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Williamsburg Muster ����
February 6,7,8 2009 

Events List 
 
This documents the preliminary events list, and will be updated on a regular basis up until the 
convention. 
The periods in this PEL (Morning, Afternoon, Evening, and Midnight) are rough – once the convention 
program guide is produced, it will list specific tables and specific start times. 
Some events have an abbreviation after the GM name(s), this is the club that the GMs belong to.  
Clubs covered (so far) are  

SMP – Southern Maryland Partisans 
AOCM – Army of Central Maryland 
TSS – Triangle Simulation Society 
BB – Battle Barn 
MHP – Maplewood Hobbies Players 
ODMS – Old Dominion Military Society 
BDMGC – Blackstone Disorganized Militia Gaming Club 
THWGA – Tidewater Historical Wargamer’s Association 
NJMGS – New Jersey Military Gaming Society 
QF – Quickfire Group (Tidewater VA) 
TANG – Tidewater Area Naval Gamers 
BRG – Baltimore RoleGamers 
 

If you are representing a Club, let me know and I’ll add your abbrev. to the list and to the PEL. 
 
To see about securing a spot in any of these games, write to games@odms-club.com or in the case of 
the tournaments, write to the tournament organizer. 
 

Boardgaming – Tables R1, R2, R3, R4 
We will have open tables for boardgaming available throughout the event.  Since Boardgames don’t 
lend themselves to scheduled gaming as much as Miniatures events, there are very few in the PEL.  We 
hope to have a good many different boardgamers (wargamers, card gamers, eurogamers) at the Muster 
however, so come with your favorite titles and look for partners to play with. 
 

Tournaments – All on tables T1 – T10 
Field of Glory Beginner’s Tournament 
Friday 1pm – 6pm 
 
Flames of War 
Saturday 9am – 7pm 
 

WH40K Rogue Traders Tournament 
Sunday 9am – 5pm 
 
Warhammer Ancient Battles 
Saturday 8pm - ?? 

Painting Seminars, Paint & Take – Tables R5,R6 
Beginning Friday Evening, and going through all day Saturday, there will be painting seminars, as well as a 
pain-and-take set up on tables R5 and R6.  This will be hosted by Heather Blush, of HMGS.  Come learn some 
new techniques and see how its done! 



Friday Afternoon (1-5) 
 
F0201 - Frontline General: Italian Campaign 
GM: Byron Collins Rules: Frontline General 
Scale: 15mm  Era: WWII Players: 2-6 
Table: C2 
A WWII Board and Miniatures Hybrid game, Frontline General: Italian Campaign Introduction allows players 
to use the operational level boardgame to set up and drive detailed 15mm tactical miniatures battles for decisive 
engagements.  Cards handle the stats and damaged states at each scale for each Unit while combat is dice-driven 
and fast-paced.  This event covers the semi-historical struggle for the German-held Airfields near Foggia and is 
mostly played at the boardgame level with the option to resolve an engagement or two using minis.  Two teams 
of up to three players each are recommended. 
 
F0202 - Double Bridges at La Mierda 
GM: Guy Gormley (BDMGC) Rules: Carnage and Glory 
Scale: 15mm  Era: Napoleonic Players: 6 
Table: B3 
In the back and forth maneuverings in the summer of 1809, a division sized force of all arms has been detached 
from both armies to seize the bridges over the two rivers that converge near the town of La Mierda.  The side 
that controls the bridges gives their army a significant terrain advantage.  This battle is a fictional meeting 
engagement during the Peninsula war.  This is a re-fight of the game we put on at Historicon 
 
F0203 - Outlaw Trail – Bad Day at Beaver Creek 
GM: Ron Carnegie (BB) Rules: Gutshot 
Scale: 28mm  Era: Cowboys  Players: 2-8 
Table: D1 
It’s time for the Longhorn Saloon's fourth annual Poker Tournament. The top Card Sharks and Gamblers from 
10 counties will be converging on the sleepy little town of Beaver Creek to test their wits against the best and 
shrewdest the West has to offer. Minimum entry fee: $1,000… in gold! Before you sit yer butt at a table, that 
amount must be stored in the Saloon\'s safe in the back room. When this gets into full swing, security will be 
tighter than a Scotsman\'s wallet. However, if someone were to strike now, before everyone has signed in, 
they\'d still make off with a very tidy sum, and not have to fret about the famous bounty hunters that will be on 
hand to provide security. 
 
F0204 - Hedgerow Hell: June 1944 
GM: Justin Grabowski (ODMS) Rules: Go for Broke! 
Scale: 28mm  Era: WWII Players: 4-5 
Table: D2 
This game will be a WWII man-to-man skirmish in the Hedgerows of Normandy.  American platoon with 
support trying to make a breakthrough runs into well dug in German infantry with support. 
 
F0205 - What if Bonnie Prince Charlie had GPS? 
GM: Perky Falconer (THWGA)  Rules: Old Dessauer 
Scale: 15mm Era: Age of Reason Players: 6-8 
Table: E1 
This game supposes that Lord George Murray's Jacobite army had brought some hand-held GPS units with 
them from France to help navigate their historically ill-fated night march before the Battle of Culloden. It also 
has the Jacobites adopting a simpler plan for an attack on the Duke of Cumberland's force at Nairn. The original 
plan would have taxed a well disciplined and organized army; with the Jacobites it was doomed. 
 



