TOURNAMENTS AT FALL IN 2010
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. 

Point of contact for DBA at Fall-In: Roland Fricke, rf123@cox.net

Thursday

8pm - 11pm

Auxilirama 

15mm, 24” boards, 3 rounds

GM: Larry Chaban
Standard rules and normal tournament scoring to be used. Eligible armies must have a minimum of five auxilia elements.

Army lists are:

Book I: 4.(a,c); 6.(a,b); 7.(a); 8.(a);17.(a); 21.(a,b); 27.;30.(b); 31.; 34.; 35.(a,b,d);36.; 37.; 39.; 40.(a); 41.; 47.; 48.; 54.; 55.(e); 62.; 63.

Book II: 2.; 6.; 8.(a,c); 13.;14.;21.(a,b); 23.(c); 31.(a,f);34.;38.(a); 40.; 43.; 50.; 51.; 54.; 55.(a,b);59.; 83.(a).

Book III: 1.(a,c);9.;22.;23.; 26.; 27.;40.(c,d);46.; 54.;57.; 59.; 68.

Book IV: 5.(c); 39.(a,b); 40.;53.;60.;81.

Friday:

10am - 6pm

Big Battle DBA Doubles

15mm, 2x5 boards, 3 rounds

GM: David Schlanger

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.  Dismounting on the first bound only.
1pm - 4pm

25mm Book I/II Open

25mm, 48 inch boards, 3 rounds

GM:  Roland Fricke

Limited army lists to any Book I or Book II 25mm DBA2.2 list. Loaners will be available - contact Roland Fricke (rf123@cox.net) in advance or some loaners may still be available at the con.  Dismounting on the first bound only.

7pm - 11pm

1491: New World Dominance 

15mm, 24 inch boards, 4 hours

GM: Bob Beattie

Pyramid Tournament.   Prior to the arrival of the Euros and their diseases to the western hemisphere, there were large empires of native peoples, rivaling in size some of those in Europe and Asia.  In this context, the DBA armies are more representative than they would be after 1492 when the numbers were much smaller.  This event will represent a struggle for dominance among those large societies.  In the first round,  4 geographical pairs will compete,  The 4 winners will lead the losers into a 2 vs 2 round.  Lastly, there will be a 4 vs 4 final for hemispheric leadership.   Some loaners will be available.  
8 players, any of the following armies:
III/22. Maya

III/41. Dog Peoples & Pueblo Cultures

III/58. Toltec

IV/9. Eastern Forest American

IV/10. Mound-Builder American

IV/11. North-Western American

IV/19. Tarascan or Toltec-Chichimec

IV/29. Tupi

IV/53. Mixtec or Zapotec

IV/63. Aztec

IV/70. Chanca

IV/71. Chimu

IV/72. Amazonian

IV/81 Inca

7pm

MONSTERPOCALYPSE!!! 

25mm HotT Scenario, armies provided

GM: David Kuijt

You'll Run! You'll Hide! You'll kiss your sanity goodbye!  The year is 2050 something. Peaceful Earth has a unified government, has solved its major problems, and is doing fine. But when things are going well, what happens? Some damn fool finds the last protective Elder Sign and does some destructive analysis on it. Oops.

What horrible consequences will ensue?!?

INVASION FROM MARS?

ATTACK OF THE PLANET EATERS?!

MOLE MEN BURSTING UP FROM THE CENTER OF THE EARTH?!?

ELDRITCH HORRORS FROM ANOTHER DIMENSION?!?!?  No, of course not. ALL FOUR AT ONCE!!!

This is a game for 12 players.

•Four players will play the forces of GUARD -- Defenders of Humanity.

•Two players will play the Subterrans -- Mole Men bent on conquering the surface.

•Two players will play the Martians -- War of the Worlds type Martian Invasion forces.

•Two players will play the Planet Eaters -- Alien Planet Devourers
•Two players will play the Cthulians -- Eldritch Horrors Beyond Comprehension

All terrain, troops, and everything will be supplied.  The rules are HotT -- knowledge of HotT is required, although DBA knowledge will do in a pinch (the rules are very similar).

