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Meeting Notice

BMHGA board meetings will be held
the first Wednesday of each month at
7:00 p.m. usually at Underground
Games and Hobbies. All members are
invited.

Contact an officer for the location
of the next meeting.

The Perfunctory Stuff

Who We Are and What We Do!
Big Muddy Historical Gaming Alli-
ance is a club dedicated to promoting
historical miniature gaming in the St.
Louis Metro Area through Game Day

Events at the Hobby Shop, Fantasy Shop

Big Muddy in Cyberspace

Check out our current homepage:

http:www.bmhga.org

The Metro East Gamers Association at:
http://homepages.apci.net/~tpcalla/

mweb/index.htm

Contacting Big Muddy:
Offical email:

bigmuddyhga@juno.com

Offical snail mail:
BMHGA
1410 Mohican Trail
St. Charles, MO 63304

Editor email:
richardbwright@charter.net

Editor snail mail:
Richard Wright
1746 Fairview Farms Circle
Wentzville, MO 63385

636-332-8933
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(St. Charles), Medieval Starship, and
Underground Games. We also sponsor
two annual Conventions and publish a
monthly newsletter.

200472005
Executive Committee Members:
President: Joe Shaffer
Vice President: Robert Galavan
Treasurer Bill Doelling
Secretary: Mark Johnson
Member-at-Large: Pat Connaughton
Representative: Jon Bancroft

Committee Chairmen:
Newsletter: Richard Wright
Web Site: Zach Voltrain
Directory: Pat Connaughton
Gaming: Harold Wones

Store Liaisons:

The Fantasy Shop: Larry Freeman
The Hobby Shop: Harold Wones
Medieval Starship: Joe Shaffer

Underground Games: Mark Johnson

The Fifth Column is the newslet-
ter for the membership of Big Muddy
Historical Gaming Alliance. It is pub-
lished 12 times each year and is mailed
to all the members in good standing as
well as shops, venders, and other in-
terested parties. It can also be found in
game and hobby shops in the St. Louis
area.

If you would like to join Big Muddy,
please send your name, address, phone
number, and your hobby interests in the
mail to the address below. Include your
$10 dues to the Big Muddy.

Big Muddy web site:
http:www.bmhga.org

Offical email:
bigmuddyhga@juno.com

Offical snail mail:

BMHGA

1410 Mohican Trail

St. Charles, MO 63304



Editor’s Slant
by Richard Wright

Command Conisjust around the cor-
ner, November 19-21! Can’t wait to play
al those games and view what the ven-
dors have in store for us thistime. It is
kind of that ‘kid in a candy store’ situa-
tion. ThisCon, | will be hosting acustom
Ironclad gamewith the new rulesof alocal
- Raiders & Blockaders. | have always
been partial to the old Yaquinto game -
Ironclads. This one beats that set and
has some pretty neat innovationsin game
mechanics.

How many projects do you have go-
ing? Do you have a tendency to have
several going at the same time or do you

Call ~ for

focus one at a time? | am a multi-
tasker...much to my detriment sometimes.
The Coral Seacampaign hasstarted. First
three turns had been played and the rules
areworking really well. They arefun, too
boot!! Since | chose to be the Japanese
commander early in our game develop-
ment, | obtained the 1/700 scal e shipsthat
we need for the game. It sureisfun get-
ting back into plastic modeling after a 20
year hyatius. | have two mine sweepers,
two subchasers, three destoryers, and one
transport completed. Two US subs are
just about finished. Looking forward to
getting into the seaplane tender next.
Along with the ships, | am painting the
1/300 scale Jap aircraft for the campaign,
too. You see, | aready have a bunch of
projects going, but I'm still painting the
rest of my 15mm Parthian Army for DBM
and adding some bowmen to my Crusad-
ers of the same scale. And then there are
the 1/285 scale armor for the 5th Panzer
Division using KampfGruppe Commander
rules. Did| tell yaabout the 15mmACW
troopsthat are on the ‘ de-flashing board’ ?
How about the town castings for
WWII...AAAaaaarrrgggghhhhh!!!!