Friday Evening (6-10) 
 
F0301 - Battle of Pleasant Hill 
GM: Chris Collins (SMP) Rules: Fire and Fury 
Scale: 15mm  Era: ACW Players: 6 
Table: A1 
After the "glorious flogging" by the Confederates at the Battle of Sabine Crossroads the day before, Union 
General "Commissary" Banks finds a defensive position on the plateau of Pleasant Hill.  As the day wore on 
past noon and with no discernable activity on their front, the Union commanders lulled themselves into 
believing that the Confederates wouldn't attack that day.  But Gen Taylor\'s blood was up after the victory the 
day before, and with fresh reinforcements finally moved into position, he launched the attack late in the 
afternoon against the unsuspecting Union left.  Over the screams of the Rebel Yell, the Union defenders awaited 
the onslaught of the attack.  Time would tell if they could hold on or suffer a defeat two days in a row.... 
 
F0302 - Battle of Stecken (Austria December 5, 1805) 
GM: Dave Waxtel (MHP) Rules: Shako II 
Scale 15mm Era: Napoleonic Players: 5 
Table: B1 
The Austrians launched a surprise attack through the woods on the town of Stecken. Realizing the town was 
threaten with envelopment, the order was given to withdrawal. The Bavarian Cavalry launched a series of 
delaying actions throughout the night. News about the French victory at Austerlitz arrived the next day. 
Notes: Great game for beginners to learn Shako II rules. We have travelled South to support our friends in the 
Virginia area. 
 
F0303 - Guilford Courthouse 
GM: Tim Goodlett, Rich Low, Andy Turlington (SMP) Rules: Dire Necessity 
Scale: 28mm  Era: AWI Players: 6 
Table: A2 
The morning of March 15, 1781, was clear and cold. A light frost had disappeared under the first rays of the 
sun, but the ground underfoot was soft and spongy from long winter rains and snows. In the damp woods of 
what had been an isolated farming community in the Piedmont on a major east-west road through North 
Carolina, some 4,400 American troops, in various uniforms and country clothes, waited for battle. This 
backwoods county seat of Guilford Courthouse, North Carolina, was the site of a pivotal battle in the 
Revolutionary War's decisive Southern Campaign. The engagement set the stage for the region\\\'s liberation 
from enemy occupation and impelled 
 
F0304 - Uprising in the Desert 
GM: Rich Villella (BB) Rules: The Sword and the Flame (North Africa Variant) 
Scale: 25mm Era: Colonial Players: 4-8 
Table: A3 
The local Arab population is stirring up rebellious ideas that will lead to an alliance of the tribes that could 
overwhelm the nearby French garrison.  A company of Legionnaires, along with a company of Turcos and a 
squadron of Spahis has taken the rebel leader into custody.  Now they just have to get him through the desert 
and to their garrison. 
 



F0305 - Mannecourt Hill 
GM: Roxanne Patton (SMP)  Rules: Disposable Heroes 
Scale: 20mm  Era: WWII  Players: 6 
Table: B2 
September 20 1944, West of Ommeray, France.  After performing a patrol to the north, Col. Abrams leads a 
reinforced task force on a sweep south from the town of Ley to take the village of Moncourt. C/37th on Abram’s 
left crests Mannecourt Hill into a deadly German fusillade. 
Note: This game is scheduled to start at 5pm. 
 
F0306 - Struggle for the Tsalu Crossing 
GM: Chuck Turnitsa (ODMS)  Rules: Red and White (modified) 
Scale: 15mm Era: Russo-Japanese War Players: 6 
Table: A4 
Assets of Japan's second army are attempting to force a crossing of the Poda River at the village of Tsalu.  The 
village is held by Russian infantry who have been retreating by road and rail since the defeat at Yalu.  
Reinforcing the infantry, however, is a fresh Russian division, and a new aggressive commander who wants to 
take the fight to the enemy.  This leads to a showdown in the Poda river valley, over the Tsalu bridges. 
 
F0307 - Classic Battletech: The Grinder 
GM: Chuck Stocky  Rules: Classic Battletech – Total Warfare 
Scale: 1/285 Era: Battletech (Sci-Fi) Players: 10 
Table: B4 
What is the Grinder?  The grinder has been developed to offer a simple and extremely fun game of Classic 
Battletech for everyone to enjoy. All materials will be provided. This scenario is designed to appeal to all levels 
of skill but targeted to the interests of the inexperienced. The focus of the Grinder is to have fun, kill mechs and 
also to be killed. Winning is not important in the grinder nor is trying to be the best. What is important is the 
enjoyment output that is expressed by the players. 
 
F0308 - Rorke’s Drift 
GM: Rick O’Brien (SMP) Rules: Homebrew (based on The Sword and the Flame) 
Scale: 25mm  Era: Colonials  Players 5 
Table: C1 
25mm Rorke's Drift.  75 British and 400 Zulu figures fighting across a nice model of the area, in true 25mm 
scale 6' to the inch.  Home rules bases on Sword and the flame, its a real fight with a lot of close action. 
 
F0309 - Visible Dungeon 
GM Anna Kueberth (BRG) Rules: Modified AD&D 1st Edition 
Scale: 25mm  Era: Fantasy  Players: 3-15 
Table: D4 
40 square feet of miniature mayhem, the Visible Dungeon is an enjoyable romp through a Dungeons and 
Dragons universe before it became complicated.  The buildings and most of the miniatures are late 1970's early 
1980's vintage.  The Visible Dungeon runs on a modified version of Advanced Dungeons and Dragons, first 
edition rules.  The rules are pared down for speed and ease of play, and the pre-generated characters make this 
easy to play for first time gamers and kids. 
 



F0310 - Clash in the Mediterranean 
GM: Brian Compton (ODMS) Rules: Victory at Sea 
Scale: 1:2400  Era: WWII Naval Players 6 
Table: D2 
Naval elements of the Royal Navy clash with those of the Regia Marina, in a fun participation/demonstration 
game highlighting these fantastic rules from Mongoose Publishing.  Gone from naval wargaming are the 
endless charts and calculations, and replacing them is high-paced fun, with quick and sensible simulations of the 
main aspects of naval warfare – maneuver and firepower.  Try these rules out for the first time in a what-if 
British-Italian engagement. 
 
