TOURNAMENTS AT FALL IN 2011
NASAMW Ancient and Medieval Events

Below is a short description of tournaments being put on by the North American Society of Ancient and Medieval Wargamers.  For more information, please go the the NASAMW registration desk.  An entry fee of $5 for NASAMW members for all of Fall In, and an entry fee of $5 per event for non-NASAMW members, is charged.  These go for trophies and other expenses.

DBA Events

Players should bring their own terrain but some will be available; all battlefields are provided.  Players must show up at events 15 minutes prior to the posted start time for assignments. 

Thursday

8pm - 11pm

Glue Factory
15mm, 24” boards, 3 rounds
Please bring a 24" square board and terrain. Standard rules and normal tournament scoring to be used.  8 mounted elements, not counting elephants required.  Otherwise, Rules as written.

GM:   The Stooges - Larry Chaban and Rich Baier
Friday:

10am - 6pm

Big Battle DBA Doubles

15mm, 2x5 boards, 3 rounds

Pairs of players will face off in BBDBA Swiss chess style tournament.  Please see: http://www.fanaticus.org/DBA/guides/NASAMWBigBattleDBA.html for NASAMW rule modifications for Big Battle competitions.  Initial pairings will be by matching historical periods where possible.
GM: David Kuijt and David Schlanger

7pm - 10pm

Battle of Hydaspes
25mm Armies provided

Giant Alexander the Great vs. Indians in 25mm game with DBA 3.0 Rules.  8 "armies" per side, max 8 players.  Try out the new rules with a variety of troop types all on one table.
GM:  Bob Beattie

11pm until whenever

Almost Midnight Madness
15mm, 24” boards
Single elimination tournament.  Bring any legal DBA 2.2 army. 
GM: Rich Baier 
Saturday:

9am - 12:30 pm 

PLAY TEST DBA 3.0  

An open event for gamers to try out the DBA 3 rules in one-on-one games.  Bring your army -- 3.0 or 2.0 -- and terrain; more than one army if you wish.  We will try for 3 games and then some discussion with Phil and Sue.  If you want to use 30" battlefields, you will need to bring one.  Some army loaners with special types will be provided -- double deep elements, dismounting knights, and mounted infantry (if in the rules).  Not a competition, but a learning experience so plan to be flexible.  15mm  (GM will bring  a couple of 25mm armies if anyone will try these).  
GM:  Bob Beattie
9am - 5pm

That Embattled Isle
15mm Armies Provided

A series of 7 scenarios centered on Beleaguered England, and its Invasions. Each player will play in every battle.  There will be a side A winner and a side B winner.  There will be prizes. Games will be preset terrain, preset deployment, and sometimes special rules.  We will be using Fast Blade rules (for the MIR, who have one element, and for the Viking Raiders, who have like eight) in scenarios where they apply. We will be using Fast Spear rules (for the Picts, who have half a dozen, and for the Feudal English, who have one) in scenarios where they apply  All armies and terrain supplied -- just bring your bad self.

GM: David Kuijt and David Schlanger

2pm - 5pm

DBA-RRR Open

15mm, 30 inch boards, 3 rounds

DBA in the age of Renaissance using DBA-RRR.   Any legal list is allowed. Detachable general as per the rules.
GM:  TBD

6pm - 11pm

Viking Fury Campaign
15mm, 30 inch boards
A Two David's DBA Campaign Theme Event based on the Viking Era.  Using special rules for fast spear and blade.  Pre convention signups will be  online on Fanaticus Forum http://fanaticus.org/discussion/index.php.

GM: David Schlanger and David Kuijt

DBM Events

Friday/Saturday
Open, 15mm

Pre-set terrain!  

Start time - none specified.  You may arrange games when and where you see fit.  The GM will have a group of eight tables available for play and will assist in arranging games if necessary.  

Number of games - As many or few as you can and want to play.  Your best four results will determine your final score for the tournament.

Rules - DBM 3.2.    Two players may agree to any changes.

Army and table size - 400ap will be the default. You may use any number of points that the two players can agree on.

Terrain – there will be eight 6x4 battlefields with terrain already laid out on them.  The GM will randomly assign a pair of players to a particular table.  The defender will choose which long edge he will deploy along.  One table will have a minimum of terrain and one will have near the maximum, the rest will have somewhere between two and three FE of terrain.  None will have rivers or waterways.

Army composition - OOBs from DBM army list books I-IV (first or second edition) and DBMM army list books I-IV may be used.  You may have as many versions of your list as you like, but you must decide which to use before dicing for invader/defender and all must be from the same year, region, named CinC, ethnic makeup, etc.  You must be able to show your opponent the army list book and your army list from within it.

Time limit - four hours with a hard stop is the default but the two players may agree on something else.  The GM will not be calling games on time.  

Scoring - the 15-0 scoring system will be used.   