Nominations!

Didyou know that Big Muddy will bevoting for anew President,
Secretary and Member -at-L argein November during Command Con?
Areyou satisfied withtheway thingsare? Canyou makeadifferencewith
Y OUR wargameclub? Yep, thissucker isasmuch' Y OURS asthe next
fellapushing lead or card board. Best way to getinvolvedin®makingthe
best club onthe planet” isto be at the meetings each month and/or becom-
ing an officer in the organization. Theincumbent Pres dent (Joe Shaffer) and
Secretary (Mark Johnson) are running again thisyear and no oneisoppos-
ing them. Jon Bancroftisanomineefor the Member-at-Large.

President Secretary

Member-at-L arge

Put your nameinthehat by caling any one of the Executive Committee
memberson page2 or email bigmuddyhga@juno.com.
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War Stories from the Napoleonic

by Adam Jones 111

Editor’s note: | thouroghly enjoyed the first part of Adam’s description of the campaign
battles. He has a terrific writing style. | couldn’t fit al of this story in this issue...the second

half will be posted in the next (November) issue.

Thesetwo storiesare generated from the Napol eonic Sailing Ship campaign
being played by agroup of gamersthat havebeeninvolved in gaming for many
years. Thecampaign has started onits second gameyear and thefirst year
wasfilled with very interesting and exciting nava bettles. Thecampaign darted
sometwo red yearsago with six main countriesbeing handled by gamersand
anumber of minor countriesand avast unexplored central continent that was
run by thegamemagter. Unfortunately, the gamebrokedownwithinthefirst
two game months and lay dormant for atime. Then, some of the original

participantsresurrected the game, recruited new playersand started thegame
over. Thegamehas continued uninterrupted sincethat time. Thetwo stories
that | havewritten are generated from some of the battlesthat occurred during
thecampaign. | will first write of the background that set up thetwo battles. |

will thenwrite about two shipsthat fought actionsthat got the shipsrecognition
and rewards within the campaign. | will be using anarrative format and
fictionalize somedetailsto increaseinterest in the stories. (editor'snote: Thisis
about the 2nd battle. Read about the first on in July 2004 issue)

Additional Note: Unfortunately, as| finish thisstory the campaign hasended
again dueto many of the participantsmoving or changing jobs. Thegood
newsisthat areformatted campaignisstarting very soon. If anyoneisinterested
inplaying, post amessage onthe Big Muddy web site.

Battle #2
DARN: Ship of the Line #808 vs DWS COURAGEOUS

Background to the Battle:

TheEasternAlliance had discovered thesmall idand nation of Tuscany
inJuly of 01. The good newsof the discovery wasthat Tuscany wasquite
small and not much of athreat all by herself. The bad newsisthat amonth
after her discovery, the Tuscan government aigned herself with the Federation
of Unaligned Nations(F.U.N.). TheF.U.N. aliance had beenathorninthe
Alliance side sincethe beginning of thegame. The other bad newswasthat
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Sailing Ship Campaign - Part Dew

Tuscany waslocated amongst severd of theAlliancetrading lanes connecting
the col onies on the main continent with the home countries. Thethreat of
F.U.N. shipsbased in Tuscany and raiding the trade lineswastoo much to
accept and theAlliance made the decision to conquer Tuscany in October of
01. Thecountry of Indig commanded theinitial attack. The Papal States,
Poltavalant and the Grand Duchy of Darn contributed forceswith the Papal
Statesbringing thelargest contingent of shipsand men outsideof Indig. The
initid moveswent well with theAlliancefleet successfully blockading Tuscany
and effectively eliminating the Tuscan merchant fleet. A second fleet was
assembled withtheinvasion troopsand escort. They werescheduledto arrive
later in the month and land troopsto compl etethe conquest. Unfortunately,
that never happened.