F0206 - Shootout in Hannah, MT 
GM: “Hangin’ Judge” Daniel Jackson Ruleset: Homebrew (like grandpappy used to do it) 
Scale: Glorious 25mm Era: Old West  Players: Up to 10 
Table: D3 
Wild west skirmish game for up to ten players using home grown rules. One player gets one figure. If you get 
killed we'll bring you back! 



Saturday Morning (8-12) 
 
S0101 - Battle of Vittoria 
GM: Patrick Berkebile (SMP) Rules: Age of Eagles 
Scale: 15mm  Era: Napoleonic 
Table: A2 
Following the disastrous 1812 Russian Campaign, the Emperor has recalled Soult, Caffarelli, and 15,000 troops 
for the German Campaign.  King Joseph having abandoned Madrid and Valladolid is briskly marching north to 
Bayonne with a massive artillery train and treasures galore.  Having been dramatically outflanked at Miranda on 
June 16, the French Army has bivouacked at the crossroads of Vittoria.  The Zadorra River offers protection 
from the 90,000+ British, Portuguese, and Spanish of Wellington’s resurgent Peninsular Army that has been 
shadowing for nearly a month.  King Joseph has sent Maucune’s Division back to France as punishment for the 
reversal at San Milan 3 days earlier.  Clausel’s 20,000 strong Division is chasing Guerrillas to the North.  As the 
sun rises on June 21, King Joseph and Marshall Jourdan with 60,000+ French and Spanish Royal Army forces 
prepare for the assault.  As red coats appear on the heights of the Puebla and begin to storm across the Zadorra, 
King Joseph wonders, “Where is Clausel?” 
 
S0102 - Operation Bluecoat 
GM: Tim Goodlett, Rich Low, Andy Turlington (SMP) Rules: Soldat 
Scale: 20mm  Era: WWII Players: 6 
Table: A1 
Bluecoat was launched on 30 July 1944.  The Tactical objective was to capture the crossroads at the town of 
Vire; however, strategically it was intended as a feint against the Germans, so as to draw them away from the 
American breakout on the Western beachheads. 

This scenario depicts elements of the British 15th (Scots) Division, with support from the 29th Armored 
Brigade, both from 8th Corps, 2nd Army, as they move towards Vire.   

Historically, the operation was begun in poor weather, and the front moved much slower than initially 
anticipated.  This allowed the Germans to bring in the 2nd SS Panzer Corps to blunt the assault, resulting in a 
stalemate on 04 August 1944.  By 06 August 1944, The British, with assistance from the Americans, were able 
to take Vire, ending Operation Bluecoat.  The operation was a large success for the Allies; they took the 
crossroads at Vire, drew forces away from a German counter-attack at Avranches, and furthered the later 
encirclement of German forces along the Falaise Pocket. 
Note: This game starts at 10:00am. 
 
S0103 - Outlaw Trail – Bushwacked in Beaver Creek 
GM: Ron Carnegie Rules: Gutshot 
Scale: 28mm  Era: Cowboys  Players: 2-8 
Table: D1 
Tia Maria has a problem. It seems that the crooked Land Agent, Mr. Merriweather, in Beaver Creek has tricked 
her and several of her neighbors into giving him their original Spanish Land Grants in exchange for bogus land 
grants. 
Mr. Merriweather keeps the original deeds in a big strongbox locked in his re-enforced office along with a huge 
stack of cash. Unfortunately, a Texas Ranger has arrived in town, with a stack of wanted posters featuring the 
the faces of those Riders who robbed the Coyote Gulch Bank. 
 



S0104 - Red Bear – American Eagle 
GM: Kenny Noe  Rules: Mein Panzer 2 
Scale: 10mm Era: Modern Players: 6 
Table: B1 
1985 The threat of President Regan deploying tactical nuclear on European soil has proved too much for the 
Red Bear.  The Soviet and Warsaw Pact forces have tripped the wire and crossed boarders.  Limited nuclear 
strikes and deep strategic bomber strikes have taken their toll on both sides, now it’s up to the ground pounders 
to fight it out!  Can NATO stem the Red tide coming from the East??  Can the Warsaw Pact field combat ready 
units?  Come fight a cold war brawl that has been brewing for fifty years!! 
Note: This game starts at 10am, and lasts for four hours. 
 
S0105 - Operation Catapult 
GM: Bob Benge  Rules: General Quarters III 
Scale: 1:2400 Era: WWII Naval Players: 6 
Table: A2 
Operation Catapult, July 1940. The British want to eliminate the possible threat of the Germans capturing and 
using the capitulated French Navy against His Majesty’s Fleet in the Mediterranean. Churchill sends a fleet to 
Mers-el Kébir to force the Vichy French Admiralty to join the allies, sailed to the US, Britain or French ports in 
the West Indies or Martinique to be interred or demilitarized or be sunk. Pride takes hold and the Vichy French 
Admiralty now angered that an ally would be so treacherous gets wind of the British fleet moving on them. 
What will the outcome be? 
Note: This game starts at 10am, and lasts for four hours. 
 
S0106 - Back Against the Wall: Rommel’s Afrika Korp vs. the British 150th Infantry Brigade Box 
GM: Tony Exline (SMP) Rules: Spearhead 
Scale: 6mm Era: WWII Players: 6 
Table: E1 
Sidi Muftah (Gazala Line) 29 May, 1942 
Elements of the 21st Panzer Division, the 90th Light Afrika Division and the Italian Trieste Division assault the 
British 150th Infantry Brigade "Box" on the Gazala Line. Can the Brits repulse the attack or will history prevail 
with the Destruction of the Box! 
Players under 15 are welcome if accompanied by an adult player. 
Note: This game is scheduled to start at 10am. 
 
