design concept and at ranges never before seen in naval warfare.  Since he is outnumbered, Hipper knows he needs to conduct a fighting withdrawal back to Germany and he will need all his skill, and perhaps some luck, to escape with his force intact.  

"
Rules Taught, beginners Welcome.
F-283 - Trench Wars: Bulge 1944--The 14th Cavalry Group - Theme Game
Fri. 4:00:00 PM, 2 hrs, 12 players
GM: John Spiess with Frank Luberti Jr. and New York Wargamers Association
, Prize: Gift CertificateWWII 28mm, Rules: Trench Wars (modified)
Bulge 1944--The 14th Cavalry Group

Description: U.S. armored cavalrymen face the opening shock of the German attack during the Battle of the Bulge.  Come play in a fun, fast paced Trench Wars skirmish game.  Novices, children with adults, rules lawyers and GMs looking for revenge welcome.  NYWA members, family and friends always welcome.
Adult must be present with child.
F-291 - Wargaming 101 - A Kids Game 
Fri. 4:00:00 PM, 4 hrs, 6 players
GM: Bob Benge and Old Dominion GameWorks
Sponsor: Old Dominion GameWorks
WWII 12mm, Rules: Mein Panzer Junior
Kids, it's time to play a tank game like your Dad. German and American tanks from late in WW2 will be used. The game is designed for kids 8-14 that have a little understanding of wargames.
Kids Only. Rules Taught, beginners Welcome
F-159 - CY6! - Little Friends Over Ploesti - Ploesti Romania, 10 June 1944 
Fri. 4:00:00 PM, 4 hrs, 9 players
GM: Phil D'Amato and Skirmish Campaigns
WWII 1/300th, Rules: Check Your 6!
Bomb-laden P-38s belonging to the 1th Air Force's 82nd Fighter Group was called upon to deliver a low level bombing attack on the Romana Americana Refinery at Ploesti, Romania.  The American force was intercepted by elements of the Luftwaffe and Romanian Air Force.  Can the US Fighter Bombers destroy their target or will they jettison their bombs and mix it up with the Axis aircraft?
F-347 - Snipers-Italy 1943 
Fri. 4:00:00 PM, 4 hrs, 4 players
GM: Jim Birdseye with George Bouchard and Augusta Gamers
Sponsor: Arsenal Games, Prize: Gift Certificate
WWII 25mm, Rules: Sbipers: Duck, Dodge and Shoot
Italy 1943: your squad of dog-faces  has been ordered through a village to clear out the snipers.  This is a 25mm fast pasted skirmish game for new and old gamers, play takes 45 minutes to an hour. It is simple to play yet very challenging.
Kids are welcome in the game.  We wil play the game multiple times during the four hour blocks.
F-317 - To stop the Warmaster 
Fri. 4:00:00 PM, 4 hrs, 8 players
GM: Jay Wissmann
SciFi Other, Rules: A Call to Arms (2nd Ed)
A page ripped from the "history" books. The history of the Dilgar War that is. A Dilgar task force jumps into the system of their next proposed victim, but waiting for them is an Earth Alliance force bolstering the locals. Explore with me just why the Dilgar were capable of overrunning so much of known space (and how they were eventually stopped).
F-350 - RAID ON HELL'S FRINGE--Ingalls, OK, Sept 1st, 1893 
Fri. 4:00:00 PM, 4 hrs, 10 players
GM: Douglas Lipton with Joe Seliga and NJMS
, Prize: TBAOther 30mm, Rules: Posse vs Desperados
In 1893, Ingalls was taken over by remnants of outlaw gangs-e.g., the Daltons, as a base for their train, stage and bank robberies, and the town benefited from their ill-gotten gains. A posse of US Deputy marshals was formed by a new Chief Marshal under orders by President Cleveland, to take it back from the outlaws-dead or alive. You are there in a 30mm replica of the town. Fast and furious fun.
Ideal fun for dads and their teens and kids ten and up to play together
F-150 - Saving Milwer Rynn 
Fri. 4:00:00 PM, 4 hrs, 6 players
GM: Scott Cramer
Sponsor: Ganesha Games, Prize: 50% off cupon Ganesha Games
Other 15mm, Rules: Songs of our Ancestors
Darhlington a sleepy village in North Mid West Elghmore. Used to be "on the way" to the front, just another village under Crusader control.

  Things have heated up since a brew up between Troopers and locals that resulted in the death of a prominent local farmers son and the disappearance of Milwer Rynn.
Mature themes Not Recommended For Kids
F-165 - Near the Bossu Woods June 1815 
Fri. 5:00:00 PM, 6 hrs, 8 players
GM: John Snead
Napoleonic 28mm, Rules: Carnage&GloryII
A non-historical battle between the forces involved in and around Quatre Bras.  Ney vs. Wellington in 1815!
F-119 - Reno's assualt down the Valley - Little Big Horn 25 June 1876 - Theme Game
Fri. 5:00:00 PM, 4 hrs, 7 players
GM: Phil Gibbons with JD Martin and Battle Barn of Williamsburg
19th Century 25mm, Rules: Indian Wars by Battle Barn
General Custer has ordered Reno's battalion to launch an attack on the unsuspecting Indian village in the valley below.  Join Major Reno's command in this historical recreation of the famous assault made by companies A, G, and M of the 7th Cavalry.  Ride with the troopers as they advance across the open field towards the Hunkpapa Sioux.  From Garryowen and glory!
Not Recommended For Kids
F-286 - Red Beans and Rice 
Fri. 5:00:00 PM, 3 hrs, 12 players
GM: Gary Coyle
American Civil War 1:600, Rules: Steam and Sail Navies
What if the Confederates at Fort Jackson and Fort St Phillips had been a bit more effective contenting the Mississippi with Farragut?  What if CSS LOUISANNA and CSS MISSISSIPPI had been ready?  What if an aggressive commander in New Orleans determined not to let the city fall?  What if?
Kid Friendly
F-254 - Plains Indians - Theme Game
Fri. 5:00:00 PM, 5 hrs, 10 players
GM: David Kasper and NOWS
Sponsor: NOWS, Prize: Yes
Colonial 28mm, Rules: ATSW
The indians refuse to return to the reservations, so send in the cavalry. The cavalry has to find the indian camp & destroy it. The indians might not want this to happen again so they have sent their best braves to stop the horse riders. Lots of dice & figures, what could be better?
F-123 - Aerodrome® 2.0 - WW2 Aerial Combat 
Fri. 5:00:00 PM, 5 hrs, 10 players
GM: Stanley Kubiak
Sponsor: Aerodrome Aerial Combat Games, Prize: Wings and Medals
WWII 1:144th, Rules: Aerodrome 2.0 WW2 Aerial Combat Game
The new WW2 adaptation of the popular Aerodrome 1.1 WW1 ruleset. The rules remain easy to learn, easy to play, lots of fun, but take into account faster speeds and greater weapons lethality of WW2 aircraft; rules will be explained, charts provided. Up to 10 players per round, rounds last about one hour, running continuously through allotted time. Wings and medals for victories and valor.
Spouse & Female Friendly Game. Under age 15 only with playing adult.
F-250 - STARBLAZERS - "You're in command Lieutenant" 
Fri. 5:00:00 PM, 5 hrs, 8 players
GM: Paul Meyer and NOWS
SciFi 1:2000th, Rules: modified Knighthaks
Space battleship Yamato & an EDF squadron take on the Comet Empires newest battleship in a scenario throws players into the middle of a deep space knife fight. As always Big ships, big explosions big fun!
minors welcome with adult, rules taught, this game will be right outside the Cornwall room
F-325 - 3rd Battle of the Revolution, Chelsea Creek 27May1775 
Fri. 5:00:00 PM, 4 hrs, 6 players
GM: Van Osgood with Joshua Osgood and Reading Area Wargamers
Sponsor: RAW
Other 28mm, Rules: Homebrew with Simultaneous movement
After Lexington & Concord the British needed livestock and hay. Stark's 1st NH were sent to Hog & Noddle Islands to remove them. Spotting burning hay the British sent ships, boats and marines to the area. Action occurs on land and Sloop HMS Diana gets into trouble.
F-342 - Battle of Kadesh 
Fri. 6:00:00 PM, 4 hrs, 6 players
GM: Lou Cardinale
Ancients 28mm, Rules: Hail Caesar
In 1274BC,  Rameses, Pharoah of Egypt, was determined to re-establish his dominion and once again, control Syria, with the main target being the city of Kadesh.  As he leads his army north, awaiting him, are the Hittites, a northern Anatolian people, who presently have control over Syria and whose army is hidden just north of Kadesh.  Rameses is marching into a trap.  Come join us in refighting this epic biblical battle, where chariots ruled the field.
F-246 - A Call For Reinforcements 
Fri. 6:00:00 PM, 5 hrs, 10 players
GM: Joe Swartz and NOWS
Sponsor: LMW Works, Prize: Yes
Ancients 28mm, Rules: modified Classical Hack
Both the Romans and barbarians are on a quick march to smash the enemy before he rises. Then the morning fog rises and they realize the enemy is already in the rear. Both send riders for reinforcements. Strategy & tactics are key as this will not be a linear fight.
minors welcome with adult, rules taught
F-320 - Death in the Sand--Late Roman Empire in the Middle East 
Fri. 6:00:00 PM, 4 hrs, 6 players
GM: Bob & Cleo Liebl with Cleo Liebl And Lady Godiva and First Friday Gamers
Sponsor: The Cookieman, Prize: Cookies for All
Ancients 28mm, Rules: very simple home rules
Queen Zenobia of Palmyra had the distinction of eliminating several Roman Armies, before ending her career as a prisoner of Rome.  With her husband dead & her son too young, what else was a mother to do?  Here, Queen Zenobia will once more give battle to the Invincible Roman Legions.or are they?  Come and decide the fate of the Eastern Roman Empire at one sitting with Bob & Cleo.
Adult must accompany cherub.  Both may have cookies.
F-155 - Brice's Crossroads 
Fri. 6:00:00 PM, 5 hrs, 8 players
GM: Roxanne Patton and NOVAG
American Civil War 15mm, Rules: Fire and Fury: Regimental
Nathan Bedford Forrest... a man to be reckoned with. In the summer of 1864, Forrest posed a serious threat to William Sherman's march on Atlanta. His ability to appear at will and evade destruction lead Sherman to say "...Forrest is the very Devil..." To deal with this threat, Sherman sent B.Gen. Samuel Stugis on an expedition into Mississippi with a large force of cavalry and infantry to lure Forrest into battle. On June 10th under a broiling Mississippi sun, Sturgis's men trudged though thick mud from recent rains toward Brice's Crossroads where his cavalry had set up a bridgehead across the swollen Tishomingo Creek. Predictably, Forrest arrived first...
Not for children under 16
F-253 - Sky Galleons of Mars 
Fri. 6:00:00 PM, 5 hrs, 12 players
GM: David Kasper and NOWS
Sponsor: NOWS, Prize: Yes
Colonial 28mm, Rules: modified Sky Galleons of Mars
Martian & English fleets have been slugging it out & the pirates are out in force, but who invited the Belgians? Take a gunbout or a raider. Big ships, big color, lots of dice & even more fun
this game will be right outside the Cornwall room
F-329 - HMS Dreadnaught in Battle 
Fri. 6:00:00 PM, 4 hrs, 6 players
GM: Chad Zerbe and Reading Area Wargamers
Sponsor: RAW
WWI 1:2400, Rules: When Dreadnoughts Ruled the Seas
The British launched the HMS Dreadnaught in late 1906 and with it made every other Battleship in the world obsolete. With ten large guns she had about twice the firepower of the other major ships. She leant her name to a whole generation of Big Battleships. This hypothetical battle has the HMS Dreadnaught fighting a contemporary German fleet to see just how revolutionary she might have been in battle. However, Germans realize the Dreadnought with all big guns may be very vulnerable to Torpedo Boat attacks
F-265 - Zeppelin Killers 
Fri. 6:00:00 PM, 3 hrs, 12 players
GM: John Stoner
WWI 1:72nd, Rules: Canvas Eagles
Four Zeppelins are returning home from a night bombing raid on London. However, foul weather has caused them to go off course and now they have been caught in broad daylight over France. French scouts have their sights set on the easy targets. Can the Zeppelins outrun them? Will German planes come to the rescue? An easy game to learn and fun to play.
Children under 12  with the help of an adult
F-128 - Air Battle over Kursk, July 1943 
Fri. 6:00:00 PM, 4 hrs, 8 players
GM: Richard Smethurst
WWII 1"144th, Rules: Mustangs/Air Pirates
Axis VS Red aircraft struggle for control of the skies to turn the battle below. 1/144 planes using Mustangs/Air Pirates rules.
Young pilots with adult copilot.
F-126 - "In Harms Way" 
Fri. 6:00:00 PM, 4 hrs, 8 players
GM: Bill Molyneaux and Gettysburg Area Gamers
Sponsor: Gettyeburg Miniatures, Prize: Yes
WWII 1"2400, Rules: Home Brew
"In Harm's Way"  WWII naval battle in 1/3000 scale with the scenario based on the movie starring John Wayne, Kirk Douglas and a score of other actors.