The Tuscan fleet was not quiet during theinitial phases of thewar.
TheAlliance managed to catch the Tuscan Fleet in harbor when the blockading
fleet arrived. However, the Tuscanshad aplan. First they attacked out of the
harbor with her shipsof thelinesbut not to engage and defeet theAlliance, but
todlow theescapeof her extremely largefrigateforce. Oncethefrigateforce
wasout, it was hoped to rai se havoc among the transport linesand to lend
supporttoaF.U.N. relief fleet arriving to assist the Tuscans. The Tuscans
executed their plantotheletter. Tuscan shipsof thelinetied up theAlliance
shipsand sometwenty Tuscan frigates escaped unharmed. TheoneTuscan
ship of the line that had been damaged was towed back to harbor under
Alliance cannonfire, much to the embarrassment of theAlliance.

The Tuscans were not finished. After the frigates escaped, they
rendezvoused withthe FU.N. fleet and managed tol ocatetheAllianceinvasion
fleet. Superb maneuvering by thecombined Tuscanand FU.N. fleet allowed
them to catch theinvasion forcewithinadequate escort. The combined fleet
proceeded to decimatetheinvasion force. About half to two thirds of the
transportswere captured or sunk along with thetroopsin them.

TheAlliance had been handed adefeat even more devastating than
theVagmur fiascoinMay of 01.

TheAlliancewasforced to withdraw the blockade fleet and regroup
to continuethefight. Therewasserioustalk of postponing theinvasionfor a
coupleof months. The Grand Duchy of Darn disagreed, stating that any delay
would allow even more F.U.N. alliesto arrive and strengthen the Tuscans.

continued on page 10
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Big Muddy HGA Annual

Select one or more Game Days for a presentation.

Hobby Shop Fantasy Shop
Game Days (Central; 15t wk) (Northwest; 2 wk)
January ‘05

February ‘05

March ‘05 No Scheduled Events

April ‘05

May ‘05

June 05 None Scheduled

July ‘05

Sept'04

October ‘04

November‘04 No Scheduled Events

Dec’'04

Referee Contact phone and email

Comments:

Contact the Big Muddy rep for the Hobby shop indicated (Central, Northwest, etc)
and let them know of your event OR contact the shop direct. Phone numbers

listed on page 19.




Game Day Event Sigh up Sheet

Black-out times are noted in the appropriate boxes.

Underground Medieval
(South; 3 wk) (East; 4™ wk)

- Barracks Battles on March 18-20

No Scheduled Events

- Command Con on Ngvember 19-21, 2004
No Scheduled Events




October 2004 Meeting Minutes

BigMuddy Historicd GamingAlliance
Executive Board Mesting

10/06/2004

Underground Games & Haobbies, Fenton, MO

Meeting called to order at 7:00 PM by President, Joe Shaffer

OfficersPresent  VicePresident Bob Galavan; Treasurer Bill Doelling;
Secretary Mark Johnson

MembersPresent: ZacVotrain

September Meeting Minutes approved.

Old Business:

Treasurer's Report: Balance Brought Forward  $307.06

Income  Dues $10.00
Pre-Reg for Command Con $15.00

Expenses. Mailings $70.00
Misc Expenses $10.00
Account Balance $252.06

Theinsuranceispaid up until November, 2004. Payment dueprior to
Command Con, about $220.00

CommandCon Convention Report:

Chairman, Pat Connaughton was not present.

President Joe Shaffer and the Executive Board have once again begun the
process of trying to recover theinformation which hasnot been forthcoming
fromtheformer Convention Chairman. If you have submitted agameor
event to theformer Convention Chairman, please providetheinformation to
oneof theofficersforinclusoninthe Preliminary EventsList (PEL).
Onceagain, theboard callsupon the Convention Chairman to providethe
database of vendors, Game Judges, and other points of contact.
ThePreliminary EventsListhas been reconstructed, and has been provided
to the Fifth Column Editor for publication, and to the Webmaster for posting
ontheBMHGA Website. Seethe BMHGA Websitefor thelatest info.

Command Con 2004 is scheduled for November 19-21, 2004, at Grant

8



Shelter, Jefferson Barracks. Doors open Friday between 7:00 and 8:00
AM for set up, with gaming beginning at Noon.