S0112 - Warhammer Fantasy – Bring and Battle 
GM: Edward Kilday  Rules: Warhammer Fantasy Battle 
Scale: 28mm  Era: Fantasy  Players: 2+ 
Table: C1 
Bring your favorite Warhammer Fantasy Battle army, and let battle commence!  Bring your 2000 points army 
(or two friends with 1000 points each) to play any and all comers!  Edward will be organizing play, and is 
hoping to play/gm some great sessions.  If this proves to be popular, there may be a Warhammer Fantasy Battle 
tournament during next year’s convention (2010). 
 
S0107 - Battle of the Yellow Sea 
GM: Ben King (CMS) Ruleset: Small War Coal and Iron 
Scale: 1:2400 (Naval)  Era: RJW  Players: 6 
Table: E3 
It is August 1904 and the Russo-Japanese War is in full fury. The Russian Fleet has managed to escape from the 
Japanese blockade of Port Arthur and Admiral Togo and his fleets are in full pursuit. If he can prevent the 
Russians from getting to Vladivostok the Japanese will be the dominant naval power in the Pacific. 
 



S0108 - Rescue from Elginn 
GM: Chuck Stocky  Rules: Classic Battletech – Total Warfare 
Scale: 1/285 Era: Battletech (Sci-Fi) Players: 8 
Table: B4 
The Dragoons’ Seventh Kommando has long been considered one of the elite special operations groups in the 
Inner Sphere, on par with the Combine’s DEST commandos or the men and women of MI-6. Most of those 
assets were presumed lost when Outreach was razed, but persistent reports of sabotage and guerrilla warfare 
throughout the Protectorate have put lie to those presumptions. 
A team of Sevens was present on Elgin when one of the few remaining Wolfnet operatives made contact with 
them, offering vital intelligence on Word of Blake troop movements in nearby space in return for a safe 
extraction to Arc-Royal. Although the Sevens were able to link up with the Wolfnet operative and his team, 
their transport was discovered and destroyed by the Protectorate Militia. 
It was only luck, then, that the Widows’ JumpShip was recharging innocuously at the nadir jump point when the 
Sevens sent their call for help. 
 
S0109 - The Battle of Shiloh 
GM: Sam Mustafa, John Holly, Barry Katz (NJMGS) Ruleset: Horse and Musket (new rules) 
Scale: 28mm  Era: ACW  Players 10 
Table: A4 
Sam Mustafa presents his new grand-tactical rules module for the Civil War, "Rights and Treason."  This is the 
first in a series of new games for the Horse and Musket period.  No familiarity with "Might and Reason" is 
necessary (rules will be taught.)  John Holly and Barry Katz will co-host this game covering the entire Shiloh 
battlefield in 28mm. 
Note: Due to set up time, game will start about 9:00am 
 
S0110 - Clash of Sheet Metal 
GM: Carl West (BB)  Rules: Home Grown 
Scale: 25mm  Era: Sci-Fi Players 2-6 
Table: D3 
Martian steam machines are blocked from conquering Williamsburg in 1940 by U.S. Army units including the 
brand new battlefield monster, the Grant Tank. Biplanes, P-26s, and Christie tanks will also try to stop the 
invasion from crossing the soil you're standing on if you attend this convention. 
 
S0111 - My Four McGuffins 
GM: Bob McDonald  Rules: “Make my Day” (variant of Chain Reaction 2) 
Scale: 25mm  Era: 1920’s Gangsters  Players: 4 
Table: D2 
It's not a shoot-out, honest.  All you gotta do is pick up an “item” downtown and hot-foot it back to the boss.  
What could go wrong?  Well, for one thing, there are three other gangs combing the same neighborhood.  
Maybe they’re looking for the same thing you are, maybe not.  So maybe you can leave your chopper in the 
violin case.  You should be so lucky.  Each gang randomly draws one of four McGuffins (objectives).  Each 
gang may have its own McGuffin; or maybe all four gangs might be going after the same McGuffin.  There’s no 
way to tell … until it’s too late. 
Note:  This game starts at 11:00am and runs until 1:00pm.  There is another game at 1:00pm. 
 



S0113 - The Great War, in the Sky 
GM: Dan Conley, John Callahan, etc (QF) Rules: Wings of War (Quickfire modified) 
Scale: 1:144  Era: WWI Aerial Players: ?? (unlimited) 
Table: F1 
It’s Wings of War, but it is so much more.  This one day Aerial Campaign will have it all – 20+ aircraft, 
multiple targets, multiple missions, and more.  Come in and play when you can.  Play for as long as you like.  
Quit when you like.  This aerial extravaganza will be ongoing all day. 
Note: This game will last all day, through Afternoon and Evening. 
 
S0114 - De Ternay vs. Graves (RS12) 
GM: Tracy Johnson (TANG)                  Rules: Close Action 
Scale: 1:1200  Era: Age of Sail, American Revolution, Players: 8-13 
Table: E2 
This hypothetical scenario postulates that Admiral Graves was a week ahead of schedule (or de Ternay was 
late) and intercepted de Ternay prior to his arrival at Newport, Rhode Island and offered battle.  An early 
French naval defeat may have prevented Rochambeau from participating as much as he did at Yorktown and 
thus securing the American Revolution.  This is scenario 12 from the "Rebel Seas" module. 
 
Note: This game continues in the Afternoon session.  Mark Campbell, designer of Close Action for Clash of 
Arms Games is expected to participate (if not take over as GM.) 
 
S0115 - Trench Fight 
GM: Michael A. Tyson (TSS) Rules: Trench Fight 
Scale: 15mm  Era: WWI Ground Players: 6 
Table: C2 
Trench fight is an easy to play fast and brutal game of man to man World War I combat.  The land scape looks 
like the moon with barbed wire.  Artillery falls like rain, and there are no true safe places.  The attackers try to 
make it across no man\'s land to take the enemies trenches, the defenders try and live long enough to keep them 
out.  It is a very deadly environment for every one, unexpected things frequently happen. 
Note: This game starts at 9am. 
 