The Japanese Imperial Navy is heading straight down the slot and the American forces have scrapped up every ship they can find to stop the tide of vessels.
This is a fast paced game and only one page of rules.
F-268 - Arnhem September 1944 - Frost holds the perimeter 
Fri. 6:00:00 PM, 5 hrs, 6 players
GM: Michael Sincavage with Peter Landry
, Prize: NCWWII 15mm, Rules: Battlefront
It is September 19-20, 1944, and as the British 1st Airborne runs low on ammunition and supplies, the Germans launch a massive assault upon Lieutenant Colonel John Frost's troops in Arnhem proper.  Kampfgruppes Hummel, Brinkman, and Knaust with Tiger IE support are thrown against the tired British.  Overhead, the massive Arnhem Bridge looms over the proceedings and funnels the attacks.
Familiarity with Battlefront rules is helpful but not required as the rules will be explained.  Please no children under 15 years of age.
F-113 - Watch the Flank -11 July 1944, 0800 hours 
Fri. 6:00:00 PM, 4 hrs, 10 players
GM: Joseph Seliga with Douglas Lipton
WWII 15mm, Rules: Fireball Forward
The 9th Division must hold the crossroads at la Charlemagnerie to limit Panzer Lehr's penetrations. A task force of infantry and M10s began to move down a road to the west of la Charlemagnerie to flank the town from the south. Germans were having a hard time taking the village and decided to move up the same road from the opposite direction. Who'll get there first?
Younger gamers welcome with supervising adult; rules taught.
F-322 - Ace of the Motherland 
Fri. 6:00:00 PM, 3 hrs, 6 players
GM: Jim Thompson and Reading Area Wargamers
Sponsor: RAW
Other 1:300th, Rules: CY6-JA
Soviet MiG-15's are scrambled to intercept a Navy/Marine strike package of. They caught up with the escorts(F9F-2's) just as they crossed the coast.
F-147 - Gnome Wars: The Train Pulls In! - Theme Game
Fri. 6:00:00 PM, 4 hrs, 7 players
GM: Jim Stanton with Steven Stanton and Stout Gnomes
Sponsor: Brigade Games, Prize: Gnomes!!!
Other 28mm, Rules: Gnome Wars
The Yellowstone Special is pulling into the station and everyone wants a piece of the action. Who will be standing on the platform to greet it?
Players bringing a painted unit of gnomes from Brigade Games do not have to preregister. No special or heavy weapons for this game. No one under 14 without a playing adult.
F-310 - Air Cav to the Rescue - Theme Game
Fri. 6:00:00 PM, 5 hrs, 6 players
GM: Ed Bates with Tim Waybright
Other 15m, Rules: Modified Battlegound
A Huey that is transporting troops that are going on leave from a forward base along the Cambodian border has been shot down by the NVA. The crew was able to make a call for help before making a hard landing. Elements of the 7th Air Cav have been assigned the mission to rescue the crew and passengers. Who will get there first?
F-231 - The Bride and the Booty, East Anglia, 865 AD 
Fri. 7:00:00 PM, 4 hrs, 6 players
GM: Bob Bryant
Dark Ages 28mm, Rules: Clans and Companies
A Saxon thegn has bestowed his daughter in marriage to the son of a rival thegn in an attempt to settle a turf dispute. Maid, dowry, and guards set out on a day's journey. Then they are joined by different parties of uninvited, rude interlopers, who attempt to impose their own conflicting agendas. Most unwelcome of all are the Vikings.
Adult must be present with child
F-263 - Crecy - August 26, 1346 
Fri. 7:00:00 PM, 4 hrs, 6 players
GM: Chris Parker
Sponsor: Aide de Camp Books
Medieval 25mm, Rules: Day of Battle
King Edward the Black Prince stands and fights the French. "What If" As in History the possibilities are endless. 

What If the French crossbows brought their pavice or if it hadn't rained? What if the English attacked first? 

French knights vs. the English longbow, which weapon of choice will prevail
Children under 13 are welcome if playing with an adult as a team
F-300 - Conquest of Malacca 1511 
Fri. 7:00:00 PM, 4 hrs, 5 players
GM: Peter Hess
Sponsor: Renaissance Wargames Society
Renaissance 25mm, Rules: Heroic Renaissance
500 years ago, Portuguese cazvels and adventurer Alfonse d'Albuquerqne and an elite force of conquistadores at the strategic strait named for the Spice Islands' stronghold, Malacea. The armored Renaissance Europeans face intimatdting masses or Oriental combatents, weilding a bewildering array of weapons and creatures. A Portuguese defeat of the Indo-Chinese will usher in a half mellennium of colonial domination. The natives defense of their homeland will blunt European global expansion:truly one of the decisive moments in world history. Rules are fast, facile and fun.
F-355 - The Battle of Corunna January 16th 1809 
Fri. 7:00:00 PM, 4 hrs, 10 players
GM: Bryan Leshinskie
Napoleonic 15mm, Rules: Napoleon's Battles
Advancing to support their Spanish ally, General Moore's British army became the objective for overwhelming French forces.  After a chaotic retreat, the British reached the port of Corunna, and with all of their Cavalry and most of their artillery already loaded onto ships, the British fought a last delaying action against the van of the pursuing French forces.
F-307 - Northwest Frontiers Ablaze 
Fri. 7:00:00 PM, 4 hrs, 6 players
GM: Brian Kelley with Ben Fornshell and Wednesday Night Gamers of Alexandria
19th Century 25mm, Rules: Home brew
The East India Company, with its Gurkha allies tries to deliver vital supplies to a fortification on the Northwest frontier.  Play as the supply wagons desparately trying to reach the protection of the fort, or as the Pashtuns, bent on driving them from their lands.
F-239 - Big Battle Cry - Gains Mill - June 27,1862 - Theme Game
Fri. 7:00:00 PM, 2 hrs, 8 players
GM: Richard Borg with Mike Panko
Sponsor: AH/Wizards/Hasbro
American Civil War 28mm, Rules: Big Battle Cry
In Big Battle Cry the overall commanders will direct the battle & field generals will carry out the orders. Played on 5" hexes with 28mm ACW figures, Lee is attacking Porter's V Corps at Gains Mill. Historically disjointed attacks through the day were followed by a coordinated assault that broke the Union line. A desperate charge by the 5th US cavalry could not halt the breakthrough.
Adult Supervised Children Only Please
F-217 - Battery Wagner July 11, 1863 Before Glory 
Fri. 7:00:00 PM, 4 hrs, 8 players
GM: Phil Viverito and Band of Gamers
Sponsor: LMW Works
American Civil War 28mm, Rules: Sieges
The Union assault on Morris Island South Carolina has advanced across three quarters of the Island and basically only Batteries Wagner and Gregg remain in the hands of the South defenders of Charleston. TheUnion has decided to launch an assault against Wagner and it will be the job of the defenders to with stand the on-slaught of Yankee Steel against Rebel shot and shell. Tons of guns and figures to face off in the sands of Morris Island. Entire battery will be used.
F-195 - Look, Sarge, It's A Hornet's Nest 
Fri. 7:00:00 PM, 4 hrs, 11 players
GM: Eric Schlegel with James "Tank" Nickle & Kurt Schlegel and the HAWKs
American Civil War 10mm, Rules: A Union So Tested (Look, Sarge, No Charts ACW)
6 April 1862.  General Grant's Army of the Tennessee was camped near Pittsburg Landing, TN awaiting the arrival of General Buell's Army of the Ohio, so that their combined armies could begin the invasion of Mississippi.  Unfortunately, Albert Sidney Johnston, commanding the Army of Mississippi, decided not to wait for them and launched his own assault, surprising and routing Grant's two greenest divisions.  Come and refight the bloodiest battle of the war (so far).  Can the Rebels drive the Yankees into the Tennessee River or can Grant rally enough troops to hold until Buell arrives with reinforcements?
Younger players welcome with a participating adult.
F-248 - Shall We Gather at the River 
Fri. 7:00:00 PM, 4 hrs, 6 players
GM: Rick Dunn and NOWS
Colonial 28mm, Rules: modified This Very ground
The British must get important information back to Command, but are trapped at the river due to rain while French forces also must get back being chased by the British. Who will cross first & make it home?
F-353 - The  Amirs Dauughter, The Rescue 
Fri. 7:00:00 PM, 4 hrs, 8 players
GM: James Lombardi with Michael Sammarco
Colonial 28mm, Rules: Sword and Flame
The Amirs daughters have been kidnapped by the Mahdi Forces. It is up to the Anglo Egyptian forces to come to the rescue.   The desert saga continues.
F-223 - Sudden Storm - IJNvUSN 1937 - The Scouting Battle 
Fri. 7:00:00 PM, 4 hrs, 10 players
GM: Robert Henderson with William Hagerman
Sponsor: ODGW
Inter-War 1:6000th, Rules: General Quarters 3 - Sudden Storm
Using the OOB from the newly released General Quarters 3 Sudden Storm Campaign, the USN and IJN square off in the waters around Wake Island. Cruisers and destroyers clash while carrier task forces with biplanes attempt to establish scouting dominance.
F-152 - Monkey's Revenge 
Fri. 7:00:00 PM, 3 hrs, 10 players
GM: Jon Lundberg
Sponsor: Eureka
Pulp 28mm, Rules: Home Rules based Wings of War
The Flying Monkey's main base was bombed at Historicon, but enough escaped that They are out for revenge and ready when the Germans come back for another attack.  American Rocketeers Launch in support, but both sides have more weapons
Adult should be present with younger players
F-183 - Captain America by GASLIGHT 
Fri. 7:00:00 PM, 4 hrs, 6 players
GM: Buck Surdu and the HAWKs
Pulp 25mm, Rules: GASLIGHT
Captain America and his strike force raid a secret scientific installation.  The strike force races to gather scientific information and other intelligence before the defenders can blow it up.  This game features the Pulp aspects of GASLIGHT.
Rules will be taught.  Younger players welcome with a participating adult.
F-203 - Look, Sarge, the Germans are Rafting On Our River 
Fri. 7:00:00 PM, 4 hrs, 6 players
GM: Chris Palmer and the HAWKs
WWII 1:144th, Rules: Look, Sarge, No Charts:  WWII
June 22, 1941.  German forces must row across a contested river as they jump off on their invasion of Russia.  Will they be able to concentrate in time or will the Russians be able to launch a response quick enough to throw them back.  Players control battalions with these easy to learn rules.
Children under 14 only with a playing adult.
F-199 - Look, Sarge, It's A Cauldron 
Fri. 7:00:00 PM, 4 hrs, 6 players
GM: Dave Wood and the HAWKs
WWII 1:285th, Rules: Look, Sarge, No Charts:  WWII
Battle of Gazala and the Cauldron, May-June 1942.  Can the Afrika Korps break the British Cauldron or will the British hold?
Younger players welcome with a participating adult.
F-236 - WWI Naval - Age of Dreadnaughts Begins 
Fri. 7:00:00 PM, 3 hrs, 8 players
GM: Brian DeWitt and NOVAG
WWII 1:2400, Rules: When Dreadnaughts Ruled the Seas
The British launched HMS Dreadnaught in late 1906 and with it made every other Battleship in the world obsolete.  She lent her name to a whole generation of Battleships.  Here the HMS Dreadnaught leads a British fleet against a contemporary German Fleet to see how revolutionary she might have been in battle.  The Germans realize the Dreadnaught with all big guns may be vulnerable to Torpedo Boats.
F-344 - Flying Wings Over Berlin - 1946 
Fri. 7:00:00 PM, 4 hrs, 8 players
GM: Martin Fenelon and Niantic Wargamers
Sponsor: MSD Games
WWII 1:285th, Rules: Luftwaffe 1946
The 8th Air Force is attempting to peentrate the Berlin defenses with a small raid by B-35 Flying Wings - but the Luftwaffe has flying wings of its own. Jets and other advanced aircraft struggle to own the skies over Berlin. Can the Allies regain air superiority?
Fast play rules will be taught - beginners are welcome!
F-109 - Bungle in the Jungle - Guadalcanal, 1942 
Fri. 7:00:00 PM, 3 hrs, 6 players
GM: Mark Fastoso
WWII 15mm, Rules: Fireball Forward
Company C, the Raider Battalion, is holding a line in thick jungle.  They are protecting the right flank of Edson's Ridge and the Japanese are headed their way.  Struggling through the same think jungle the Imperial soldiers launch a confused but violent assault pinning the Marines against a lagoon with only one way across...a bridge made from a fallen tree.  The Raiders must hold.
F-271 - Panthers on the Prowl 
Fri. 7:00:00 PM, 4 hrs, 5 players
GM: Jerry Frazee
WWII 15mm, Rules: Fireball Forward
11 July 1944, 0400hrs, West of Le Desert