Admission: $5.00 Friday; $10.00 Saturday; $5.00 Sunday; $15.00 for
Weekend (at the door), $12.00 for Weekend (with pre-registration).
Anticipated Vendors. George Johnson (GAJO); Earl Hodgen; George
Knapp; Hobby Shop; Laden Swallow; Larry Freeman; Titan Miniatures;
and Underground Gamesand Hobbies. Morevendorsareadistinct
possibility.

A number of vendorswill have purchased advertisementsinthe Convention
Program. Program Ad Rates: Full Page - $25.00; %2 page - $15.00; 1/4
page - $8.00; Business Card or Logo ad = $5.00. We planto have 12to
16 gaming tablesfor each session.

"Swordsand Roses' will be presenting their well-received concession stand

again.

Fifth Column:

Thenext issue of the Fifth Columnwill bethe November issueespeciadly
dedicatedto COMMAND CON. Thedeadlinefor submissionsis11/5/
2004.

Dueto our point of contact for printing the newd etter nolonger being
available, we are seeking another printer. If amember hasan economical
sourcefor printing the newd etter, wewoul d wel come suggestions.
President Joe Shaffer recommended that we market adsin the 5th Column,
sothatit at least partialy paysfor itsalf.

5th ColumnAd Rates: Full Page- $5.00; ¥2page - $2.50; 1/4 page-
$1.00; Business Card or Logo ad = $1.00

Call for Nominations:
Theofficesof President, Secretary, and the Member-at-Largewill be
elected at Command Conin November. Thelncumbentshave been
nominated. Additiona nomineesarewelcome. Thenomineesare:
President - Joe Shaffer
Secretary - Mark Johnson
Member at Large - Jon Bancroft

Big Muddy Activitiesand weekly Game Days continue:
Pointsof Contact are;

Harold Wonesfor The Hobby Shop (1st Saturday-When it re-opens)
continued on page 14




continued from page5
Indeed, information discovered after thewar reveal ed that the Country of

Orleanshad dispatched alargefleet that wasdueto arrivein late November.
The Orleansfleet arrived oneday after the Tuscanssurrendered. The Grand
Duchy had anticipated that there may be some problemsand had dispatched
afleet along with transportsand troopsto assist theAlliance. That fleet plus
othersfrom the Papa Statesand Poltavaant would allow for asecond attack
against Tuscany and the F.U.N. fleet. After avigorousdebate, it was agreed
torenew theattack immediately.

ThePapa States contacted oneof the F.U.N. partnersand with skillful
negotiation (and bribery), convinced her to withdraw her support and fleet,
weakening the FU.N. fleet by somethirty percent. TheAlliancereorganized
thefleetsand sailed into the attack again in the middlie of November of O1.
TheTuscan and F.U.N. fleet came out to meet the new threat. The Tuscan
fleet fought magnificently. Outnumbered and out gunned, the Tuscan fleet fought
theAlliancefleet to astandstill and inflicted heavy damageparticularly tothe
Papal States contingent. At onepoint, all of the Papal States shipswere not
mobileand Tuscan shipsthat weredtill mobilewerebravely sallingand attacking
without regard to the hopel esssituation. Intheend, however, numbersmaitered
and the Tuscan fleet wastotally defeated.

TheF.U.N. fleet did not distinguish themselvessowell. It appeared
that the F.U.N.fleet, once seeing the overwhelming size of theAllianceflet,
decided that discretion wasthebetter part of valor. The FEU.N. fleet beganto
disengagefrom the battle almost immediately. The Poltaval ant contingent of
theAlliancewassmall and her rolewasto act asablocking forceto prevent
such escapes. TheF.U.N. fleet overwhelmed the small Poltavalant force,
capturing or crippling theentireforce. The Poltavaant forcedid not let FU.N.
escapewithout loss, crippling theflagship, aFrench 120 gun ship of theline
that had been captured by Vagmur in the Vagmur war and apparently sold to
the F.U.N flegt. TheFrench 120 waseventua ly abandoned and blown up by
the F.U.N. forcesto prevent recapture.