S0116 - Dawn of World War Two in the Air 
GM: Richard Schwab  Ruleset: Wings of War: Dawn of WW2 
Scale: 1:144  Era: WWII Aerial  Players: 6-12 
Table: A3 
A beginners level introduction to the WW2 variant of Wings Of War. We will using 144 scale planes. Fly a Me-
109 against a Spitfire or Hurricane. Perhaps a Zero against a F4F. 
Note: Please bring a spare copy of the game if you have one.  This game begins at 9am. 
 
S0117 - Visible Dungeon 
GM Anna Kueberth (BRG) Rules: Modified AD&D 1st Edition 
Scale: 25mm  Era: Fantasy  Players: 3-15 
Table: D4 
40 square feet of miniature mayhem, the Visible Dungeon is an enjoyable romp through a Dungeons and 
Dragons universe before it became complicated.  The buildings and most of the miniatures are late 1970's early 
1980's vintage.  The Visible Dungeon runs on a modified version of Advanced Dungeons and Dragons, first 
edition rules.  The rules are pared down for speed and ease of play, and the pre-generated characters make this 
easy to play for first time gamers and kids. 



Saturday Afternoon (1-5) 
 
S0201 - The Empire to the Rescue 
GM: John Davis Rules: Wars of Empire 
Scale: 10mm  Era: Colonials  Players: 2-8 
Table: C2 
OK so things didn't go so well at Islandwana in the real world.  What if things happened differently and 
Chelmsford listened to sound advice and Ceshawlo was a bit craftier?  The Empire invaded Zululand but the 
Zulus understood the military aspects of it.  They also understood the German aspects of South Africa along 
with the Boers.  What a mess for the British Empire.  A Boer held outpost holds the months of back pay PLUS 
lots of food and such INCLUDING GIN!!!!  The Brits have to get to the outpost and the Zulus, with potential 
allies, have to stop them.  How will it turn out.  No one knows. 
 
S0203 - Outlaw Trail – Shootout at Coyote Gulch 
GM: Ron Carnegie Rules: Gutshot 
Scale: 28mm  Era: Cowboys  Players: 4-8 
Table: D1 
Out in the West Texas town of Coyote Gulch…  Well, frankly, there ain't much to talk about. This dot on map 
would almost have to borrow a horse to be called a “one-horse town.” Even if you robbed everyone in it, you 
probably couldn't scrape together more than $50 cash.  Until now, that is. You and your gang just got word that 
the Silverado Mining Company has stashed its payroll in the Bank. It will only be there for three days, but that's 
long enough for you to mosey in and take it.   
So saddle up and get ready to ride. It's time to get rich... as long as that lazy Sheriff and his nosey Deputy don’t 
spot you first! 
 
S0204 - Battle of Mimigawa, 10 Dec 1578 Japan! 
GM: Tom Black Rules: Home Brew (Sake and Sushi) 
Scale: 28mm  Era: Samurai  Players: 6 
Table: C1 
Determined to crush the power of the Shimazu, Otomo Sorin and his son Yoshimune led an enormous host into 
Hyuga, intent on recapturing lands taken from the Ito family. In the resulting battle Tawara  sent the Otomo 
army in a frontal attack that was repulsed after some bitter fighting. The Otomo were quickly routed, and 
Yoshihisa won an amazing victory that cost his enemy thousands of men and heralded their decline. 
 
S0205 - Double Bridges at La Mierda 
GM: Guy Gormley (BDMGC) Rules: Carnage and Glory 
Scale: 15mm  Era: Napoleonic Players: 6 
Table: B3 
In the back and forth maneuverings in the summer of 1809, a division sized force of all arms has beed detached 
from both armies to seize the bridges over the two rivers that converge near the town of La Mierda.  The side 
that controls the bridges gives their army a significant terrain advantage.  This battle is a fictional meeting 
engagement during the Peninsula war.  This is a re-fight of the game we put on at Historicon 
 
S0211 - The Great War, in the Sky 
GM: Dan Conley, John Callahan, etc (QF) Rules: Wings of War (Quickfire modified) 
Scale: 1:144  Era: WWI Aerial Players: ?? (unlimited) 
Table: F1 
It’s Wings of War, but it is so much more.  This one day Aerial Campaign will have it all – 20+ aircraft, 
multiple targets, multiple missions, and more.  Come in and play when you can.  Play for as long as you like.  
Quit when you like.  This aerial extravaganza will be ongoing all day. 
Note: This game will last all day, starting in Morning and continuing to Evening. 



S0206 - The Battle for Aspern/Essling 1809 
GM: Dave Waxtel (MHP) Rules: Shako II 
Scale: 25mm Era: Napoleonic Players: 12-15 
Table: A3 
Napoleon crosses the Danube to face Charles and the Austrian Army between the villages of Aspern and 
Essling. This large battle saw terrible fighting around both towns. Massena held Aspern while Lannes held 
Essling. Once the French Cavalry was used up, Napoleon decided to retreat back over the pontoon bridges. 
Although casualties were great on both sides it was used for the Allied cause that "Napoleon was no longer 
invincible”. 
Notes: This game starts at 4:00pm and continues through the next period, as a 6 hour game. 
Can you as the Austrian Commander force the French out of the fortified Granary? Will the French relief come 
or have the Pontoon bridges been destroyed by floating objects the Austrians sent down the Danube? We have 
travelled South to support our friends in the Virginia area. 
 