11pm - whenever

Almost Midnight Madness

15mm, 24” boards 

GM: Rich Baier

Single elimination tournament.  Bring any legal DBA 2.2 army. 
Saturday:

9am - 1pm

Armies of the Americas

15mm, 30 inch boards, 4 hours

GM: Chris Brantley
A four round 15mm theme tournament featuring native armies of the Americas circa 1491 and before.  Legal armies as follows:

III/22. Maya

III/41. Dog Peoples & Pueblo Cultures

III/58. Toltec

IV/9. Eastern Forest American

IV/10. Mound-Builder American

IV/11. North-Western American

IV/19. Tarascan or Toltec-Chichimec

IV/29. Tupi

IV/53. Mixtec or Zapotec

IV/63. Aztec

IV/70. Chanca

IV/71. Chimu

IV/72. Amazonian

IV/81 Inca

9am - 12pm

DBA-RRR (Renaissance, Reformation, & Restoration) Tournament **Renaissance Wargaming Society Event**

15mm, 24" boards, 3 rounds 

GM: Kyle Burley

Please bring a 24" square board and terrain. DBA 2.2 and DBA-RRR Extension Rules v 1.03 and normal tournament scoring to be used.

Eligible armies must be from DBA-RRR Rules Extension Lists v. 1.13, or modified for with a general's stand from DBA Book IV Lists beginning after A.D. 1400.   Initial pairings will be by matching historical periods/opponents where possible.  Prizes for 1st, 2nd, and 3rd Place as well as for Best Painted Army!! 

9am - 12pm

HotT Scenario, Figures provided

GM: Bob Beattie

League of Extraordinary Gentlemen vs Martians

Giant Battle HotT Game. 25mm figures provided. 10 players. 5’ x 9’ foot table.

Late 19th Century Giant Hordes of the Thing Game - "good" humans vs invaders from Mars (and some other evil types from earth).

1pm - 4pm

25mm Fall In DBA Open

25mm, 48 inch boards, 3 rounds

Use any 25mm DBA2.2 army list. Loaners will be available - contact Roland Fricke (rf123@cox.net) in advance or some loaners may still be available at the con.  Dismounting on the first bound only.

1pm - 4pm
Scramble Tournament

15mm. 30" boards. 3 Rounds. 
GM: Will Michael & Colin Rice

Players bring own army and terrain.  Each player brings any valid 12-element v2.2 army, camp (camp follower element optional) and only enough terrain for one legal battlefield as the defender. The 12-element army and terrain choices cannot be changed between rounds. Players can lay the terrain as they desire, but all pieces supplied must be used. Armies with dismounting elements may only dismount on their first bound of the game. Participants will play using three different armies and their own army in the last round only. On the first round players are matched by army year as usual, but they play with each other's army. On the second round the top scoring player will be assigned the lowest scoring army, the second highest scoring player will receive the second lowest scoring army, etc. On the final round everyone will play with their own army. No one will use the same army twice or play the same opponent twice. Standard NASAMW scoring will be used.

5pm - 11pm

Gallic Wars Campaign, 58-51 BC
15mm, 30 inch boards,

GM: David Kuijt, David Schlanger

A one night mini campaign for the conquest of Gaul.  Pre-registration is required.  

Please see Fanaticus link http://fanaticus.org/discussion/showthread.php?t=9938 in order to preregister for particular armies.
DBM Events

All games will use DBM 3.1, 15:0 scoring.  6’x4’ tables for 15mm; Preset terrain!  Armies from DBM books I-IV (2nd Ed) or DBMM books I-III (Book IV if it’s out).  The GM will be in the area by 9am each morning to help get things going.

NASAMW DBM  “House Rule” - Wb (S) and (O) do not receive rear support versus mounted from a 3rd and 4th rank of Wb (S) or (O).  Instead, Wb (S) or (O) will recoil rather than be destroyed if outscored, but not doubled, by Kn, Cm (S), or El, if all four ranks are Wb (S) and/or (O) in any mixture.  
 GM: Rob Cunningham.