In the early morning hours a platoon of Panthers rolled through Le Desert and headed east towards the town of la Perrine. Elements of Company A, 899th Tank Destroyer Battalion attached to the 39th Infantry were waiting for them in the darkness.
F-237 - Wolfpack 
Fri. 7:00:00 PM, 3 hrs, 5 players
GM: Bruce Schaper
Sponsor: Triangle Simulation Society
WWII 1:700, Rules: ASW3D
Take command of a single escort or U Boat. Battle is fought in three dimensions, no mapping.  Setting is at night, sea state is poor, the water’s cold, sensors are crude, weapons are devastating, and the cargo is vital. Bring your guts.  Fun, intense game.
No Kids.
F-160 - The Alamo, Iraq, 2003 
Fri. 7:00:00 PM, 4 hrs, 6 players
GM: Mike Pierce
Modern 15mm, Rules: Force On Force
A small force of US Marines bail out of a damaged AAV and defend a compound in An Nasirya during the advance on Baghdad.  Iraqi Fedayeen sense a chance to overrun the Marines and swarm to the attack.  Al Jazerra is lurking around to document this impending Arab victory.  Can a relief force arrive in time to rescue the trapped Marines?
Children with adult OK
F-192 - Panic at Space Station Accipiter:  The Problem with Pumpkins 
Fri. 7:00:00 PM, 3 hrs, 8 players
GM: Todd Harland-White and the HAWKs
Future 54mm, Rules: Blood & Swash
Everyone in the sector has gathered together with Buck Rogers for the Interstellar Halloween Costume Ball at Space Station Accipiter.  But as the music plays and the drinks fizz, Wilma notices that her cute little pumpkin from interstellar trader Cyrano Jones seems to have cloned itself and copies are starting to show up throughout the station....
F-282 - Hard As Steele 
Fri. 7:00:00 PM, 5 hrs, 8 players
GM: D. Grant Greffey
SciFi 28mm, Rules: Warzone:  Ultimate Edition
To penetrate the Omega Thule complex, you need someone hard like Agent John Steele. But Dr. Orenstein is also a hard man.
Rookie agents welcome.  Young ones 10 and under should have some "help."
F-120 - Monster Mash 
Fri. 7:00:00 PM, 3 hrs, 10 players
GM: Bob Kerstetter
Other 25mm, Rules: Home brew
Young Frankenstein has been working overtime and the village is overrun with monsters.  Join an angry mob or special interest group and rid the village of monsters and gain points.  A working knowledge of the movie “Young Frankenstein” is a big advantage.  There will be a quiz.  You must also be willing to put on the Ritz.
F-171 - Cooch’s Bridge, September 3, 1777 
Fri. 7:00:00 PM, 4 hrs, 6 players
GM: David Bonk
Other 40mm, Rules: Carnage&GloryII
As the British advanced towards Philadelphia in early September, 1777 General Nathaniel Greene encouraged General George Washington to give battle along the Christina Creek. Rather than commit the entire American Army Washington ordered forward a large detachment to delay the British advance. On September 3, 1777 the British attacked the Americans at Cooch’s Bridge.
F-277 - Spencer’s Ordinary - Theme Game
Fri. 7:00:00 PM, 3 hrs, 6 players
GM: Jim Reynolds and WNPG
, Prize: DICEOther 28mm, Rules: Black Powder
26 June 1781, Williamsburg VA.  Skirmish between the Queen’s Rangers and Lafayette’s advance units.  Simcoe’s rangers were sent to raid and destroy stores.  They stopped to water their horses and have breakfast, unaware that the enemy had pushed on with cavalry riding double with infantry to catch him.
F-103 - Fields of Valor Demo Game 
Fri. 8:00:00 PM, 1 hrs, 2 players
GM: Sean Christy
Ancients 15mm, Rules: Field of Valor
Medium sized conflict between Roman and German forces.
F-115 - Retreat from Moscow 
Fri. 8:00:00 PM, 3 hrs, 6 players
GM: Michael Tyson
Sponsor: Sash & Saber
Napoleonic 40mm, Rules: The Happy Rearguard: Russia 1813
You are in command of  the rear guard of the retreating mob recently known as the Grand Army of the Empire of France.  You must keep your men together and fight not only the Russian army but mother Russia her self and get out alive.
F-215 - Last stand on Mars 
Fri. 8:00:00 PM, 3 hrs, 6 players
GM: Rodrick Cambell and Band of Gamers
Sponsor: Highlander Studios, Inc.
Victorian Science Fiction 15mm, Rules: Modified Two Hour Wargames
Having survived his ignominious defeat at the Little Big Horn, Custer had become somewhat of a problem for the War Department. He was quietly demoted to Captain and transferred to the 5th Cavalry. Custer shipped out for Mars with the 5th in 1886 seeking to regain his former glory. A routine reconnaissance to investigate rumors of a Martian uprising finds Custer and his company once again surrounded by angry natives. Can he break out or hold on until the relief column arrives? Or will history repeat itself?
F-174 - Russo-Japanese Naval 
Fri. 8:00:00 PM, 3 hrs, 8 players
GM: Steve Robinson and Woodbridge (VA) Area GamerS
Sponsor: Merrimack the Old Glory Shipyard, Prize: Merrimack the Old Glory Shipyard
Early 20th Century 1:600, Rules: Grand Fleet (modified)
For all those period enthusiasts, this is a hypothetical naval engagement in the Yellow Sea to introduce fellow wargamers to the fun of gaming the period.  A Russian Battleship squadron is on the hunt for revenge of the torpedo attack on the Port Arthur.   However, the Japanese fleet is ready to give battle.  Can this battle change the course of history? This game is featuring 1/600 scale Russo-Japanese ships produced by Old Glory Shipyards.
Beginners welcomed!
F-314 - Wings of War: Balloon Busting 
Fri. 8:00:00 PM, 3 hrs, 10 players
GM: Art DeFilippo and Northern Virginia Gamers (NOVAG)
WWI 1:144th, Rules: Wings of War: Balloon Busters
In August 1917, German pilots take to the skies over Belgium during the Third Battle of Ypres.  To blunt the British-led offensive, German pilots attack a series of observation balloons directing the Entente artillery batteries. Join us in a swirling fight in the skies, piloting a beautifully painted miniature World War One aircraft.
adult must be present with child
F-209 - Something Else WWII (Title will change) 
Fri. 8:00:00 PM, 4 hrs, 6 players
GM: Don Hogge and the HAWKs
WWII 28mm, Rules: Battleground WWII
Operation Epsom continues.... The 6 Royal Scots Fusiliers have taken the village of St. Manvieu. The 12th SS want it back. The Scots are not inclined to agree. Fierce skirmish action ensures....who will emerge victorious.
Gamers under the age of 14 are welcome with an adult.
F-220 - Hell In The Pacific 
Fri. 8:00:00 PM, 4 hrs, 6 players
GM: Frank Chadwick and Band of Gamers
Sponsor: TOB, Prize: Yes
WWII 15mm, Rules: Men Under Fire
Somewhere in the Pacific -- Marines fight their way through jungles and up rocky mountainsides against a ferocious Japanese counterattack.  Frank Chadwick referees Test of Battle Games’ new Men Under Fire skirmish combat system on a spectacular terrain layout.
F-259 - 3rd RTR defense of Calais - the Battle of Gravelines Rd. 
Fri. 8:00:00 PM, 4 hrs, 8 players
GM: Adam Wine and NOWS
WWII 15mm, Rules: Brazen Cariots
An hour before midnight on May 23rd, 1940, the 3rd Royal Tank Regiment sent a recon squadron of tanks to reconnoiter the Route de Gravelines for a truck convoy carrying 350,000 rations for the British expiditionary Force at Dunkirk. The 3rd RTR soon ran into armored units of the 1 Panzer Division which were skirting to east of Calais. Take command of British or German troops as they slung it out in a WW2 game featuring exceptionally painted 15mm tanks and the serene farmland of northern France.
no players under 12
F-337 - "Sandscape : Revenge of the Fallen" - 2009 - Theme Game
Fri. 8:00:00 PM, 3 hrs, 8 players
GM: Brendan Watts with Edward Watts and MNA (Monday Night Adventurers)
Modern 15mm, Rules: Sandscape - Modern adaptation of Heroscape
Saddle up! Hop in your Humvees, Bradley APCs and Blackhawks as modern day cavalry joins the good Autobots to race to the Great Pyramid in Egypt and save the Earth from destruction by the evil Decepticons.
Kid (and adult Transformer fans) friendly. Helpful if kids can read simple rules.
F-180 - Ladies Only Pirate Game 
Fri. 8:00:00 PM, 3 hrs, 20 players
GM: Brian Whitaker and Woodbridge (VA) Area GamerS
Other 28mm, Rules: Home Grown
Join the rest of The Ladies in this pirate raid on Easy Pickin’s, West Caribbean.  You will lead your band as part of your ship’s crew in search of loot.  Your captain is the best but must be watched closely.  And beware of other pirate crews seeking the same thing especially the Cursed Pirate Queen.  This game is for LADIES ONLY and designed for first time miniatures players.  Experienced players are welcome.
Ladies Only Pirate Game.

Beginners welcome.
F-284 - Carnage and Glory: Dragoon vs. Dragoon 1780 - Theme Game
Fri. 8:00:00 PM, 2 hrs, 12 players
GM: Frank Luberti and New York Wargamers Association
Sponsor: Connecticut Game Club, Prize: Gift Certificate
Other 28mm, Rules: Carnage and Glory II
The Second Continental Light Dragoons, supported by General Word's Connecticut militia, plan to raid a British supply column.  But the British have Dragoons, too.  Regimental level game based upon actual events.  Novices, children with adults, rules lawyers and GMs looking for revenge welcome.  Although all players are welcome, this game is designed for those who are unfamiliar with the rules.
Kid Friendly Game.
F-289 - Chasing D'Espair in de woods 
Fri. 8:00:00 PM, 3 hrs, 8 players
GM: Eric Turner and The Rogues
Other 25mm, Rules: GAG Rules
That wily Captain of La Marine, Le Comte D'Espair has been raiding the frontier again. But now, he, and his MacAttack allies under Chief Allagog, are going to get their comeuppance! Crown Forces are hot on their trail and it looks like they will overtake them before they can escape back into Canada for the winter. Pick a side, roll some dice, push lead and have some fun.
Under 14 with an adult, please.
F-240 - "Something Fishy This Way Comes..." 
Fri. 8:00:00 PM, 3 hrs, 6 players
GM: Bob Giglio
Other 28mm, Rules: The Bootleggers by Steve Barber (modified)
Crime boss Dion O'Bannion's weekly shipments to Arkham were raided by Prohibition Agents, so he moved deliveries far out into the country to Dagon Point and the old Binkley House atop the cliff; it's perfect. Rum Runner arrives at midnight, docks, unloads bootleg, and the gang truck it back to the city - simple. But rival factions abound and weird things can happen in Lovecraft Country!
Age 15 or older; game based on horror writing of H.P. Lovecraft (you've been warned!)
F-305 - Borodino, Morning Action 
Fri. 11:00:00 PM, 4 hrs, 6 players
GM: Del and Matthew Stover with Ben Fornshell and Wednesday Night Gamers of Alexandria
Napoleonic 15mm, Rules: Tabletop Battle System
Take command of the Russian or French armies at Borodino for the morning action in this fast paced, sweeping scope, game.  Rules taught, quick and easy game play.  Game continues in Borodino, Afternoon action, but you need not attend both.
S-234 - Check Your 6 - Midway Attacked! 
Sat. 8:00:00 AM, 3 hrs, 8 players
GM: Brian DeWitt and NOVAG
WWII 1:285th, Rules: Check Your 6!
At the start of the Battle of Midway on June 4, 1942, using carrier based planes, the Japanese launched a major air attack on Midway Island.  The escorting Fighters did not stay as close to their bombers as they should have and so the Americans had a little time to attack the Bombers before engaging the Fighters.
S-247 - Verdun 
Sat. 9:00:00 AM, 5 hrs, 10 players
GM: Joe Swartz and NOWS
Sponsor: LMW Works, Prize: Yes
Ancients 28mm, Rules: modified Classical Hack
On what would be the WW I battlefield of Verdun, the Romans have built a fort for the winter. The barbarians prefer they vacation in the south. The fort is made by Acheson Creations & painted by Evil Bob Painting.
minors welcome with adult, rules taught
S-232 - Mount Badon 
Sat. 9:00:00 AM, 4 hrs, 6 players
GM: John Pope with Jim Ferich and DAWGS
Dark Ages 28mm, Rules: Hail Caesar
Racing to gather allies against the Saxons, Arthur leaves his infantry to guard his baggage and the fair Gwynefar.  Unfortunately, the Saxon Horde was a bit closer than expected.  Can Arthur make it back in time, or will the Saxons engage in the  dark age sport of pillage and plunder?  Come give the rules from Warlord Games games a try.
Adult must be present with child
S-230 - Breitenfeld, Sep 17, 1631 
Sat. 9:00:00 AM, 4 hrs, 6 players
GM: Bob Bryant
Pike and Shot 15mm, Rules: Might of Arms
The battle begins with Pappenheim's premature cavalry charge. Then it's repeated charges of cavalry and the resilience of veteran Imperialist tercios against Swedish maneuverability under the generalship of Gustavus Adolphus.
Adult must be present with child
S-225 - Northern Thunder Redux - Gadebusch 1712 
Sat. 9:00:00 AM, 6 hrs, 8 players
GM: Bill Gray
Sponsor: Age of Eagles, Prize: Order of the Pink Pansy
Age of Reason 15mm, Rules: Age of Honor (Lace Wars Fire & Fury)
Danish King Frederick IV duels Sweden's LTG Stenbock for accommodations in Strasund. Its pistol packing Kurassiers vs pike toting Swedes sporting a battlefield disposition just this side of a rattlesnake with a hangover. We even got mortars on the table! Check out the Historicon slide show of this battle via a hyperlink at http://ageofeagles.com, left sidebar, then come join the fun.
S-194 - Battle of Eggmuhl, 22 April 1809 
Sat. 9:00:00 AM, 4 hrs, 6 players
GM: Steven Gelhard and the HAWKs
Napoleonic 15mm, Rules: Shako
Charles thought he knew where Napoleon's army was.  He planned an attack with most of his Korps to envelop and destroy the French army located South of Ratisbon, Bavaria.  The problem was that the French army was not there, but Davout's corps was and it was concentrating on Rosenberg's IV Korps, forming the Southern hook of Charles' pincer.  Even worse, for Rosenberg, Napoleon was on his way there.  How long can Rosenberg hold out?
S-338 - "First Manassas for Families" - July, 1861. - Theme Game
Sat. 9:00:00 AM, 3 hrs, 8 players
GM: Brendan Watts with Edward Watts and MNA (Monday Night Adventurers)
American Civil War 25mm, Rules: "There Stands Jackson..."
Kid and family friendly introduction to wargaming the War Between the States using modified rules from Matt Fritz's Junior General website (inspired by our recent family trip to the Manassas Battlefield Park).
Kid and family friendly. Helpful if kids can read simple rules or have adult present.
S-112 - Kirbekan 10 February 1885 
Sat. 9:00:00 AM, 3 hrs, 5 players
GM: Tim Tilson
Sponsor: NOVAG & Colonial Campaigns
Colonial 25mm, Rules: The Sword and the Flame
The Sudan.  The River Column under MG Earle is on its way to capture Khorti.  However the local Mahdists under command of Amir Abd-al-Majid Nasr have taken up a strong position on Kirbekan ridge. After surveying the position, Earle orders a flanking march to clear the Mahdists away.  Will the British be able to clear the route to Khorti? This scenario is from an upcoming Colonial Campaigns book.
S-121 - Battle of Cachy - 24 April 1918 
Sat. 9:00:00 AM, 4 hrs, 4 players
GM: Jon Yuengling
WWI 15mm, Rules: Through the Mud and the Blood
On a foggy morning out side the village of Villers-Bretonneux the Assault Tank Detachment 2 is destine to engage tanks of the British 1st Battalion. This is one of the rare occurrences of tanks against tank combat in the First World War.
S-125 - Aerodrome1.1  W.W. 1 Aerial Combat 
Sat. 9:00:00 AM, 6 hrs, 10 players
GM: Richard Heffner
Sponsor: Stan Kubiak
WWI 1:72nd, Rules: Aerodrome 1.1 By Stan Kubiak
WW1 Air combat - Close to the way it was.  Simple, Intense, Bloody. Vet. or Novice - Chance, Luck or Skill. You will Live in Fame or go down in Flames. "Bennies" for combat success. Played in about 1 hour games, 10 players per, After first 2 games pilots shot down yield seat to waiting pilots (first come list). Fast, Fun, Challenging game, Victory Records kept
Beginner & female Friendly -  Rules taught on sight. Under12 By Mutual agreement between  GM & Parent.
S-153 - Napoleon in the Sand 
Sat. 9:00:00 AM, 3 hrs, 10 players
GM: Jon Lundberg
Sponsor: Brigade Games
Pulp 28mm, Rules: Home Rules
Egypt, Land of Wonders.  Advance forces for the French run into Mamelukes and British light troops.  The encounter evolves from small skirmish as more troops show up.
Adult should be present with younger players
S-184 - Look, Sarge, The French are Counter-attacking 
Sat. 9:00:00 AM, 4 hrs, 6 players
GM: Buck Surdu and the HAWKs
WWII 1:144th, Rules: Look, Sarge, No Charts: WWII
It's 1940 and the French are on the ropes.  The Germans have forced a crossing of the Meuse, but a local French commander launches a limited counter-attack to push the Germans back.  Players command battalions.  This game features no chart cards; everything you need to play is on small base labels and special dice.  Fight the game, not the rules.
Rules will be taught.  Younger players welcome with a participating adult.
S-138 - Taming the Panzers - Calais, 23 May 1940 
Sat. 9:00:00 AM, 3 hrs, 4 players
GM: Mark Stricker with Mark Fastoso
WWII 15mm, Rules: Fireball Forward
This game is a demonstration of the soon to be released "Fireball Forward" rules. It is a squad level scenario involving elements of the British 3rd Battalion Royal Tank Regiment and the 1st Panzer Division near the Channel Port of Calais in May of 1940. Can the cruiser and light tanks of the RTR stop the advance of the German panzer troops?
S-200 - Look, Sarge, It's Elsenborn Ridge 
Sat. 9:00:00 AM, 4 hrs, 6 players
GM: Dave Wood and the HAWKs
WWII 1:285th, Rules: Look, Sarge, No Charts:  WWII
Despite their initial successes, the Germans couldn't break through at Höfen, Germany, near Elsenborn Ridge.  Can they do it this time?
Younger players welcome with a participating adult.
S-204 - The Lost Legion of Venus by GASLIGHT 
Sat. 9:00:00 AM, 4 hrs, 6 players
GM: Chris Palmer and the HAWKs
Other 25mm, Rules: GASLIGHT
A French column on Venus in 1889 takes a wrong turn and finds themselves hopelessly lost in the steamy Venusian jungle.  Can they find their way back to camp, or will they fall prey to the tribes of wild Parrotmen who haunt the tangles shadows?
Children under 14 only with a playing adult.
S-170 - Compo Hill, CT, 1777 
Sat. 9:00:00 AM, 3 hrs, 6 players
GM: Kelly Marsh with Nigel Marsh
Other 28mm, Rules: Carnage&GloryII
Word has reached local Patriot forces, including Militia and Continentals that a contingent of British and Loyalists troops have come ashore close to Norwalk, CT. An impressive force has congregated close to a small McDowell farmstead at Compo Hill off the Redding Road. The British are intent on driving this force from the field, and then to march north via Redding and Ridgefield to Danbury. Will the British be forced back upon the beaches, or will the British put the McDowell farm to the torch.
S-205 - Doctor Who:  Victoria Hawkes and the Steel Menace 
Sat. 9:00:00 AM, 4 hrs, 6 players
GM: Gregory Prieb with Todd Harland-White and the HAWKs
Other 28mm, Rules: Doctor Who Miniatures Game, 2nd Ed. (modified)
There are strange happenings on the grounds of Professor Palmer's GASLIGHT Institute.  Do a trail of metal parts and a spooky graveyard hold the keys to finding the missing townspeople, hidden treasure and secret weapons?  Can intrepid adventuress Victoria Hawkes figure out the riddle before it's too late and will the Doctor and his companions arrive in time to save them all from the mysterious threat?
Kids welcome with a playing adult.
S-358 - An Unbearable Revolution 
Sat. 9:00:00 AM, 2 hrs, 4 players
GM: Sam Pfister
Other 28mm, Rules: Home Rules
A clash between armies of British and American soldiers late in the American Revolution. They meet on quite the equal ground. And did I mention they are bears? Yes, Bears will fight this battle of the American Revolution.
Game designed for kids and adults are equally welcome as well.
S-198 - Cavalry to the Rescue - Theme Game
Sat. 9:00:00 AM, 3 hrs, 8 players
GM: David Schlegel with Eric Schlegel and the HAWKs
Other 25mm, Rules: Blood & Swash
The express train with the military payroll has just left Schlegel's Gulch, but something seems amiss.  There are dust clouds fast approaching from many directions.  It seems that there are others interested in the gold.  Indians, desperados, Mexicans, deserters, outlaws and ex-Rebs are all attacking the train.  Can the cavalry arrive in time to safe the gold, and the passengers?
Younger players welcome with a participating adult.
S-245 - And the Race Is On 
Sat. 10:00:00 AM, 5 hrs, 10 players
GM: Joe Swartz and NOWS
Sponsor: LMW Works, Prize: Yes
Ancients 28mm, Rules: modified Classical Hack
Both the Romans and barbarians are out for a decisive strike on the enemys homeland, but when the morning fog breaks, both sides realize they are face to face, but headed in opposite directions
minors welcome with adult, walkups welcome, rules taught
S-218 - The Cid Returns! 
Sat. 10:00:00 AM, 4 hrs, 8 players
GM: Phil Viverito and Band of Gamers
Sponsor: LMW Works
Medieval 28mm, Rules: Knight hack
The Cid has begun to lay siege to a Moorish Alhambra and it will be up to the Moors to break the siege. The Cid as usual has enemies in front and behind but with God's help, his precious followers and a good plan the Alhambra will be returned to the King.
S-172 - Fire in the Steppe, Polish Counterattack, 1657 
Sat. 10:00:00 AM, 4 hrs, 6 players
GM: David Bonk
Renaissance 28mm, Rules: Carnage&GloryII
Polish forces are sweeping the steppe, driving the Cossacks back towards their base camps and threatening to cutoff their Turkish allies. In September, 1657 the Poles bear down on the village of Targowica where the Cossacks and Turks have stopped to reorganize and resupply.
S-356 - The Battle of Villa Costa - 1812 
Sat. 10:00:00 AM, 4 hrs, 10 players
GM: Bryan Leshinskie
Napoleonic 15mm, Rules: Napoleon's Battles
Villa Costa is a small fictitious battle set in Spain in 1812.  This meeting engagment will involve Lt. Gen. Arthur Wellesley's