S0207 - Remember the Alamo! 
GM: Don Carter  Rules: American Battlelines 
Scale: 15mm Era: Age of Rifles  Players: 6 
Table: B1 
1846; US troops under General Wool advance into northern Mexico. The vanguard passes a small villa and 
advance into the valley running into a large Mexican army. After a sharp skirmish the Americans retreat into the 
town to await reinforcements. Flush with victory and thoughts of another Alamo, the Mexicans advance toward 
the town. Will the brave defenders of ol' Mexico win, or will help arrive in time to save the trapped "Yankees”? 
Note: This game begins at 4pm and lasts for four hours. 
 
S0208 - Paw of the Tiger 
GM: Tu Tran & Mike Moran  Rules : Mein Panzer 2 
Scale: 10mm Era: WWII   Players: 6 
Table: B2 
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. 
Note: This game begins at 4pm and lasts for four hours. 
 
S0209 - Liberation of Sheraton 
GM: Chuck Stocky  Rules: Classic Battletech – Total Warfare 
Scale: 1/285 Era: Battletech (Sci-Fi) Players: 8 
Table: B4 
Ever since his operation to bring Sheratan into the Word’s Protectorate fold, rumors of largess and oppression 
have filtered out through ROM back channels. Himself a highly-trained ROM operative, Precentor Garin 
Latronis has been able to keep his own quest for personal power largely hidden from his superiors. But secrets 
only remain secret for so long. 
Deciding to make an example of the out-of-control Precentor, orders are directed to the Opacus Venatori, whose 
personnel are well-trained in the art of toppling governments and removing obstacles. Removing the renegade 
heretics and ComStar refugees is just icing on the proverbial cake. 
 



S0210 - My Four McGuffins 
GM: Bob McDonald  Rules: “Make my Day” (variant of Chain Reaction 2) 
Scale: 25mm  Era: 1920’s Gangsters  Players: 4 
Table: D2 
It's not a shoot-out, honest.  All you gotta do is pick up an “item” downtown and hot-foot it back to the boss.  
What could go wrong?  Well, for one thing, there are three other gangs combing the same neighborhood.  
Maybe they’re looking for the same thing you are, maybe not.  So maybe you can leave your chopper in the 
violin case.  You should be so lucky.  Each gang randomly draws one of four McGuffins (objectives).  Each 
gang may have its own McGuffin; or maybe all four gangs might be going after the same McGuffin.  There’s no 
way to tell … until it’s too late. 
Note: This game Starts at 1:00pm and runs until 3:00pm.  There are two more sessions in the evening. 
 
S0212 - De Ternay vs. Graves (RS12) 
GM: Tracy Johnson (TANG)                  Rules: Close Action 
Scale: 1:1200  Era: Age of Sail, American Revolution, Players: 8-13 
Table: E2 
This hypothetical scenario postulates that Admiral Graves was a week ahead of schedule (or de Ternay was 
late) and intercepted de Ternay prior to his arrival at Newport, Rhode Island and offered battle.  An early 
French naval defeat may have prevented Rochambeau from participating as much as he did at Yorktown and 
thus securing the American Revolution.  This is scenario 12 from the "Rebel Seas" module. 
Note: This game is continued from the Morning session.  Mark Campbell, designer of Close Action for Clash of 
Arms Games is expected to participate (if not take over as GM.) 
 
S0213 - Meeting at the Billsburg Crossroads 
GM: Ben King, Stu Brennan (CMS)  Rules: 
Scale: 25mm  Era: Medieval  Players: 6-10 
Table: E3 
The Count of Stulischstein and the Duke of Benkovia; both sometime vassals of Chuckus Maximus, the Grand 
Pompous of Turnistania; have decided to meet and settle the controversy over the "One-fingered, two-fingered 
affair." They have both agreed to bring along NUMEROUS, "advisors" to help settle the question as to which is 
more appropriate greeting: the one-fingered or the two-fingered salute? The meeting will take place at the 
Township of Billsburg, located between the Count's and Duke's kingdoms within easy travel distance of both 
capitals. There have been distant rumors of other people interested in "assisting" in the "discussions." 
Note: There will be between 800-1000 figures, all 25mm in this battle, with LOTS of cav. 
 
S0214 - Kill Teams 
GM: Elliott Davis  Rules: 4th Ed. WH40K (modified for small units) 
Scale: 28mm  Era: Sci-Fi  Players: 4-6 
Table: D4 
You will lead a squad of highly trained humans, abhumans, or aliens,  onto the battlefield with an objective. 
Others will have different objectives,  and may get in your way. Shooting them may be the answer.  But you've 
got to get in, do the job, and get out alive.  Unlike regular 40K, where they give you platoons full of expendable 
grunts,  you lead a crackerjack Kill-Team of a dozen Elites, with the latest equipment.  Miniatures, Army lists, 
and Scenery provided.  Players should bring dice and tape measures. Rule-Books a plus.  Beer & pretzels level, 
moderate complexity. 4 - 6 players. 
 



Saturday Evening (6-10) 
 
S0301 - Battle of Valverde 
GM: Ashley Johnson (SMP)  Rules: Johnny Reb III 
Scale: 20mm Era: ACW (in Mexico) Players: 4 
Table: A2 
In the agony of a nation at war with itself, the Confederate invasion of the New Mexico Territory was a minor 
drama. However, the Rebels dreamed of access to the Santa Fe Trail and the gold mines of California and 
Colorado. The Union Army knew it had to deny the realization of those dreams. So then, 4000 Union and 3000 
Confederate soldiers engaged in a battle for the far West... Come take command of Gen Sibley's Rebs or the 
Gen Canby's "Blue Bellies" and see how well you fare! 
 
S0302 - Breakthrough at Khodaref - Sudan, 1884 
GM: Chuck Turnitsa  Rules: The Sword and the Flame 
Scale: 28mm Era: Sudan Players: 6 
Table: C2 
The Anglo-Egyptian column was patrolling an area supposedly "secured" from the Mahdi's troops.  The 
scouting reports were wrong, and now the trapped column must somehow breakthrough the massed Dervish and 
Fuzzy forces blocking their retreat.  A Sword and the Flame game for six players, in 28mm. 
 