The Grand Duchy of Darn had alarge contingent of shipsalocated to
thebattle. Twelve eighty-gun shipsof thelineand twelveforty-gunfrigates
wereassigned thetask of sailing to theaid of the Poltavalant contingent and
bolster the blocking force. Eventsintervened and caused thetwo fleetsto
split, so when the battle started, Task Force One of the Darn fleet had been
separated from the Poltaval ant force and had to sail completely acrossthe
battle areato reach her ally. As Task Force One slowly entered the battle
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WARISHELL

area, the stagewas set for the heroic battleinvol ving Darn Ship of the Line
#808.

The captain of the eighty-gun Darn Ship of the Line#808 waslostin
thought as he peered over the gunwal es and watched the horror unfolding
beforehiseyes. The Darnfleet wasdowly sailing below what only could be
described as hell. Theremains of the Papa States and Indig fleets were
strewn acrossthe sea. Tattered sailsand dismasted shipsweredrifting and
bobbing about. Tuscan ships, reduced to hulkswerea so mixedin, trying to
continuethefight for survival. Therewas, in essence, alargewoodenidand
congsting of shipsgrappled together, their crews il attempting to carry the
fight to theenemy. Amazingly, some Tuscan shipswerestill mobile, dowly
pushing through gapsandfiringintothemass. A voiceinterrupted him.

“Captain, signal fromflag, sir” The captain turned to see hisfirst
lieutenant touching hishat. “It saysmakemoresail.” The captain glanced
upward toward the billowing forest of mastsand sail. Every masthad dl of its
sailsstretched onto the yardsand every onewastaut asthewind attempted to
push the vessel faster. The captain looked back at thefirst lieutenant and
spotted thedight smileon hisface.

“Acknowledgethesignal, lieutenant” the captain retorted, returning
thesamesmile.

Thefirg lieutenant whirled and left thecaptain doneagain. Thecaptain
just shook hishead. Wearegoing asfast aspossible considering that we are
besting into thewind, hethought. We do not have any moreroomfor sail and
wearefailingto catch the Poltavalant forcesto assist them asthey try to keep
theenemy from escaping. Weareone of twelve shipsof theline, following
our flagship to god knowswhere. We certainly are not engaging the enemy.
The captain againlooked out over thesdeand took in the devastation arrayed
before him. The plan wasto have our fleet and Poltavalant join forcesto
block any escaping enemy ships. Weather and poor navigation caused the
two fleetsto split up and end up on oppositesidesof thebattle. Soinstead of
being oneforce, the Darn fleet was now sailing around the battle, trying to
meet up with the Poltavalant fleet and assist her inher vaiant fight. Signas
reveal ed that the Poltaval ant force was being pressed hard but putting up a
great fight. Now thewind wasplaying afactor, dowing thefleet and increasing
thefrustration of the crew. No matter, wearebut oneshipinalineof battle.

continued on page 12
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continued from page 11

We do what we are told. The captain smiled again and returned to his
observation of thebattle

It seemed like hours, even thoughit had been only thirty minutes, as
the Darn battlelined owly besat into thewind and away fromthe battle. Asthe
carnage slipped to stern, the captain could finally seehisgoal. Off tothe
starboard bow, were shipsof the FEU.N. alliance desperately trying to escape
thebattle. It appeared that the Poltaval ant shipshad punished FU.N. but did
not prevent them from escaping. A number of shipslooked to be damaged,
especially alarge F.U.N. ship. The ship appeared to beaFrench 120 gun
ship of theline. Oneof her mastshad been taken down and wasfouled to the
shipshull. Theshipwasnot movinganddowly, theDarnfleet wasclosngon
her. A look through thetel escopereveal ed that thelarge ship wastheflagship
for the F.U.N. fleet. The captainreveledinthethought that FU.N. would
elther haveto abandon the ship and her admiral or try to rescue her, putting
more shipsin harmsway and possibledefeat. A shout distracted thecaptain
from hisenjoyment.