Other - players will fill out one army card and give it to the GM.  After each game, players should fill out and bring to the GM a results card (supplied by the GM).  This card must be signed by the player with the lower score (both in the case of a tie) in order for the result to be valid.  The GM will periodically post the current scores, will encourage the higher scoring players to play each other, and will use a tie-breaker system that favors players who play the higher scoring players.  

GM - Rob Cunningham (rccun2@aol.com)

Field of Glory Events

Friday:

Noon - 11:00pm

Mini Open
15mm for sure, 25mm as well if enough players express interest.  25mm will use a 40mm MU on 8' x 5' tables.

650 point armies in both scales; 3 hour rounds.  One version of any list from the published army list books.

Round 1: Noon; Round 2: 4pm; Round 3: 8pm.

GM: Danny Weitz (grognard@comcast.net)
Saturday:

9:00am-11:00pm

Open
15mm, 25mm as well if enough players express interest.  25mm will use a 40mm MU on 8' x5' tables. 

900 point armies in 15mm; 800 points armies in 25mm, 3 hour, 45 minute rounds.  Two versions of any list from any published FoG army list book.  Players must use the same date and other restrictions for each version.
Round 1: 9am; Round 2: 2:30pm; Round 3: 7pm

GM: Danny Weitz (grognard@comcast.net)

Warrior Events

Players must check in 30 minutes prior to listed start time.  One list.  Climate and generals must be rolled.  Preset terrain for both tourneys.
GM: Eric Turner  

Friday:

Noon-9:30pm

Warrior Mini Open 

1200 pt army, 2.5 hour rounds, 6x5 tables (25mm), 4x4 tables (15mm)
25mm (15mm if six players have confirmed)

Round 1: Noon, Round 2: 3:30pm, Round 3: 7pm

Saturday:

9am-10pm

Warrior Open 
1600 pt army, 3.5 hour rounds, 8x5 tables (25mm), 6x4 tables (15mm)
25mm (15mm if six players have confirmed)

Round 1: 9am, Round 2: 1:30pm, Round 3: 6:30pm

Special Rules:

-All rules from 2nd Ed Biblical and Dark Age Warrior applicable as outlined in those books.

-Barbarian Foot Rules in effect with following additions: Willing close order Irr foot can counter-charge impetuous foot; Eager close order Irr foot who counter-charge can be impetuous.
-X-Rules 5.11, 6.2, 17.1 in use. 
-Armies with Army Standard and an option for a Sacred Standard may upgrade to the latter for free.
-Pre-Set Terrain; Table Assignment: Tables with pre-set terrain will be assigned to players at random for each round of games. 
• Mongol player can dice to pick up two pieces of terrain, using usual Mongol List Rules, modified by climate, after players have chosen table side. 
Choice of Table Edge. Players dice for table edge, high roll choosing the side, die roll of player with more scouting points (SPs) modified as: 
• 3:1 or more SPs @ +4 
• 2:1 or more SPs (but fewer than 3:1) @ +3 
• more SPs (but fewer than 2:1) @ +2 
Deployment – Order of Commands: 
• After both players have written deployment orders, an out-scouted player deploys all commands first, then the out-scouting player deploys all commands. 
• If neither player out-scouts the other, the player with fewer SPs deploys their first command; players then alternate in deploying commands. 
• Commands are deployed in order of size, largest to smallest, measured by number of units. 
• If more than one command has the same number of units, player chooses which to deploy first. 
• Camp does not count for command size, but may be deployed with any command. 
Deployment - Zones. The zones in which forces deploy vary by the ratio of players’ SPs. 
• 3:1 or more = lesser force deploys up to 360p from baseline, greater force deploys up to the centerline 
• 2:1 or more (but fewer than 3:1) = lesser force deploys up to 240p from the centerline, greater force deploys up to the centerline 
• Less than 2:1 = both forces deploy up to 120p from the centerline 
• There is no force marching/fatigue points for deploying in the forward zone, where allowed to do so by SP ratio 
• Either player may conceal units as an ambush in their deployment area, even if the player is out-scouted and the ambush is in the forward zone 
Artillery and such which deployes further than 240p from the base edge of the table, still counts as if it force marched for shooting eligibility purpposes only.
-General character of 5 can be Bold or reroll on Special General’s table (CIC can choose to roll regardless): 1 Bleeder.  General has a physical defect that makes him more prone to a catastrophe.  In Hand to Hand, if the Bleeder's unit takes 2 CPF or more, and makes a unmodified melee roll of -2, -3, or -4, forces a catastrophe. In preparatory shooting, if the Bleeder's unit is takes 2 CPF and the missile fire die roll is +2 or higher, forces a catastrophe. 2 Inattentive.  General is sick or wounded.  General gets only 10 prompt points a turn. 3 Efficient  General gets 20 prompt points

4 Brave, General’s unit always adds an additional +1 in melee (So a down 3 roll for a Regular B General is even).  5 Inspirational.  Unit with general is never uneasy.  If the General is the CIC then all units within 120 paces are never uneasy. 6 Great.  General is Efficient, Brave, and Inspirational.
Renaissance Wargaming Society Events

Rules will be Field of Glory Renaissance.  Any army which includes Swiss or Landsknects must deploy them as Keils to be in a legal formation unless playing a non-historical opponent who’s army list has more mounted bases than heavy or medium foot bases.