Allied Army vs. The French Army of Portugal under Marshal Marmont.
S-105 - The Frontier on Fire 
Sat. 10:00:00 AM, 4 hrs, 8 players
GM: John Priest with Hunter Priest
19th Century 54mm, Rules: By the Left Flank: Skirmish Rules
The spring of 1778 and the word is out that the British with their Iroquois allies are heading for Fort Tonoloway to wipe out the rebel troops rendezvousing for a new campaign.  The fate of both forces rests in your hands.
Fast playing.  Rules taught.  Please, no children under 14 without a playing adult
S-298 - "The Angle" at Gettysburg; 3 July 1863 
Sat. 10:00:00 AM, 4 hrs, 10 players
GM: John McConnell with John Wilk and Northern Virginia Gamers (NOVAG)
American Civil War 28mm, Rules: Brother Against Brother
Long lines of gray-clad troops make their way slowly across the fields toward a small copse of trees while shells come screaming into their ranks. They need to cover ground quickly! When they get to their objective, they must drive the bluecoats off of Cemetery Hill. The defenders need to inflict enough damage to keep from reaching that goal.
Age 15 or older if not accompanied by an adult.
S-101 - Gettysburg’s East Cavalry Field - Theme Game
Sat. 10:00:00 AM, 4 hrs, 6 players
GM: Scott Mingus
Sponsor: The Johnny Reb Gaming Society
American Civil War 15mm, Rules: Johhny Reb III
On July 3, 1863, Confederate general J.E.B. Stuart clashed with Union cavalry a few miles east of Gettysburg in the largest cavalry clash on Northern soil during the entire Civil War. Union Brig. Gen. George Armstrong Custer led his Michigan Wolverines on a memorable charge. Mounted infantry with rifles, cavalry with Spencer repeaters, units with pistols and sabers, and the Boy General – this scenario has it all. Adapted from Enduring Valor: Gettysburg in Miniature.
S-288 - Ambush at Gross-Barmen (German South-West Africa, 1904) 
Sat. 10:00:00 AM, 4 hrs, 5 players
GM: Roy Jones with Eric Alvarado
Sponsor: Falcon Miniatures, Prize: Gift Certificate
Colonial 25mm, Rules: Sword and the Flame (Modified)
Ambush at Gross-Barmen (German South-West Africa, 1904)

Description: German sailors from a Naval Landing Party march through a narrow defile. The Hereros wait in ambush, hidden in the boulder-strewn hills above. They realize that the Sanitation Carriage contains more than just medical supplies (maybe even cartridges)! The Herero plan: shoot the oxen, shoot the sailors, take the Carriage! From the new scenario book "The Herero War". More at www.hererowars.com.
S-133 - The Battle of Yellowstone - Theme Game
Sat. 10:00:00 AM, 3 hrs, 10 players
GM: Eric Jacobsom
Early 20th Century 28mm, Rules: Gnome Wars
For over 30 years, the United States Cavalry were the sole protectors of one of our national treasures, Yellowstone National Park. Join the valiant men of Troop K, as they spend their days fighting against illegal poachers, loggers, miners, wayward campers, and worst of all, sheep. All of this will be done, of course, with gnomes.
Kids are welcome to play if they bring an equally enthusiastic adult.
S-276 - Bear-o-drome 
Sat. 10:00:00 AM, 3 hrs, 8 players
GM: Jim Reynolds and WNPG
Sponsor: Eureka USA, Prize: DICE
WWI 28mm, Rules: Bear-o-Drome
The Red Bearon is the scourge of the skies, but the brave pilots of the Royal Bear Corps and their allies of the Lafayette Ourscadrille Will not give up that easy.  Kids come and play with Eureka’s new Flying Bear Circus Miniatures
Kids Game
S-266 - Zeppelin Killers 
Sat. 10:00:00 AM, 3 hrs, 12 players
GM: John Stoner
WWI 1:72nd, Rules: Canvas Eagles
Four Zeppelins are returning home from a night bombing raid on London. However, foul weather has caused them to go off course and now they have been caught in broad daylight over France. French scouts have their sights set on the easy targets. Can the Zeppelins outrun them? Will German planes come to the rescue? An easy game to learn and fun to play.
Children under 12  with the help of an adult
S-175 - Trench Wars: Treat Them Rough! 
Sat. 10:00:00 AM, 3 hrs, 8 players
GM: Steve Robinson and Woodbridge (VA) Area GamerS
Sponsor: Acheson Creations
WWI 28mm, Rules: Trench Wars (modified)
Part 1- Tommy is facing the formable Hindenburg line. Can the shear bravery of Tommy and the steel behemoths punch their way through Jerry’s defenses?  Or, will a sea of wire entanglements, bunkers and non-ceasing hail of machinegun fire defeat Tommy’s juggernaut? Come and pick a side and taste once again the rotting, acidic smell of the western front.  I know for sure that lead figures do not bleed, but allot will have to wait until the afternoon to be played with again. This game is featuring terrain system designed and produced by Acheson Creations specifically for 28mm WWI games.
Beginners welcomed!
S-212 - Search for the Lost Dutchman Goldmine 
Sat. 10:00:00 AM, 3 hrs, 6 players
GM: Frank Sciulli with Glenn Kidd and Band of Gamers
Sponsor: TOB, Prize: Yes
Pulp 28mm, Rules: White Pearl Black Heart
Legend says that the Dutchman’s Lost Mine is located somewhere in the rugged Superstition Mountains east of Phoenix. The Dutchman buried it to keep his secret, and then he died, leaving only mysterious clues for others to follow. Some claim it is just a myth, while others say that it does exist. In the 1920’s several bands of adventurers converged on the Sonoran Desert with the hope of solving the mystery one way or another.
S-293 - Run to the Atlantic 
Sat. 10:00:00 AM, 4 hrs, 6 players
GM: Bob Benge and Old Dominion GameWorks
Sponsor: Old Dominion GameWorks
WWII 1:2400, Rules: General Quarters 3
The German Navy is trying to sortie  commerce raiders into the Atlantic again. The British, with the help of Ultra intel, Plan to intercept the sortie. Can they do the job or will the raiders harass the convoys to the U.K.
Rules Taught, beginners Welcome.
S-348 - Snipers-Italy 1943 
Sat. 10:00:00 AM, 4 hrs, 4 players
GM: Jim Birdseye with George Bouchard and Augusta Gamers
Sponsor: Arsenal Games, Prize: Gift Certificate
WWII 25mm, Rules: Sbipers: Duck, Dodge and Shoot
Italy 1943: your squad of dog-faces  has been ordered through a village to clear out the snipers.  This is a 25mm fast pasted skirmish game for new and old gamers, play takes 45 minutes to an hour. It is simple to play yet very challenging.
Kids are welcome in the game.  We wil play the game multiple times during the four hour blocks.
S-238 - Crush Depth 
Sat. 10:00:00 AM, 3 hrs, 5 players
GM: Bruce Schaper
Sponsor: Triangle Simulation Society
WWII 1:700, Rules: ASW3D
Take command of a single escort or U Boat. Battle is fought in three dimensions, no mapping.  Setting is at night, sea state is poor, the water’s cold, sensors are crude, weapons are devastating, and the cargo is vital. Bring your guts.  Fun, intense game.
No Kids.
S-188 - The More Things Change… 
Sat. 10:00:00 AM, 4 hrs, 8 players
GM: Geoff Graff and the HAWKs
WWII 1:2400, Rules: General Quarters 2 (Modified)
…the more they stay the same.  It's early in World War I, and the Kaiser still has faith in his navy, and lets them make aggressive sorties.  A German fleet of light ships has been lucky enough to find a lightly protected British convoy.  Will the cavalry ride over the hill in time, uhhhhhhh, will the rescue squadron steam over the horizon in time?
Younger players welcome with a participating adult.
S-141 - The Death of Michael Wittmann - Gaumesnil, 8 August 1944 
Sat. 10:00:00 AM, 4 hrs, 9 players
GM: Sean Barnett
WWII 15mm, Rules: Fireball Forward
Legendary SS panzer ace Michael Wittmann leads a German counterattack against British and Canadian armor south of Caen during Operation Totalize. Historically, such German attacks frustrated the Allied timetable for the closing of the Falaise Pocket but they cost Wittmann his life. Come play the new Fireball Forward rule set and see if history repeats itself!
Adult must be present with child.
S-280 - The Hunted: Operation Kutuzov - Russia, July 1943 
Sat. 10:00:00 AM, 6 hrs, 8 players
GM: Tony Marano with Keith Stine and Army Group York
WWII 15mm, Rules: Disposable Heroes
The 11th Guards Army is pushing towards Orel, slowly, steadily gaining ground. However, German resistance is stiffening. On the drive towards the town of Karachev, Soviet armored and motorized infantry units run into the prepared German defenses of remnants of the 53rd Army Korps and 5th Panzer Division. Who will prevail? A massive, 8 player Eastern Front brawl.
S-102 - Boots and Saddles to Bastogne - Theme Game
Sat. 10:00:00 AM, 4 hrs, 8 players
GM: Michael Bowker
, Prize: 54mm collectible figureWWII 54mm, Rules: Red, White, Blue, Yellow, Green, Black Home Rules
As Patton advanced to Bastogne the 6th Cavalry Group moved ahead and to the flanks of 4th Armored to scout out German positions and to protect the flanks.  Often these light, mobile troopers would run into heavy opposition that they were forced to fight.  This is one such fight.  Can the jeeps and light troopers defeat the Germans in the icy Ardennes?  You decide!