Thursday/Friday

Open, 15mm

Flexible. Players will arrange games when and where they desire.  400 AP unless both players otherwise agree. 4 hr rounds. Hard stop unless players otherwise agree.  GM will not be calling games on time.
You may have as many versions of your list as you like but must decide which to use before dicing for terrain and all must be from the same year, region, named CinC, ethnic makeup, etc.
Players will fill out one army card for each army they enter 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. 
Terrain: Eight tables with preset terrain.  Random table assignments.  One table will have a minimum of terrain, one near the maximum, the rest somewhere between 2-3 FE of terrain.  None will have rivers or waterways.

Rounds: As many or few as you want but best four games will determine final result.

Field of Glory Events

Friday:

Noon - 11:00pm

Classical Era Mini Theme

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 Immortal Fire or Rise of Rome, plus Early German and Ancient British from Legions Triumphant.

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

GM: Bill McCampbell
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.  One version of any list from any published FoG army list book.

Round 1: 9am; Round 2: 2:30pm; Round 3: 7pm

GM: Bill McCampbell
9:00am-10:00pm

Field of Glory Renaissance

A non-competitive event of 3, three-hour sessions.  Players bring starter list armies in 15/25mm scales.  Matchups will be made from opponents available.  Play as many sessions as you like.  GM will have both a 25mm and 15mm army.

Round 1: 9am; Round 2: 2:00pm; Round 3: 7pm

GM: Mike Kelley


Warrior Events

Players must check in 30 minutes prior to listed start time.  One list.  Order cards will be used. Climate and generals must be rolled.  Preset terrain for both tourneys.  Each table may allow an exchange of terrain type or removal.
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.

-X-Rules 5.11, 6.2, 6.45, 17.1 in use. 
-Armies with Army Standard and an option for a Sacred Standard may upgrade to the latter for free.

-Deployment will be done as follows: Player with highest scouting number chooses his starting side; if equal points, players roll, high die picks starting side.  Scouting ratio of 3:1 = lesser force deploys 360p from baseline, greater deploys up to center line; 2:1 = less force deploys 240p from centerline, greater deploys up to center line; 1:1 = remaining forces deploy up to 120p from the centerline.

-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.
GM: Eric Turner

Renaissance Wargaming Society Events

See Saturday DBA events listing.

Warhammer Ancients Battles Events

Note to prospective players: We will be using WAB 1/1.5 rules at Fall In and will be switching over to WAB 2 at Cold Wars, 2011

Friday:

4:30 pm-10:30pm

WAB 1/1.5 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, 4:30 p.m.

Round 1: 5:00 p.m., Round 2: 8 p.m.
GM: John Bianchi (jnobianchi@gmail.com ) & Patrick Berkabile
Saturday:

8:30am-5:30pm

WAB 1/1.5 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, 8:30 p.m.

Round 1: 9:00 a.m.; Round 2: 12 Noon; Round 3: 2:30 p.m.
GM: John Bianchi (jnobianchi@gmail.com ) & Ralph Krebs
Flames of War Events

Friday:

Start Time:  Noon.

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

The I-95 Gamers will host a Early-War, Doubles Flames of War Tournament, Friday 29 October 20010. 

Teams.  Each team shall consist of two players, each deploying a 1000 point “company” list.  Lists must come from the new Blitzkrieg book.  If players can show a historical basis for their forces, teams are allowed allies as referred to in the rules.  For example, you could pair an French/British force if you can demonstrate the historical reference. Players may reassign up to 200 points to their partners.  We have enough space for 48 players.  Please watch the Flames of War website Forum for updates and clarifications. 

Terrain and Game Play.  Each game will be played on a standard 4”x6” table.  The terrain will be potentially very dense.  Players may intermix their companies upon deployment and play them as they wish, so long as all rules for command and control are observed.  Once a company from a doubles team is broken, all companies are considered to be broken for that team.  Players should expect to encounter special rules.     

The tournament will begin at 1200 on Friday and go for three three-hour rounds.  The scenarios will be posted on the Flames of War Forum.  

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 stand by 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)