GM: Bob Nedwhich (nedwich@aol.com)

Friday:

9am-9:30pm

15mm Open
800 points; 3.5 hour rounds

If players want to use a 25mm version of their army and the opponent also has 25mm figures, a 650 pt game may be played in lieu of the 15mm game.  First round opponents will be historical match ups if possible

Round 1: 9am; Round 2: 1pm; Round 3: 6pm

Saturday:

9am-9:30pm

15mm Clash of Empires 1500-1630 Theme

800 points; 3.5 hour rounds

Allowed armies are any from the Clash of Empires book plus the Transylvanian army from the Wars of Religion book.

If players want to use a 25mm version of their army and the opponent also has 25mm figures, a 650 pt game may be played in lieu of the 15mm game.  First round opponents will be historical match ups if possible

Round 1: 9am; Round 2: 1pm; Round 3: 6pm

Warhammer Ancients Battles Events

Friday:

4:30 pm-10:30pm

Doubles Tournament

Two rounds, 25mm, 8x10 table

2000 pt list per player; 4000 pts per side

Army lists must be provided to GM and opponent before Round 1.

Army must include an army General.

Check-in and table assignments, 4:30pm.

Round 1: 5:00 p.m., Round 2: 8 p.m.

GM: John Bianchi (jnobianchi@gmail.com ) & Patrick Berkabile (berkebilep@yahoo.com)
Saturday:

8:30am-5:30pm

Singles Tournament

One open division (biblical, classical, dark ages and medieval armies will be included and all are welcome).

25mm, 6x4 table

2000 pt list must be provided to GM and opponent before Round 1.

Army must include an army General.

No allies may be used; mercenaries may be used in medieval armies only.

Check-in and table assignments, 8:30am.

Round 1: 9:00 a.m.; Round 2: 12 Noon; Round 3: 2:30 p.m.

GM: John Bianchi (jnobianchi@gmail.com) & Ralph Krebs (crhkrebs@golden.net)
Flames of War Events

Friday:

Start Time:  11am.

Number of Players: 48 (paired into two-man teams)

The I-95 Gamers will host a Late War Doubles Flames of War Tournament. 

This is a France/Holland-only theme (no Italy, no Russians); any Normandy, Market Garden or official pdf is allowed.  We will not be using Fortress Europe. There will be space for 48 gamers in 24 teams, firm, evenly split between Allied and German. Red vs. Blue match ups only. This is an official (rankings will count) three round qualifier tournament, so please plan your time accordingly.  A maximum of three hours will be allotted to each round.  
Each team has a maximum of 2000 points, with 1000 points per player.  Each player (not team) must field a legal force with the minimum required combat platoons. Up to 200 points are transferrable.  You and your partner must have a force of the same nationality (e.g., American, Canadian, Polish) but of any type.  No US/British, Canadian/Poles combinations.  You may have any combination of tank/mech/infantry you wish.  Your status for the Defensive Battles rule will be assessed in accordance with your fastest unit.  For example, in a panzer/festungs combination, the panzer force will count and you will be the attacker against mech and infantry forces. You may combine different formations from different France/Holland books if you wish, except that your team may not consist of different versions of the same unit.  For example, you can’t combine a Market-Garden Guards Armored list with a Normandy Guards Armored list.  Pick your time period and go. You may buy air power only once and have only one given named character per doubles team (no two Lafayette Pools).  You may have several different named characters if you wish. 

The scenarios will be No Retreat, Fighting Withdrawal, and Blind Domination, in that order, firm. Practice up! We will likely include special cards like a Medic Reroll, Corps Smoke and other potential wild cards, as we usually do.  Warning: please be prepared for other curve balls – we are capable of anything. 

You are greatly encouraged to reserve a slot as soon as you possibly can. We have a strict cap, but will maintain alternates. You must commit to either German or Allied at this time, but do not need to submit final lists until Monday 24 October. The Game Masters will play if an odd number of teams shows up.         

Prizes will be awarded for Best Generals, Best Sportsmen, and Best Painted Armies (by team).

Send your team rosters to Joe Moore at joemoore78@aol.com and copy John Desch at john.desch@dot.gov.  You must have a doubles partner to qualify and make a firm commitment to attend the event.  If your partner is subsequently unable to attend, you are responsible for replacing him/her.  We will maintain a standby list.

GM: Joe Moore and John Desch

Wargods events

Saturday:

8 PM - Midnight; 8’ x 5’ table; GM: Adam Hughes. Sponsor: Crocodile Games.
Come out and play in the Wargods of Aegyptus HMGS East Campaign! Each player can bring a 1500 point warband containing a harbinger with Ka 1 and following all other rules for warband construction. Warbands will be allowed to develop throughout HMGS East conventions.

GM: Adam Hughes (atom120@yahoo.com)