This game is geared toward being a fun game rather than 100% accuarate.
S-292 - Paw of the Tiger 
Sat. 10:00:00 AM, 4 hrs, 6 players
GM: Tu Tran and Old Dominion GameWorks
Sponsor: Old Dominion GameWorks
WWII 12mm, Rules: Mein Panzer
Throughout the winter of '42-'43, the Soviets launched repeated attacks to relieve the siege of Leningrad. The hard pressed Germans had to develop a trip wire defense of light local forces, backed by a "fire brigade" mobile force, which was quickly dispatched to the inevitable breakthrough sector. Such a fire brigade was the 1st Company, SS Panzer Battalion 502, with ace tanker Captain Hans Bolter, who was called upon to a halt a major Russian incursion by a full battalion of the 122nd Guards Tank Brigade
Rules Taught, beginners Welcome.
S-252 - Stukas & Sturmoviks 
Sat. 10:00:00 AM, 4 hrs, 8 players
GM: Paul Meyer and NOWS
WWII 1:144th, Rules: modiified Check you six
Opposing attack missions collide over the Russian steppe. Messerscmidts, Laggs< & Ratas strive to be both escorts & interseptors. Whose bombers will get through to their targets
minors welcome with adult, rules taught
S-149 - The Trolls Raid Brick-a-lot 
Sat. 10:00:00 AM, 2 hrs, 6 players
GM: Charles Kline
Fantasy 28mm, Rules: Home Rules
Brick-a-lot is the finest castle in all of Lego-nia, and that is why the Trolls have decided to launch a daring raid against it! Will you side with the Trolls and their "trusty" allies, or will you join the forces of Good and defend the realm against the merciless (yet not too smart) Trolls. Simple, fast rules using familiar mini-figs, suitable for young players.
Kid Friendly Game, Ages 8 - 12.
S-343 - Rescue on Crom-Burt 
Sat. 10:00:00 AM, 4 hrs, 6 players
GM: James Cromarty and Dylan Burton
SciFi 28mm, Rules: Warhammer 40K (modified)
Colonel Starken sends out a distress call to the Blood Angels. Hordes of the undead are attempting to over run his camp. Will rescue arrive in time, or will the colonel's command simply disappear.
Kids 10 and up welcome. Plenty of space marines, zombies, goblins, and surprises.
S-335 - Alamo--6 March 1836--Unsought Glory!!!! - Theme Game
Sat. 10:00:00 AM, 7 hrs, 8 players
GM: Lee Burger with Ed Miller
Other 54mm, Rules: Home
Defend the Alamo with Crockett,Bowie,Travis!
not recommended for kids
S-294 - Marines in a New Jersey Woods 
Sat. 10:00:00 AM, 4 hrs, 6 players
GM: Don Carter and Old Dominion GameWorks
Sponsor: Old Dominion GameWorks
Other 15mm, Rules: American Battlelines
General Washington in an attempt to capture supplies has invaded New Jersey. Having stopped the British at Assunpink creek, he slips away from them and heads toward Princeton. While in route, he meets British troops in route to support the main army.
Rules Taught, beginners Welcome.
S-324 - 2nd Battle of the Revolution, Chelsea Creek 27May1775 
Sat. 10:00:00 AM, 4 hrs, 6 players
GM: Josh Osgood with Van Osgood and Reading Area Wargamers
Sponsor: RAW
Other 28mm, Rules: Homebrew with Simultaneous movement
After Lexington & Concord the British needed livestock and hay. Stark's 1st NH were sent to Hog & Noddle Islands to remove them. Spotting burning hay the British sent ships, boats and marines to the area. Action occurs on land and Sloop HMS Diana gets into trouble.
S-319 - Ortilano's Stand: Mabatang, January 11, 1942 
Sat. 11:00:00 AM, 3 hrs, 6 players
GM: Randall Case
WWII 15mm, Rules: Ambush Alley's Force on Force
After weeks of retreat, American and Filipino troops under General MacArthur have finally reached their last line of defense:Bataan!  The men defending the Abucay Line are tired, and hungry, however they are ready to make a final stand and make the Japanese pay.  Only PFC Ortilano and his fellow, American led, Philippine Scouts stand between the eager Japanese and victory in the Philippines.
No experience with Force on Force is needed.  Older kids with adults are okay.
S-321 - Meeting engagement in Southern Russia 1942. 
Sat. 11:00:00 AM, 4 hrs, 6 players
GM: Tony Mazzo with Chad Zaebe and Reading Area Wargamers
Sponsor: RAW
WWII 1:285th, Rules: Challenger XXI "Skirmish"
Elements of a German infantry battalion driving toward Stalingrad are met by elements of a Russian infantry battalion performing a rare counter attack.
S-316 - Kaiju Kaos: Clash of the Colossals 
Sat. 11:00:00 AM, 3 hrs, 8 players
GM: Bryan Borgman
Sponsor: Bailey Records
SciFi 28mm, Rules: Kaiju Kaos - The Miniatures Game
Calling all Kaiju fans! Ever wonder what a battle between Godzilla, Cthulhu, a 5-Headed Dragon, and 5 other colossal monsters would look like? Play Kaiju Kaos - a new 28mm-scale skirmish game featuring familiar and original 12" tall monsters. Everything necessary to play is provided.
All models, terrain, stats, 10-sided dice, & tape measures provided. Just show up, learn, play, and Clash! Recommended for ages 8 and above.
S-311 - The Kittanning Raid 
Sat. 11:00:00 AM, 5 hrs, 7 players
GM: Brad Pflugh with Bill Starmer
Other 28mm, Rules: This Very Ground Modified
September 1756, Colonel Armstrong leads a daring raid into Western Pennsylvania to deal an Indian village a crippling blow in retaliation for recent raids in the countryside.   Some modifications to TVG per the size of the event, rules will be taught.  Skirmish level man-to-man action.
Please no children.
S-131 - Battle of Beachy Head - 30 June 1690 
Sat. 12:00:00 PM, 7 hrs, 17 players
GM: Stanley Sunderwirth
Age of Reason 1:2000, Rules: Victory Under Sail
An Anglo-Dutch fleet of 56 ships of the line (SOL) under Admiral Arthur Herbert, Lord Torrington,  is surprised by a French fleet of 68 SOL under the Comte de Tourville in the English Channel.  Queen Mary ordered Torrington to attack the French regardless of the odds, resulting in his defeat and French control of the Channel.  Players control squadrons  in a game with few charts and lots of dice.
Rules taught
S-114 - Leipzig: Southern Front 
Sat. 12:00:00 PM, 5 hrs, 8 players
GM: Tony Figlia
Napoleonic 10mm, Rules: Shako II
Dawn 16 October 1813, Napoleon’s only chance for victory to defeat the combined allied armies.

Napoleon’s forces are arrayed from Wachau to Klein Posna with an almost 2:1 advantage.

The allies are advancing in four columns.

 What will Napoleon do?
S-224 - Sudden Storm - IJN v USN 1937 - The clash of the battlefleets 
Sat. 12:00:00 PM, 4 hrs, 10 players
GM: Robert Henderson with William Hagerman
Sponsor: ODGW
Inter-War 1:6000th, Rules: General Quarters 3 - Sudden Storm
Using the OOB from the newly released General Quarters 3 Sudden Storm Campaign, the USN and IJN square off in the waters around Wake Island. Cruisers and destroyers clash while carrier task forces with biplanes attempt to establish scouting dominance.
S-124 - Aerodrome® 2.0 - WW2 Aerial Combat 
Sat. 12:00:00 PM, 5 hrs, 15 players
GM: Stanley Kubiak
Sponsor: Aerodrome Aerial Combat Games, Prize: Wings and Medals
WWII 1"144th, Rules: Aerodrome 2.0 WW2 Aerial Combat Game
World War 2 in the Pacific! Torpedoes in the water! Bombs! Flaming Betty's! Kamikazes! Attack or defend a USN invasion fleet using Aerodrome 2.0 and its Naval Air Combat rules! Players control Japanese torpedo bombers, dive bombers or fighters, fighting to sink the task force or USN fighters fighting to defend it. Everything provided, rules will be taught. Wings and medals for victories and valor.
Spouse & Female Friendly Game. Under age 15 only with playing adult.
S-270 - On the Flanks of Stalingrad - December 1942 
Sat. 12:00:00 PM, 3 hrs, 8 players
GM: Mike Proctor with Matt Fridirici and Lehigh Vlaaey Legion
WWII 15mm, Rules: Flames of War
The Romanian 3rd Army tries to hold back the Soviet 21st Army in December of 1942. How much of the Romanian army will survive the deadly Soviet counter attack as another nail is put in the coffin of the German army at Stalingrad.
Newcomers welcome, rules will be taught.
S-243 - Battletech: Grinder 1 
Sat. 12:00:00 PM, 3 hrs, 8 players
GM: Dave Yingling
Sponsor: Catalyst Game Labs, Prize: Certificates
SciFi 1:285th, Rules: Total Warfare
The Grinder is a free for all Battletech Demo game where new (or returning) players will be taught using the Introductory Rules. You start out with a Light Mech and as you die, you advance up to the next weight class.  The game will be using miniatures from Iron Winds Metals beginner sets and other Mechs from the Battletech line.
Next to table with 1PM and 6PM Battletech games
S-135 - Battle of Loigny-Poupry, Dec. 2, 1870 
Sat. 1:00:00 PM, 4 hrs, 9 players
GM: David Rollins
19th Century 15mm, Rules: On to Paris-FPW version
Franco-Prussian War. The French Army of the Loire is ordered to sweep aside the blocking Prussian/Bavarian Army and open the road to Paris. Fast, fun, easily learned set of rules. Manuever elements are battalions and each player will control a division. Come play this exciting period!
No one under age of 16!
S-308 - You'd be a fool to leave Kabul 
Sat. 1:00:00 PM, 4 hrs, 6 players
GM: Ben Fornshell with Brian Kelley and Wednesday Night Gamers of Alexandria
19th Century 25mm, Rules: Tabletop Battle System
Join us for this daring Pashtun raid on an East India Company supply run on the Northwest frontier.  Play as the supply wagons desparately trying to reach the protection of the fort, or as the Afghans, bent on driving them from their lands.
S-359 - Italy 44 
Sat. 1:00:00 PM, 5 hrs, 8 players
GM: Thomas Harris and Band of Gamers
Sponsor: TOB, Prize: TBA
WWII 20mm, Rules: Command Decision
It’s the summer of 1944 and the breakout from the Gustav Line and the Anzio beachhead has allowed the Allies to leap up the Italian peninsula.   Up until recently the Germans have pretty much been running, but now it appears that they are deploying rear guards to slow up the Allied advance.   Today's Allied objective is a peaceful Italian valley noted since Roman times for its fine wines.   20mm Command Decision.  4-8 players. 12x6 table.
S-336 - The Battle for Hardt - June, 1945 
Sat. 1:00:00 PM, 4 hrs, 9 players
GM: Paul Kramer with Eric Jala
WWII 20mm, Rules: Disposable Heroes/CFSB - WWII skirmish rules
Classic infantry battle! Crack German paratroops defend the village of Hardt, a much larger US force must punch through and take the village.  It's numbers and boldness versus the Germans' intense firepower and prepared defense.  A bit of armor may appear, but you must conduct a determined, two-pronged assault, or, maintain a focused, responsive defense. Troops clash early and it will be bloody!
S-241 - Battletech: King of the Hill 
Sat. 1:00:00 PM, 4 hrs, 8 players
GM: Mark Yingling
Sponsor: Catalyst Game Labs, Prize: Certificates
SciFi 1:285th, Rules: Total Warfare
Who will be crowned the King of the Hill. Each player will select a Mech and depending on the BV2, it will determine their G/P Skill. Players can earn and lose points based on events each turn. Whoever has the the highest points at the end of the game will win.
Next the Grinder Table
S-137 - War Rocket - Rocket Graveyard 
Sat. 1:00:00 PM, 3 hrs, 4 players
GM: Mark Stricker with Jeff Pfaffmann
Sponsor: Hydra Miniatures, Prize: Sample Packs of Hydra Miniatures
SciFi 6mm, Rules: War Rocket
Come play a space battle in the atomic age using Hydra Miniatures' Pulp SciFi "War Rocket" rules. In this scenario, a powerful alien artifact has been detected in a debris-filled rocket graveyard. Be the first fleet to recover the talisman of the ancient ones and escape to your home world. Players may bring their own War Rocket fleet (200 points) or borrow one from the Hydra team.
S-178 - Cog Wars 
Sat. 2:00:00 PM, 3 hrs, 12 players
GM: Brian Whitaker and Woodbridge (VA) Area GamerS
Sponsor: Merrimack the Old Glory Shipyard, Prize: Merrimack the Old Glory Shipyard
Dark Ages 15mm, Rules: Cog Wars
Men in armor fighting on ships that sink.  Go figure!  Be the captain of your own cog.  Defend the high seas in a most seaworthy vessel.  Beginners are welcome.
Beginners & cabin boys and girls welcome
S-264 - The Battle of Bouvines - 27 July 1214 
Sat. 2:00:00 PM, 4 hrs, 6 players
GM: Jon Coulter
Sponsor: Aide de Camp Books
Medieval 25mm, Rules: Day of Battle
The French King Phillip takes on the English King John (of Robin Hood fame) and rebel French barons for control of Normandy. 