“Deck there. Enemy ship to starboard. Closing fast.” thecall came
fromthe crow’snest.

The captain swung thetel escopeto the right and spotted thetarget of
theshout. A large Tuscan ship of thelinehad pulled out of thefight with the
Papal States and was bending on more sail, apparently trying to sail to the
F.U.N. flagship’srescue. Closer examination revealed that the enemy ship
wasan eighty-four-gun ship of theline. Shelooked mean and ready tofight.
Thesallswerebeing handled quiteefficiently and effortlesdy astheship gathered
speed to close the distance. The ship was not flying any flags or signals.
Curious, the captainthought. The captain called for the officersto gather on
the quarterdeck.

“Any sgnal fromflag?’ the captain directed hisquestionto thethird
lieutenant.

“Nosdr, nothingyet.” Theyoung officer replied withanervousvoice.

The captain looked at the gathered officers ashe pondered what to
do. Obvioudy, theenemy shipisclosingto fight, but without explicit orders
fromtheadmiral, we cannot |eave the battle line to engage the new threzt.
TheTuscan ship held theweether gageand had totd control of theengagement.

Editor note: Sorry to end this just when it starts to get good! We'll
have the rest of this story in the November issue.
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In Memorium
DAN HILLEN
June 21, 1950 to September 23, 2004

by Adam Jones |11

On September 23, 2004, the St. Louis area gamers|ost one of the first
war gamers in the area when Dan Hillen died suddenly of cardiac failure. He
was 54 years old.

Dan was one of the initial group of gamers that began to play in the
areawhen war gaming wasinitsinfancy. Back inthe dark ages of war gaming,
it was a pleasure to fine another gamer since there were so few. Dan came to
gaming from thefantasy side, starting with Dungeons and Dragonsand continued
to play fantasy role-playing up to his death. Dan also was able to seamlessly
move into historical gaming aswell. Hisclaim to fame was his huge medieval
campaign that ran for at least threeto four yearsin itsvariousforms. Dan also
wrote his own medieval miniatures rules to go with the campaign.. Hisrules
went through various revisions but is still a great set of rulesto easily play a
medieval miniatures game. Dan also was noted for his World War Il naval
campaigns. Therewere two gamesthat in combination ran for at least 5 years.
Many of the older gamersthat participated in the campaign still tell war stories
from those campaigns. Dan also played civil war and amost any other time
period that was popular. Dan also played in two sports fantasy leagues aswell,
the Strat-O-Matic Career Baseball League and the Strat-o-Matic Epic Football
League. Dan and his wife, Genie was also very active in the science fiction
arena. They were always at the Archon Science Fiction convention and other
sci-fi events. As one can see, Dan was never pigeonholed into any particular
group. Hiseasy styleallowed himto move easily from role-player to historical
gamer to sci-fi fan.

I met Dan in the middle 70's through our war gaming group playing at
the University of Missouri-St. Louis. Hewasatall man; at least 6’4" but was
the quiet one of the group. He never got angry or complained during a game
and set an example of quiet cooperation and kindness that | carry to this day.
My introduction to gaming was through World War |1 armor. Dan quietly pushed
meto join hismedieval group, and oncein, wasthoroughly taken by the period.
Dan made me see the bigger picture and theresult isthat | play all periods now.
| then played in his WW Il naval campaigns and quickly found that he was a
great game master. Being a historical gamer, | was obsessed with historical
accuracy, but Dan showed me the value of playability and also illustrated the
necessity of adding some role-playing elementsinto any game. He had named
characters running the fictional countries in the naval game with a unique
personality. Dan used these personalitiesto shape the decisionsthat the countries

conitnued on page 15
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continued from page 9

Larry Freeman for The Fantasy Shop (2nd Saturday)
Mark Johnson for Underground Games and Hobbies (3rd Saturday)
Joe Shaffer for Medieval Starship (4th Saturday).
Contact these peopl eto scheduleyour gameat any of the participating
shops.
Mark Johnson and his25mm Napol eonicsreturn to Underground Games
and Hobbies 10/16/2004.