S0303 - Battle of Mimigawa, 10 Dec 1578 Japan! 
GM: Tom Black Rules: Home Brew (Sake and Sushi) 
Scale: 28mm  Era: Samurai  Players: 6 
Table: C1 
Determined to crush the power of the Shimazu, Otomo Sorin and his son Yoshimune led an enormous host into 
Hyuga, intent on recapturing lands taken from the Ito family. In the resulting battle Tawara sent the Otomo 
army in a frontal attack that was repulsed after some bitter fighting. The Otomo were quickly routed, and 
Yoshihisa won an amazing victory that cost his enemy thousands of men and heralded their decline. 
 
S0304 - Camden 1780 
GM: Tim Goodlett, Rich Low, Andy Turlington (SMP) Rules: Dire Necessity 
Scale: 28mm  Era: AWI Players: 6 
Table: A1 
On August 16, 1780, British forces under Lieutenant General Lord Charles Cornwallis routed the American 
forces of Major General Horatio Gates about six miles north of Camden, South Carolina, strengthening the 
British hold on the Carolinas.  Camden was an important crossroads, key to controlling the back country of the 
Carolinas. 
 



S0305 - The Finale: Rigel Kentarus 
GM: Chuck Stocky  Rules: Classic Battletech – Total Warfare 
Scale: 1/285 Era: Battletech (Sci-Fi) Players: 2-10 
Table: B4 
Tired of the dogged pursuit and determined to put an end to her shadowy adversary, Stacy Church made a 
controversial move worthy of Natasha Kerensky: she called her opponent out. Broadcasting an open message 
through several area HPGs—a delicate mission Wolfnet eagerly undertook for them—the Widows challenged 
their Word opponents to a showdown on Rigil Kentarus. 
Note: This game starts at 7pm  
 
S0306 - Air War Over Malta  
GM: Ron Bingham (BB) Rules: Warbirds in Miniature 
Scale: 1/300  Era: WWII (Aerial)  Players: 12+ 
Table: E1 
Malta was one of the most intensively-bombed areas during WWII. Besiege by the Italian and German Naval 
and Air Forces; Malta had a total of 3,000 aerial raids between 1940- 1942. Join us and fly for the RAF, Royal 
Navy, Italian Royal Air Force or the Luftwaffe. Each player will fly two fighters or 4 bombers in this epic aerial 
battle in the skies over Malta.  We will start the battle with RAF Gloster Gladiators vs. Italian Fiat CR.42 bi-
planes and add newer model fighter and bomber aircraft every 15 minutes. 
Note: Game starts at 5:00pm.  Only players age 14+. 
 
S0307 - My Four McGuffins 
GM: Bob McDonald  Rules: “Make my Day” (variant of Chain Reaction 2) 
Scale: 25mm  Era: 1920’s Gangsters  Players: 4 
Table: D2 
It's not a shoot-out, honest.  All you gotta do is pick up an “item” downtown and hot-foot it back to the boss.  
What could go wrong?  Well, for one thing, there are three other gangs combing the same neighborhood.  
Maybe they’re looking for the same thing you are, maybe not.  So maybe you can leave your chopper in the 
violin case.  You should be so lucky.  Each gang randomly draws one of four McGuffins (objectives).  Each 
gang may have its own McGuffin; or maybe all four gangs might be going after the same McGuffin.  There’s no 
way to tell … until it’s too late. 
Note: This game runs twice, once at 7:00pm, and once at 9:00pm. 
 
S0308 - Frozen Devils 
GM: Robert Brown and Hayes Wauford Rules: Advanced Squad Leader (modified) 
Scale: 20mm  Era: WWII  Players: 4-6 
Table: D3 
20 March 1943, Lushki, Russia.  Elements of the the 3rd Battalion, 4th Regiment, 7th Flieger Division have 
been tasked with defending a ridge outside the village along with Heer forces.  The Russians have other plans in 
store and unleash an assault by two full divisions supported by the ubiquitous T-34s and artillery.  The Germans 
are dug in and have training in their favor, but can they hold against the Red hordes? 

 



S0309 - The Great War, in the Sky 
GM: Dan Conley, John Callahan, etc (QF) Rules: Wings of War (Quickfire modified) 
Scale: 1:144  Era: WWI Aerial Players: ?? (unlimited) 
Table: F1 
It’s Wings of War, but it is so much more.  This one day Aerial Campaign will have it all – 20+ aircraft, 
multiple targets, multiple missions, and more.  Come in and play when you can.  Play for as long as you like.  
Quit when you like.  This aerial extravaganza will be ongoing all day. 
Note: This game is continued from the Morning and Afternoon. 
 

S0310 - Uprising in the Desert 
GM: Rich Villella (BB) Rules: The Sword and the Flame (North Africa Variant) 
Scale: 25mm Era: French Foreign Legion Players: 4-8 
Table: A4 
The local Arab population is stirring up rebellious ideas that will lead to an alliance of the tribes that could 
overwhelm the nearby French garrison.  A company of Legionnaires, along with a company of Turcos and a 
squadron of Spahis has taken the rebel leader into custody.  Now they just have to get him through the desert 
and to their garrison. 

 
S0311 - Do-Si-Do at Fort Capuzzo 
GM: John A. Hill  Ruleset: All Arms Assault (Home Brew) 
Scale: 1/285 (Micro)  Era: WWII  Players: 3-5 
Table: D1 
Operation Brevity, May 1941: The British attack Rommel's forward desert outposts, one of which is Fort 
Capuzzo, a damaged old ex-Italian fort.  Historically the fort fell but was later recaptured.  The initial game will 
be the Axis recapture attempt (2-3 Axis players and 1-2 Allied players).  Afterwards, the players will switch 
sides and play the initial Allied attempt to capture the fort (2-3 Allied players and 1-2 Axis players), with time 
permitting.  The most successful player(s) will be voted the winner(s). 
Note: This game will not start until 6:30.  Rules are designed for Regimental-sized actions, and incorporate 
time delays for orders changes, etc. 
 