John has support from The Holy Roman Emperor who hopes to take Phillip down a lance or two.  

Forces will include knights, Crossbows and Pikes and of course "the dreaded English Longbow".
Children under 13 are welcome if playing with an adult as a team
S-352 - Welcome to Marlborough Country - War of Spanish Succession 
Sat. 2:00:00 PM, 4 hrs, 8 players
GM: Joseph Alexander with Mark Edgerton and Ambler Gamers
Age of Reason 28mm, Rules: Home Rules: Marlborough's Fury
Over 1500 beautifully painted 28mm figures have it out in a fictional battle set in the War of Spanish Succession.  Try your hand commanding the French and their Bavarian allies or the British and their Dutch friends as both sides try to seize the day!  Easy to learn, quick to play, home rules guarantee that everyone will have  fun and exciting game.
adult must be present with child
S-169 - The Battle of Albuera, 1811 
Sat. 2:00:00 PM, 6 hrs, 8 players
GM: Nigel Marsh with John Snead
Napoleonic 28mm, Rules: Carnage&GloryII
The Allied armies are determined to defeat any attempt to relieve the French defenders of the fortress of Badajoz, and Beresford has successfully joined forces with Blake in the vicinity of Albuera. The French commanded by Marshal Soult are equally determined to defeat these British, Portuguese and Spaniards opening the road to Badajoz. Soult is somewhat outnumbered, but only one-third of the allied forces are British, he is confident in the abilities of the men in his command.
S-132 - Battle fo the Nile 
Sat. 2:00:00 PM, 3 hrs, 6 players
GM: Paul Trainor with Paul Trainor Jr.
Napoleonic 1:2400, Rules: Home Ruyes
Nelson finds the French Fleet after Napoleon has landed in Egypt. Short,Simple and Fun Naval Game. Will Napoleon's army be trapped in Egypt or will the French Fleet escape? Novices welcome. Children under 14 with playing adult please. Rules will be provided and explained at the game.
S-332 - Maneaters on the Prowl! 
Sat. 2:00:00 PM, 4 hrs, 12 players
GM: Howard Whitehouse
Sponsor: Brigade Games/Rattrap Publications
Colonial 28mm, Rules: "Mexican Jack's Guide to Big Game Hunting"
In Victorian Africa a wager is made between gentlemen hunters that the man who bags the most lions in a day wins a prize of completely inconsequential value. Out on the veldt, drunk at seven in the morning, our valiant hunters and their nervous bearers find out how hard this is to accomplish when the lions refuse to cooperate. A Mexican Jack Squint Production!
S-341 - "Holiday in Zululand" -South Africa, 1879 
Sat. 2:00:00 PM, 4 hrs, 8 players
GM: Jeff Simpson with Edward Watts and MNA (Monday Night Adventurers)
Colonial 15mm, Rules: "The Sword & the Flame / 800 Fighting Englishman"
Teens, kids with adult supervision or TSATF experience.
S-127 - Kynphausen's Assault; The opening attack at Brandywine Creek 11 Sept 1777 28mm American Rev War. 
Sat. 2:00:00 PM, 4 hrs, 10 players
GM: Ronald Bingham and Battle Barn Games
Colonial , Rules: Black Powder
This Black Powder game is based on the battle of Brandywine. On the morning

11 September 1777, The Hessian general, MG Kynphausen, opened the attack on American forces defending Brandywine Creek. This action was meant to hold the rebels in place while MG Howe's marched north to attack General Washington's flank. It soon turned into a slug match along Brandywine Creek.

This scenario will use Black Powder rules along with special scenario rules
No players under 16yrs
S-226 - Secret Science Test Arena 
Sat. 2:00:00 PM, 3 hrs, 6 players
GM: Bob Charrette
Sponsor: Parroom Enterprises, Prize: VA
Victorian Science Fiction 28mm, Rules: Secret Science
Automatons! Landships! Dinosaurs! Mind-controlled minions! And maybe a few zombies! It's competitive Mad Science in action in this playtest/introduction to Parroom Enterprises' Secret Science rules.  Who's the real genius here?
Over 13 please.
S-176 - Trench Wars: Treat Them Rough! 
Sat. 2:00:00 PM, 3 hrs, 8 players
GM: Steve Robinson and Woodbridge (VA) Area GamerS
Sponsor: Acheson Creations
WWI 28mm, Rules: Trench Wars (modified)
Part 2- Tommy is facing the formable Hindenburg line. Can the shear bravery of Tommy and the steel behemoths punch their way through Jerry’s defenses?  Or, will a sea of wire entanglements, bunkers and non-ceasing hail of machinegun fire defeat Tommy’s juggernaut? Come and pick a side and taste once again the rotting, acidic smell of the western front.  I know for sure that lead figures do not bleed, but allot will have to wait until the afternoon to be played with again. This game is featuring terrain system designed and produced by Acheson Creations specifically for 28mm WWI games.
Beginners welcomed!
S-202 - Look, Sarge, the Americans are Landing in France 
Sat. 2:00:00 PM, 4 hrs, 6 players
GM: Sam Fuson and the HAWKs
WWII 20mm, Rules: Look, Sarge, No Charts:  WWII
Coast of Southern France, Americans vs. Germans.
Younger players welcome with a participating adult.
S-272 - Hold the Line, Boys! 
Sat. 2:00:00 PM, 4 hrs, 6 players
GM: Jerry Frazee
WWII 15mm, Rules: Fireball Forward
11 July 1944, 0200hrs, le Rocher, north of Hauts Vents 

In the early morning hours the 1st Battalion of the 901st, 

supported by Mark IV panzers, launched a counterattack north of 

the tactically important ridge of Haut Vents.  The blow would fall on the American front line positioned around the farm of le Rocher. The Germans desperately needed to break through American lines before daybreak!
S-281 - Kongo and Haruna vs. Prince of Whales and Repulse 
Sat. 2:00:00 PM, 4 hrs, 8 players
GM: John Gordon
WWII 1:1200, Rules: Seekrieg V
Bad weather has grounded the Japanese Navy's aircraft based near Saigon. Now, the British force Z is closing in on the Japanese transports anchored off southern Thailand. Standing in their path is Admiral Kondo's battleship division.
S-181 - Ride of the Wielkopolska Brigade: September 14, 1939 
Sat. 2:00:00 PM, 4 hrs, 6 players
GM: Duncan Adams and the HAWKs
WWII Micro Armor, Rules: Command Decision: Test of Battle
The Polish counterattack of September 9th, initially successful, has been contained by the Germans. By the 14th the Poles are down to their last chance to disrupt the German tide before numbers tip the balance forever. Ride with the Panzers or lead a Polish cavalry brigade against the tanks. But don't bring your lance -- that's a myth.
Gamers under the age of 14 are welcome with an adult.
S-201 - Look, Sarge, It's Bastogne 
Sat. 2:00:00 PM, 4 hrs, 6 players
GM: Dave Wood and the HAWKs
WWII 1:285th, Rules: Look, Sarge, No Charts:  WWII
Can elements of General Patton's 4th Armored Division break through to Bastogne or can the Germans prevent the relief of the 101st.
Younger players welcome with a participating adult.
S-177 - Mayhem Along the Border 
Sat. 2:00:00 PM, 3 hrs, 10 players
GM: Mark Young with Matt Pierce and Woodbridge (VA) Area GamerS
Modern 28mm, Rules: Home Grown
Mayhem Along the Border:  The Afghanistan-Pakistan border is a haven for malcontents, criminals, and terrorists.  Can the U.S. Marines, Special Forces, and the DEA bring some order to a bizarre border bazaar?
Beginners welcomed!
S-269 - Dancing with Gemayel - Lebanon 1982 
Sat. 2:00:00 PM, 4 hrs, 6 players
GM: Mark Kinsey with John Yuengling
Modern 15mm, Rules: Ambush Alley
A sweep and clear operation in the streets of Southern Beirut, Lebanon in 1982. Israelis vs. PLO. Time permitting 2 scenario variants will be played during the 4 hour time slot.
S-278 - Santa Wars VII: "Good vs. Evil" 
Sat. 2:00:00 PM, 3 hrs, 5 players
GM: Shawn Reis with Mindy Robins-Reis and WNPG
, Prize: Lego MinisModern 28mm, Rules: SSIMU
"Twas 2 months before Christmas and at the North Pole the sirens are wailing,  there's blood in the snow."  Help Santa save the day from his Brother Bob and his "Minions of Evil". Take control of the Reindeer Air Force, the Penguin Swat team or another one of the Special Christmas Tactical units.  Will this be the end of Christmas or will you have what it takes to stop the Invasion?  Ho Ho Bo.
Kids Game
S-260 - Battle Lore Epic:  Battle of the Fall! 
Sat. 2:00:00 PM, 4 hrs, 8 players
GM: Mike Panko with Richard Borg
Fantasy 15mm, Rules: Battle Lore Epic
The Kingdom of Lionheart is celebrating the Fall Feasting holiday as a massive Goblinoid invasion sweeps out of the Eastern wilderness.  The Horrific Horde rushes onto the thinly guarded Golden Heights and while the desperate defenders struggle to stop them, King Richard of Lionheart leads reinforcements to the save the Kingdom.  Take command and decide the outcome during the Battle of the Fall!
All Welcome - kids under 10 accompannied by adult
S-206 - Doctor Who:  Victoria Hawkes and the Steel Menace 
Sat. 2:00:00 PM, 4 hrs, 6 players
GM: Gregory Prieb with Todd Harland-White and the HAWKs
Other 28mm, Rules: Doctor Who Miniatures Game, 2nd Ed. (modified)
There are strange happenings on the grounds of Professor Palmer's GASLIGHT Institute.  Do a trail of metal parts and a spooky graveyard hold the keys to finding the missing townspeople, hidden treasure and secret weapons?  Can intrepid adventuress Victoria Hawkes figure out the riddle before it's too late and will the Doctor and his companions arrive in time to save them all from the mysterious threat?
Kids welcome with a playing adult.
S-189 - Look, Sarge, It's the Largest Cavalry Battle of the Civil War - Theme Game
Sat. 3:00:00 PM, 3 hrs, 4 players
GM: James (Tank) Nickle with Eric Schlegel & Kurt Schlegel and the HAWKs
American Civil War 10mm, Rules: A Union So Tested (Look, Sarge, No Charts ACW)
Sheridan's cavalry is raiding against the Virginia Central Railroad during the 1864 Overland campaign.  Wade Hampton's cavalry intercepted them at Trevilian Station, leading to the largest all cavalry battle of the American Civil War
Younger players welcome with a participating adult.
S-299 - "The Angle" at Gettysburg; 3 July 1863 
Sat. 3:00:00 PM, 4 hrs, 10 players
GM: John Wilk with John McConnell and Northern Virginia Gamers (NOVAG)
American Civil War 28mm, Rules: Brother Against Brother
Long lines of gray-clad troops make their way slowly across the fields toward a small copse of trees while shells come screaming into their ranks. They need to cover ground quickly! When they get to their objective, they must drive the bluecoats off of Cemetery Hill. The defenders need to inflict enough damage to keep from reaching that goal.
Age 15 or older if not accompanied by an adult.
S-221 - Hell In The Pacific 
Sat. 3:00:00 PM, 4 hrs, 6 players
GM: Frank Chadwick and Band of Gamers
Sponsor: TOB, Prize: Yes
WWII 15mm, Rules: Men Under Fire
Somewhere in the Pacific -- Marines fight their way through jungles and up rocky mountainsides against a ferocious Japanese counterattack.  Frank Chadwick referees Test of Battle Games’ new Men Under Fire skirmish combat system on a spectacular terrain layout.
S-318 - Samar with a Twist 
Sat. 3:00:00 PM, 6 hrs, 12 players
GM: Jay Wissmann
WWII 1:2400, Rules: Command at Sea
Yes, it is Kurita vs Oldendorf; but I have a twist for the participants. I am going to highlight/playtest a revision to the damage module that Chris has been working on.  Come and help evaluate whether the revision is going to see the light of day.
S-244 - Battletech: Grinder 2 
Sat. 3:00:00 PM, 3 hrs, 8 players
GM: Bethany Yingling
Sponsor: Catalyst Game Labs, Prize: Certificates
SciFi 1:285th, Rules: Total Warfare
The Grinder is a free for all Battletech Demo game where new (or returning) players will be taught using the Introductory Rules. You start out with a Light Mech and as you die, you advance up to the next weight class.  The game will be using miniatures from Iron Winds Metals beginner sets and other Mechs from the Battletech line.
Next to table with 1PM and 6PM Battletech games
S-304 - Sunder the Stars: Fleet Battle 
Sat. 3:00:00 PM, 4 hrs, 8 players
GM: Allen Hayden
SciFi Fleet Scale, Rules: Sunder the Stars
Space fleets clash for dominance in the Sunder the Stars universe! Why micromanage a single ship when you may command many? This session will introduce the rules to new players. All will be provided. Experienced players are more than welcome.
No players under 18, please
S-351 - RAID ON HELL'S FRINGE--Ingalls, OK, Sept 1st, 1893 
Sat. 3:00:00 PM, 4 hrs, 10 players
GM: Douglas Lipton with Joe Seliga and NJMS
, Prize: TBAOther 30mm, Rules: Posse vs Desperados
In 1893, Ingalls was taken over by remnants of outlaw gangs-e.g., the Daltons, as a base for their train, stage and bank robberies, and the town benefited from their ill-gotten gains. A posse of US Deputy marshals was formed by a new Chief Marshal under orders by President Cleveland, to take it back from the outlaws-dead or alive. You are there in a 30mm replica of the town. Fast and furious fun.
Ideal fun for dads and their teens and kids ten and up to play together
S-145 - Gnome Wars: Stop That Train! - Theme Game
Sat. 3:00:00 PM, 4 hrs, 6 players
GM: Jim Stanton with Steven Stanton and Stout Gnomes
Sponsor: Brigade Games, Prize: Gnomes!!!
Other 28mm, Rules: Gnome Wars
The US Cavalry needs to protect a train leaving a remote station just inside Yellowstone National Park. Will the Yellowstone Special, carrying visiting dignitaries, gold for the payroll, and animals headed to various zoos, make it out of the park? Or will various bands of raiders get their quarry off of the train?
Players bringing a painted unit of gnomes from Brigade Games do not have to preregister. No special or heavy weapons for this game. No one under 14 without a playing adult.
S-154 - Napoleon in the Sand 
Sat. 4:00:00 PM, 4 hrs, 10 players
GM: Jon Lundberg
Sponsor: Brigade Games
Pulp 28mm, Rules: Home rules
Egypt, Land of Wonders.  Advance forces for the French run into Mamelukes and British light troops.  The encounter evolves from small skirmish as more troops show up.
Adult should be present with younger players
S-349 - Snipers-Italy 1943 
Sat. 4:00:00 PM, 4 hrs, 4 players
GM: Jim Birdseye with George Bouchard and Augusta Gamers
Sponsor: Arsenal Games, Prize: Gift Certificate
WWII 25mm, Rules: Sbipers: Duck, Dodge and Shoot
Italy 1943: your squad of dog-faces  has been ordered through a village to clear out the snipers.  This is a 25mm fast pasted skirmish game for new and old gamers, play takes 45 minutes to an hour. It is simple to play yet very challenging.
Kids are welcome in the game.  We wil play the game multiple times during the four hour blocks.
S-297 - Race 
Sat. 4:00:00 PM, 4 hrs, 6 players
GM: Michael Moran and Old Dominion GameWorks
Sponsor: Old Dominion GameWorks
WWII 12mm, Rules: Mein Panzer
The Russians and Germans have fought to a standstill on the Eastern front.  Both sides are limited to light tanks because of a lack of fuel. One lone fuel dump resides in the territory.  Each side strives to retrieve enough fuel to power their heavy tanks.  Race to the fuel yard, get fuel, and bring your heavy tanks to the fight.
Rules Taught, beginners Welcome.
S-296 - Berlin Brigade 
Sat. 4:00:00 PM, 4 hrs, 6 players
GM: Kenny Noe and Old Dominion GameWorks
Sponsor: Old Dominion GameWorks
Modern 12mm, Rules: Mein Panzer
"East German Authorities (at Khrushchev’s suggestion) begin to erect a wall to deter aggression from the West.  This escalation of tensions was yet another move in the Cold War Chess game played about between the superpowers.  Stand-offs at Checkpoint Charlie other crossing between the east and west brought men and material face to face and muzzle to muzzle, what happens when the boiling point explodes?  This is a hypothetical scenario based on an actual event. Berlin was divided, however a junior officer (does the side really matter?) commits a mistake and forces engage each other in a deadly dance of military precision. The Commander of the forces garrisoned in Western Berlin attempts a daring escape west.  This scenario has the Allies withdrawing from Berlin, from superior forces, as they are practically surrounded. The Berlin Brigade has been on a fast march, stopping occasionally to fight a delaying action. They have stopped late in the evening for a short respite at a small village, with hopes of meeting a friendly force tomorrow. Come play Mein Panzer and pick your side!  Choose the East German and Soviet hoard or the Allied forces fighting desperately to survive deep in “Indian County”
Rules Taught, beginners Welcome.
S-295 - Encounter in Old Mexico 
Sat. 4:00:00 PM, 4 hrs, 2 players
GM: Don Carter and Old Dominion GameWorks
Sponsor: Old Dominion GameWorks
Other 25mm, Rules: American Battlelines
While on a recon mission in front of a proposed US attack, the US recon force runs into force of Mexican troops.
Rules Taught, beginners Welcome.
S-219 - The Cid Returns! 
Sat. 5:00:00 PM, 4 hrs, 8 players
GM: Phil Viverito and Band of Gamers
Sponsor: LMW Works
Medieval 15mm, Rules: Knight hack
The Cid has begun to lay siege to a Moorish Alhambra and it will be up to the Moors to break the siege. The Cid as usual has enemies in front and behind but with God's help, his precious followers and a good plan the Alhambra will be returned to the King.
S-106 - The Frontier on Fire 
Sat. 5:00:00 PM, 4 hrs, 8 players
GM: Hunter Priest with John Priest
19th Century 54mm, Rules: By the Left Flank: Skirmish Rules
The spring of 1778 and the word is out that the British with their Iroquois allies are heading for Fort Tonoloway to wipe out the rebel troops rendezvousing for a new campaign.  The fate of both forces rests in your hands.
Fast playing.  Rules taught.  Please, no children under 14 without a playing adult.
S-273 - Assault on Valkenburg airfield,  1940 
Sat. 5:00:00 PM, 5 hrs, 6 players
GM: Peter Landry with Michael Sincavage
WWII 15mm, Rules: Battlefront WWII
The Dutch knew it was war as the rumble of aircraft grew over the border. German bombers, strafing fighters and then fallschimjaegers appeared at 4:15am. If the initial German force could secure the airfield transports would land more troops, so the Dutch defenders could not lose the airfield!

Defend the Dutch homeland or fall from the sky and lead the assault on fortress Holland!
Rules will be taught, under 15 accompanied by an adult.
S-251 - STARBLAZERS - ASTEROIDS!! 
Sat. 5:00:00 PM, 5 hrs, 8 players
GM: Paul Meyer and NOWS
SciFi 1:2000th, Rules: modified Knighthaks
It's not the video game, it's a battle set in the Starblazers universe where light cruisers, destroyers, scouts, & fighters slug it out in an enviroment that is as dangerous as the enemy.  Big ships, BIG ROCKS, big explosions & big fun!
minors welcome with adult, rules taught
S-327 - Vlad Tepish vs the Sultan 
Sat. 6:00:00 PM, 4 hrs, 6 players
GM: George Hunsicker and Reading Area Wargamers
Sponsor: RAW
Ancients 15mm, Rules: Ancient Warfare
Will Vlad pull the Sultan's beard or wind up with his head on a pole?
S-163 - The Battle of Prairie Grove - December 7, 1862 
Sat. 6:00:00 PM, 5 hrs, 6 players
GM: Richard Hasenauer
Sponsor: Fire and Fury Games
American Civil War 15mm, Rules: Regimental Fire and Fury
Confederate General Thomas Hindman with an army of 11,000 men, marched in winter through the mountains of Northwest Arkansas, in an attempt to place his army between two smaller Union forces under Generals Francis Herron and James Blunt. The Union army barely managed to unite on the battlefield, in one of the hardest fought battles of the Civil War.
S-222 - Gettysburg, East cavalry field, July 3, 1863 - Theme Game
Sat. 6:00:00 PM, 4 hrs, 7 players
GM: Dan Stokes with Tim Stevens & Patrick Mazingo and Mason Dixon Gaming Group
Sponsor: Your Hobby Place, Martinsburg  WV
American Civil War 10mm, Rules: Fire and Fury Regimental
The East Cavalry Field fighting was an attempt by Maj. Gen. J.E.B. Stuart's Confederate cavalry to get into the Federal rear and exploit any success that Pickett's Charge may have generated. Union cavalry under Brig. Gens. David McM. Gregg and George Armstrong Custer repulsed the Confederate advances. Refight the battle with over 200 stands of cavalry.
S-166 - The Sound of Silence, Battle of Iuka 1862 
Sat. 6:00:00 PM, 4 hrs, 6 players
GM: Tom Cusa
American Civil War 15mm, Rules: Carnage&GloryII
In an effort to crush half the Confederate army in Mississippi, Grant has divided his Army.  As soon as Rosecrans makes contact the rest of the army will advance
S-228 - The Conqueror Worm: Battle of Tobansoor, Mars, 1889 
Sat. 6:00:00 PM, 4 hrs, 8 players
GM: Jeff Wasileski
Victorian Science Fiction 28mm, Rules: Battles by GASLIGHT Modified
In the universe of Space 1889, the last great native Martian state, the Tossian Empire, is wracked by a rebellion of the Death-worshipping Worm Cultists.  In desperation, the Emperor turns for aid to the Earthlings and their wondrous new technology.  Can this Ancient Empire be saved by the likes of Chinese Gordon, Thomas Edison, and that great action hero, William R. Shafter?
S-315 - Wings of War: Balloon Busting 
Sat. 6:00:00 PM, 3 hrs, 10 players
GM: Jeff Moellman and Northern Virginia Gamers (NOVAG)
WWI 1:144th, Rules: Wings of War: Balloon Busters
In August 1917, German pilots take to the skies over Belgium during the Third Battle of Ypres.  To blunt the British-led offensive, German pilots attack a series of observation balloons directing the Entente artillery batteries. Join us in a swirling fight in the skies, piloting a beautifully painted miniature World War One aircraft.
adult must be present with child
S-211 - V-for-Vamoose 
Sat. 6:00:00 PM, 4 hrs, 4 players
GM: Bruce Kohrn and the HAWKs
Sponsor: Martin Fenelon, Luftwaffe 1946
WWII 1:300, Rules: Luftwaffe 1946
In the chaos of impending defeat, expediency leads to strange alliances as various groups plan their escape. A formation of FW-287s with a jet escort is making a break for Scandinavia. Less enlightened fanatics have uncovered the plot in time to overtake the laden bombers. Each player (and even some individual pilots) will have their own agendas.
Rules will be taught.  Children with adult co-pilots are welcome.
S-334 - Butler's last stand - Theme Game
Sat. 6:00:00 PM, 3 hrs, 6 players
GM: Vittorio Magazzeni with Anthony Magazzen and The Rogues
, Prize: self esteem awardWWII 1:285th, Rules: Flames of war
Gen Butler was tasked to stop German forces reinforcing the Anville Dragoon bridgehead.