S0312 - Advance on La Fiere 
GM: Justin Grabowski (ODMS) Ruleset: Go For Broke! 
Scale: 28mm   Era: WWII  Players 3-5 
Table: D4 
By dawn 6 June 1944, John "Red Dog" Dolan, commander of Co. A, 505th PIR has assembled his men and 
marching on his objective of Le Fiere bridge.  This bridge was critical to the overall position of the 82nd 
Airborne as it was the quickest route for Germans to counterattack the landings of the 82nd Airborne.  On the 
route, Dolan and his men run into some resistance from elements of the German 1057th Regiment, 91st Infantry 
Division. (Skirmish Campaigns scenario) 
 
S0202 - La Vuelta del amarra! 
GM: George Callinan (AOCM) Rules: AL Front!  SCW 
Scale: 20mm  Era: Spanish Civil War Players: 3-4 
Table: B3 
Córdoba, Spain, August 20, 1936. A large Militia army under a loyal army officer, General Miaja, hurried on, 
eager to wrest Córdoba from the hands of the Nationalists that had seized it during the revolt. The Andalucian 
militia carried the battle to the gates of the city, which would soon fall, they hoped.... 



Sunday Morning (8-12) 
 
D0101 - Cross Keys 
GM: Andy Turlington and Ashley Johnson (SMP) Rules: Johnny Reb III 
Scale: 20mm  Era: ACW Players: 8 
Table: A1 
The Shenandoah Campaign was coming to an end.  Two battles remained to be fought, Cross Keys on 08 June, 
and Port Republic on 09 June.  Jackson had two armies heading his way in June, Shields and Fremont were both 
closing in on his position.  He found a location between Port Republic and Cross Keys where he could control 
the only bridges that would allow the two Federal armies to join into one.  To this end, Ewell’s Division was 
ordered to delay Fremont’s forces from continuing towards Port Republic, while Jackson prepared to fight off 
Shields. 
 
D0102 - Ancient Battles 
GM: David Dietrich  Rules: Warrior 
Scale: 15mm  Era: Ancients  Players: 2-8 
Table: C2 
Try your hand in a fast-paced game of ancient and medieval warfare.  Use your tactical skills to change the fate 
of the Persian Empire or Republican Rome.  Learn one of the most popular tournament rule sets in a single 
sitting.  Play several games to get a feel for different types of units and opponent styles.  Bring a partner and 
start a game at any time.  Classical period armies provided by game master or bring your own (standard basing 
applies). 
 
D0103 - Struggle for the Tsalu Crossing 
GM: Chuck Turnitsa (ODMS)  Rules: Red and White (modified) 
Scale: 15mm Era: Russo-Japanese War Players: 6 
Table: A4 
Assets of Japan's second army are attempting to force a crossing of the Poda River at the village of Tsalu.  The 
village is held by Russian infantry who have been retreating by road and rail since the defeat at Yalu.  
Reinforcing the infantry, however, is a fresh Russian division, and a new aggressive commander who wants to 
take the fight to the enemy.  This leads to a showdown in the Poda river valley, over the Tsalu bridges. 
Note: Game will start at 10:00am. 
 
D0104 - Warhammer Fantasy – Bring and Battle 
GM: Edward Kilday  Rules: Warhammer Fantasy Battle 
Scale: 28mm  Era: Fantasy  Players: 2+ 
Table: C1 
Bring your favorite Warhammer Fantasy Battle army, and let battle commence!  Bring your 2000 points army 
(or two friends with 1000 points each) to play any and all comers!  Edward will be organizing play, and is 
hoping to play/gm some great sessions.  If this proves to be popular, there may be a Warhammer Fantasy Battle 
tournament during next year’s convention (2010). 
Note: Game will start at 10:00am 
 



D0105 - Ultimate Showdown 
GM: Elliott Davis  Rules: Hero-Clix (heavily modified) 
Scale: 28mm Era: Yes, have some  Players: 6 or more 
Table: B3 
Based on the music video of the same name. 
 

Can  Chuck Norris kick  Darth Vader's butt ? 
What if Godzilla stepped on the Pink Power Ranger ? 
Can David Lo Pan outmaneuver the magic of Gandalf ? 
What if Abe Lincoln rose from the grave with vengeance in Mind ? 
Can Samuel L. Jackson out-do Dolph Lundgren for sheer cussedness? 

 
These and other pressing questions can only be answered on the field of battle. This miniatures fun-fest is a 
massive free-for-all, with good guys, bad guys, explosions, and an events table that will leave tears in your eyes. 
All miniatures, scenery and rules are provided. This game is loosely based on Hero-Clix by Wizkids. 
Players bringing ten sided dice and tape measures are considered a plus. For 6 or more players. 
Beer & pretzels level, moderate complexity.  
Note: Game will start at 10:00am 
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o http://www.aberdeenbarn.com/  
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o http://www.tablestargames.com/  
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o http://www.riograndegames.com/  
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o http://www.otb-games.com/  
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o http://www.ospreypublishing.com/  
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o http://www.miniatureservicecenter.com/  

 
A special round of thanks is due to all of these (and other) sponsors who helped to 
make this, our first convention, a reality. 
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To find out more about our convention next year, or to get involved -- 

Subscribe to the Yahoo Group 
wm_fan@yahoogroups.com 

 
Watch the ODMS website for info 

http://www.odms-club.com/  
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