You ncan be the German' coming or Butler. Can you stop them like Butler did?
kid friendly but some understanding of the rules a plus
S-330 - WW3 in Germany 
Sat. 6:00:00 PM, 4 hrs, 6 players
GM: Chad Zerbe with Tony Mazzo and Reading Area Wargamers
Sponsor: RAW
Modern 1:285th, Rules: Challenger XXI
Continueing scenerio from Cold Wars the Russians have broken throughf but the West Germans blunted the Attack and our going to counter attack. Come see if the German tanks can continue to slow the Russinas or if the Russians will continue there thrust into German What if WW3 1985
S-255 - Confrontation 
Sat. 6:00:00 PM, 4 hrs, 6 players
GM: Rich McGuire and NOWS
Fantasy 28mm, Rules: Confrontation
Confrontation using a combination of 1st & 2nd ed rules. A fantasty skirmish game by RAKM. Metal figures will be used, not the pre-painted plastics that came out for 4 th edition. Small scale game with factions 50-100 points. Opposing sides will be point balanced, but factions vary.If you bring your own faction use the full point costs listed on the cards as per 1st edition rules, since all special abilities & magic will be used.
rules will be taught, this game will be right outside the Cornwall room
S-242 - Battletech: Poker Run 
Sat. 6:00:00 PM, 4 hrs, 8 players
GM: Scott Davis
Sponsor: Catalyst Game Labs, Prize: Certificates
SciFi 1:285th, Rules: Total Warfare
Poker Run is Battletech meets Poker with a bit of a twist. Each player will select a Mech and depending on the BV2, it will determine their G/P Skill. Players can earn and lose cards based on events each turn. Whoever has the best hand at the end of the game will win.
Next the Grinder Table, same table as 1 PM game
S-186 - The HAWKs' 1000: A Great Race Extravaganza 
Sat. 6:00:00 PM, 5 hrs, 24 players
GM: Buck Surdu with Chris Palmer, Don Hogge & Todd Harland-White and the HAWKs
Other 25mm, Rules: GASLIGHT
This will be the 1000th (that's right, one thousandth) convention game run by the Harford Area Weekly Kriegspielers (HAWKs) in a decade.  It is also the 100th anniversary of the race for the South Pole, the first trans-continental balloon race, the first cross-desert car race and the first Indianapolis 500 and the 200th anniversary of Robert Fulton's steam boat, New Orleans.  To commemorate (and perhaps recreate aspects of) these events, players compete in a wild and wooly race in cars, boats and balloons across a variety of environments, moving from one table to the next.  Points are awarded for crossing the finish line but also for fending off natives, defeating beasts, rescuing helpless maidens, capturing rare fauna and other situations.
Rules will be taught.  Younger players welcome with a participating adult.
S-256 - Pirate Raid on  Spanish Convoy 
Sat. 6:00:00 PM, 4 hrs, 12 players
GM: Rick Stakes and NOWS
Other 15mm, Rules: home rules
the annual Spanish treasure fleet has lefy Havanna. Pirates throughout the Carribean are waiting. Oncee out to sea the pirates will cut out &capture unsuspecting merchant ships. A fast paced, hard hitting game featuring simaltaneous movement Scratch built ships of 12-50 guns will be assigned. Preregistered gamers get their choice of ships
kids over 10 ok with adult
S-302 - 1890 DODGE CITY 
Sat. 6:00:00 PM, 5 hrs, 10 players
GM: Paul Olszanski
Other 28mm, Rules: DESPERADO
COME JOIN IN THE FUN WHEN THE SHADOW SUNSHINE GANG TRY TO ROB THE BANK.
TEENAGE FRIENDLY,CHILDREN WELCOME WITH PLAYING ADULT.
S-249 - English Prayer 
Sat. 7:00:00 PM, 4 hrs, 6 players
GM: Rick Dunn and NOWS
Medieval 1:72nd, Rules: home rules
HYW English troops must hold on until reinforcements arrive to save the day
S-235 - Haitian Revolution meets Napoleon 
Sat. 7:00:00 PM, 3 hrs, 8 players
GM: Brian DeWitt and NOVAG
Napoleonic 25mm, Rules: The Sword and The Flame
Napoleon sends major French forces led by a brother-in-law to take back control of Haiti from Revolutionary forces during a pause in the European fighting.  Here the French have found a stronghold of Revolutionary troops and start the attack.  Rules are slightly modified version of The Sword and the Flame.
S-162 - Battle of Loigny-Poupry, Dec. 2, 1870 
Sat. 7:00:00 PM, 4 hrs, 9 players
GM: David Rollins
19th Century 15mm, Rules: On To Paris-FPW version
Franco-Prussian War. The French Army of the Loire is ordered to sweep aside the blocking Prussian/Bavarian Army and open the road to Paris. Fast, fun, easily learned set of rules. Manuever elements are battalions and each player will control a division. Come play this exciting period!
No one under age of 16!
S-333 - Combat - Alien Suns 
Sat. 7:00:00 PM, 4 hrs, 8 players
GM: Howard Whitehouse with Jeremy Bernhardt
Sponsor: Defiance Games
Colonial 28mm, Rules: Combat - Alien Suns
Designer Howard Whitehouse demonstrates his in-progress hard sci-fi skirmish rules in a series of linked small scenarios set on unpleasant planets with horrible weather in the 23rd century. The US marines taking on reptilian creatures? German Panzergrenadiers against alien hunters?  Colonial rebels against bigass worm things? Private contractors versus greys? It's a rough universe out there!
S-227 - Secret Science Test Arena 
Sat. 7:00:00 PM, 3 hrs, 6 players
GM: Bob Charrette
Sponsor: Parroom Enterprises, Prize: VA
Victorian Science Fiction 28mm, Rules: Secret Science
Automatons! Landships! Dinosaurs! Mind-controlled minions! And maybe a few zombies! It's competitive Mad Science in action in this playtest/introduction to Parroom Enterprises' Secret Science rules.  Who's the real genius here?
Over 13 please.
S-134 - The Push Through Cagney - France, 18 July 1944 
Sat. 7:00:00 PM, 3 hrs, 4 players
GM: Ed Harding
WWII 1:144th, Rules: Home Rules
The invasion has taken place, but still maybe replused. The German armor must get through Cagney in order to stop the Allied advance into Caen. However the Allied armor has reached the village first and has taken up positions in and around the village.
S-108 - Taming the Tiger - Sicily, 1943 
Sat. 7:00:00 PM, 3 hrs, 6 players
GM: Mark Fastoso
WWII 15mm, Rules: Fireball Forward
General James Gavin had collected a small force of paratroopers and was 'marching to the sound of the guns' the day after the invasion of Sicily. He ran into Germans defending Biazza Ridge which held the eastern flank of the German assault on the Allied beachhead. He pushed the Germans back only to be counterattacked by Tiger tanks.  With only Bazookas and pack howitzers he had to hold.
S-313 - Ares Zombies: Hoosier Horror 
Sat. 7:00:00 PM, 4 hrs, 9 players
GM: Stephen Gibson and Northern Virginia Gamers (NOVAG)
Modern 28mm, Rules: Ares Modern Variant
Richmond, Indiana, August 2011.  Dawn breaks over empty streets, as the horror unleashed at the Umbrella Pharmaceuticals plant transforms the dead into horrific flesh-eating zombies.  Will your courageous band of survivors make their way to I-70 and safety, or will your heroes join the ranks of the undead, and feast on the flesh of the living?
Not Recommended for Kids
S-345 - The Bridge at Gang Minsug 
Sat. 7:00:00 PM, 2 hrs, 6 players
GM: Martin Fenelon and Niantic Wargamers
Sponsor: MSD Games
Modern 1:285th, Rules: Sabres Over the Yalu
The drive into North Korea continues to pick up speed as the NKPA falls apart. Although sporadic, air support for the NKPA seems to be increasing as the UN forces drive past the 38th Parallel. Marine Corsairs providing air support just received word that a vital pontoon bridge is under air assault. Whose aircraft are they?
Fast play rules will be taught - beginners are welcome!
S-275 - Bridge over the Danh Tu  river - Theme Game
Sat. 7:00:00 PM, 3 hrs, 6 players
GM: John Brennan and WNPG
, Prize: DICEOther 15mm, Rules: FOW
Since Tet, tensions have been high.  Now there are reports of a North Vietnamese plan to destroy the bridge over the Danh Tu river.  US cavalry rush to secure the bridge.
S-323 - Soviet Swansong 
Sat. 7:00:00 PM, 3 hrs, 4 players
GM: Jim Thompson and Reading Area Wargamers
Sponsor: RAW
Other 1:300th, Rules: CY6-JA
Soviet MiG-15's are launched to intercept a large force of US aircraft that had targeted several locations along the Yalu. Soviet ace Semyon Fedorets led his flight into some high cover F-86's.
S-116 - Retreat from Moscow 
Sat. 8:00:00 PM, 3 hrs, 6 players
GM: Michael Tyson
Sponsor: Sash & Saber
Napoleonic 40mm, Rules: The Happy Rearguard: Russia 1813
You are in command of  the rear guard of the retreating mob recently known as the Grand Army of the Empire of France.  You must keep your men together and fight not only the Russian army but mother Russia her self and get out alive.
S-190 - Look, Sarge, It's Fleetwood Hill - Theme Game
Sat. 8:00:00 PM, 3 hrs, 6 players
GM: Kurt Schlegel with Eric Schlegel & James "Tank" Nickle and the HAWKs
American Civil War 10mm, Rules: A Union So Tested (Look, Sarge, No Charts ACW)
The Union cavalry is trying to locate the Army of Northern Virginia.  In so doing, they run into Jeb Stuart's cavalry near Brandy Station in the largest predominantly cavalry battle of the American Civil War.
Younger players welcome with a participating adult.
S-339 - "The Union Strikes Back"" -  1864. - Theme Game
Sat. 8:00:00 PM, 3 hrs, 8 players
GM: Ed Watts and MNA (Monday Night Adventurers)
American Civil War 25mm, Rules: "Brother Against Brother"
The Confederate advance force has chased the local militia down the pike with hopes of looting their crossroads town. Perhaps your Union regulars could overpower the headquarters guard and capture the Southern generals holding a war council at the old tavern before their troops show up in strength.
Kid with adult friendly.
S-216 - Last stand on Mars 
Sat. 8:00:00 PM, 3 hrs, 6 players
GM: Rodrick Cambell and Band of Gamers
Sponsor: Highlander Studios, Inc.
Victorian Science Fiction 15mm, Rules: Modified Two Hour Wargames
Having survived his ignominious defeat at the Little Big Horn, Custer had become somewhat of a problem for the War Department. He was quietly demoted to Captain and transferred to the 5th Cavalry. Custer shipped out for Mars with the 5th in 1886 seeking to regain his former glory. A routine reconnaissance to investigate rumors of a Martian uprising finds Custer and his company once again surrounded by angry natives. Can he break out or hold on until the relief column arrives? Or will history repeat itself?
S-179 - Cowboy Wars Out West 
Sat. 8:00:00 PM, 3 hrs, 8 players
GM: Jim Foster and Woodbridge (VA) Area GamerS
Sponsor: Old Glory 25s, Prize: Old Glory 25s
Other 28mm, Rules: Cowboy Wars
Horse thieves, rustlers, and n’r-do-wells abound.  Can the cowboys get their livestock to market?  Can the Sheriff keep the peace?  Can the bandits get rich quick?  Will the tenderfoot survive?
Beginners welcome.
S-161 - Where's F-Troop?  Western Plains1866 - Theme Game
Sat. 8:00:00 PM, 4 hrs, 8 players
GM: Scott Landis and The Rogues
Other 28mm, Rules: Plains War
Major Markert and his company within Fort Courage are completely surrounded and running low on supplies and even worse ammunition. Capt Turner and the boys from F-Troop have been on patrol hoping to find a tribal chief who will smoke a peace pipe. They need to return soon or this outpost will be lost.  Play these easy but deadly home rules to see if Capt Turner can survive in the saddle.
Adult must be present with child
S-144 - Gnome Wars: The Joust 
Sat. 8:00:00 PM, 3 hrs, 30 players
GM: Steven Stanton with Jim Stanton and Stout Gnomes
Sponsor: Brigade Games, Prize: Gnomes!!!
Other 28mm, Rules: Gnome Wars
Come and try your luck in the Gnome Joust. Rules Taught, Quick, Easy. FUN!!!
No one under 14 without a playing adult. Players are encouraged to bring their own mount, but it is not required.
S-357 - An Unbearable Revolution 
Sat. 8:00:00 PM, 2 hrs, 4 players
GM: Sam Pfister
Other 28mm, Rules: Home Rules
A clash between armies of British and American soldiers late in the American Revolution. They meet on quite the equal ground. And did I mention they are bears? Yes, Bears will fight this battle of the American Revolution.
Game designed for kids and adults are equally welcome as well.
Z-130 - Battle off Bantry Bay - 1 May 1689 
Sun. 9:00:00 AM, 6 hrs, 9 players
GM: Stanley Sunderwirth
Age of Reason 1:2000, Rules: Victory Under Sail
An English fleet of 19 ships of the line (SOL) under Admiral Arthur Herbert confronts a French fleet of 24 SOL under Lt.-Gen. Rousselt, the Comte de Chateaurenault, covering a French landing in Ireland in support of James II's claim to the English throne.  Players control squadrons or half-squadrons  in a game with few charts and lots of dice.
Rules taught
Z-143 - Close Action Fleet Battle 
Sun. 9:00:00 AM, 7 hrs, 19 players
GM: Mark Campbell with Lee Girer and M.A.N.O.F.W.A.R.
Other 1:700, Rules: Close Action
Mark Campbell will be presenting a new scenario from the next Close Action module, entitled FREE TRADE AND SAILORS' RIGHTS. A hypothetical scenario, "Breaking the Blockade" is set in 1816 and will have both US and BR SOLs and Frigates. This scenario has a strict limit of 19 players, so sign up early! Send a blank email to join Close_Action-subscribe[at]yahoogroups.com for the scenario.
Beginners Welcome. Rules taught, Kid Friendly Game.
Z-185 - Look, Sarge, It's Napoleon 
Sun. 10:00:00 AM, 3 hrs, 6 players
GM: Buck Surdu and the HAWKs
Napoleonic 10mm, Rules: Look, Sarge, No Charts: Napoleonic Wars
Two Austrian corps attacking Davout's corps in this "sneak preview" of the under-development Napoleonic Wars adaptation of the Look, Sarge, No Charts system.  Players command battalions.  This game features no chart cards; everything you need to play is on small base labels and special dice.  Fight the game, not the rules.
Rules will be taught.  Younger players welcome with a participating adult.
Z-156 - Major Dundee - Theme Game
Sun. 10:00:00 AM, 4 hrs, 6 players
GM: Roxanne Patton with Bill Moy and Gettysburg Gamers
American Civil War 28mm, Rules: Graffed Heroes
April 19, 1865 A sharp engagement occurred between the forces of Imperial France and the United States at a crossing of the Rio Grande. Major Dundee lead a composite force of Americans in a charge on Imperial Lancers guarding the river ford and brought on an intensely contested fight.
Children under 16 with accompanying adult
Z-140 - Pursuit of the Goeben 1914 
Sun. 10:00:00 AM, 5 hrs, 12 players
GM: David Emdee
WWI 1:1200, Rules: Victory at Sea
August 1914, German Battlecruiser Goeben in the Med. heads for Turkey. In the way stands the British 1st armored cruiser squadron. Can the british hold off a battlecruiser?
Rules Taught
Z-182 - Fleets Collide in the Pacific 
Sun. 10:00:00 AM, 2 hrs, 6 players
GM: Duncan Adams and the HAWKs
WWII 1:6000th, Rules: Uncharted Seas modified (Charted Seas)
US Navy and Japanese fleets clash in the 1930's. Fast, simple rules combining A&A Naval and Uncharted Seas. Perfect for Sunday morning.
Gamers of all ages welcome.
Z-340 - "Ach Du Lieber - Ein Dinosaurier" -Berlin, 1945 
Sun. 10:00:00 AM, 3 hrs, 8 players
GM: Brendan Watts with Edward Watts and MNA (Monday Night Adventurers)
WWII 25mm, Rules: Howard Whitehouse's "Eat Hitler!"
As the Russians pour into Berlin ending the Third Reich, Hitler and his cronies try a last desperate measure. They will jump into their Nazi time machine, go back to 1933 and get it right this time, but... a Russian barrage upsets the delicate controls and sends the Fuhrer back to the time of the dinosaurs. Family fun ensues.
Deranged kids and family friendly.
Z-193 - Field Mice vs. Zombie Pumpkins 
Sun. 10:00:00 AM, 2 hrs, 6 players
GM: Todd Harland-White and the HAWKs
Modern 25mm, Rules: Milk and Cookies
A truck carrying mysterious laboratory chemicals has crashed and spilled its load onto the back forty of a farmer's pumpkin patch.  There the local field mice are foraging for foodstuffs to put away for the long Winter.  However, the moon is full and things are about to go terribly wrong.
Kid friendly
Z-196 - Into the Wild 
Sun. 10:00:00 AM, 3 hrs, 13 players
GM: Eric Schlegel with James "Tank" Nickle and the HAWKs
Fantasy 25mm, Rules: Blood & Swash (Fantasy variant)
You've had fun storming the castle, bragged about it at the Greedy Goblin, explored the Enchanted Forest and determined who's "King of the Mountain".  Now it's time to go "into the wild".  Parties will explore new territory, while fighting monsters and gathering loot and then trying to get home again.  Sound like fun?!  As usual, all the elements of a typical Blood & Swash barroom brawl are present, plus elves, dwarves, halflings, trolls, orcs, most likely a dragon and MAGIC!
Younger players welcome with a participating adult.