Fund RaisingActivities:

President Shaffer has contacted Peter Bradley, theartist whowill createan
origina, sofasizeart work suitablefor framing for BMHGA toraffleoff.
Mr Bradley has begun the research and sketchesfor the painting, and the
preliminary artwork will beavailableat Command Con. Theraffletickets
will goon salethen. Thewinner will bechosen at BarracksBattlesin
March 2005.

The sketchesmay be used on future T-Shirts, capsor other clubitems.
Before presenting the painting, anumber of printswill be madefor future
sale. Thesuggested design for the painting is The Battle of Wilson's Creek.

All Committee Chairsare open, asof Command Con. If you haveatalent
or wish to make ameaningful contribution to the operationsof theclub,
contact an officer and become aleader.

The Game Day scheduleison the Website, and has been published inthe
5th Column. Makeyour presence know by running agameat oneof the
shops, or at any of the three conventionswe sponsor or are associated with
(BarracksBattles, Die Con and Command Con).

Thereareafew Big Muddy T-Shirtsleft. For aslong asthey last, you can
pick uponeof the T-Shirtsfor only $7.50for L & XL, or $8.50 for X XL
and XXXL

2004 Fifth Column Officer sMess Schedule:
November - Convention Chairman. December - W. Doelling

President Joe Shaffer haspurchased thefirst of thegreen"Army" Blankets,
and hastheembroidered labelsfor them. Theblanketswill bedonatedto
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The Hobby Shop upon there-opening. The Hobby Shop remains under
re-congtruction, with an anticipated re-opening date beforethe Holidays.

Next Meeting 7:00 PM, Wednesday, 11/03/2004, at Underground Games
and Hobbies, Fenton, MO.

A MotiontoAdjournisAlwaysin Order.

Silent Auction

Doyou haveany itemsthat you know for surethat you will never get to?
How about extrafigsthat you won't be using for your armies? Board
games, terrain, books, or anything elsethat you don’t want any longer?
Sdll them at the Silent Auction at Command Con and get your money right
there!! Yep, you don’'t haveto wait for the cash and unlike eBay, you
won’'t haveto spend alot of time putting theitemsin the computer!

continued from page 13

would make. Thistype of gaming was seen later in Task Force Games Starfire
Rules, where minor countries used a decision chart to determine reactions to
players with various modifiers by government type, etc. 1n many ways, Dan
was ahead of histime.

Dan was diagnosed with Type 1 diabetesin the 80's but bore his fight
with the disease with great dignity and grace. After the disease required himto
lose his leg, he continued to face the adversity and was actually gaining on it
when he died. He never let his condition prevent him from being an active
participant in any games. | must confessthat others and myself took advantage
of the fact that he was home all day to have him help in the various games and
sports leagues that he participated in. Dan helped resurrect the Napoleonic
Nava gamethat had gone dormant, and ran it uninterrupted for ayear. Dan put
his stamp on the game and it was one of the best campaigns he ever ran. The
story of Darn Frigate #506 that was published in the Fifth Column was generated
from a campaign battle. He was aso on the rule committee in the football
league and was forever typing and downloading information for the league.

His wife Genie Hillen and one daughter, Rachael, survive Dan. Dan
will be sorely missed by thosewho had the privilegeto know him Gamerswho
did not know him can thank him for his pioneering work during the infancy of
war gaming. Games that run today use alot of ideas and rules that Dan had a
part of devel oping during the infancy of war gaming.

Good-byemy friend.
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Presenter’s Registration Form
Command Con V
November 19-21, 2004

St. Louis, MO

“Anything Historical or Anything in Miniature”
Submit your completed form to:
Joe Shaffer, 616 East 4" Street, Waterloo, IL 62298 (email: shaffer@htc.net)

Referee Name: Contact Phone:
email:
Event Name

Circle One
Miniature (Scale:) Boardgame Other:

Rules

Number of Players (minimum and maximum)

Approximate Length of Event

Select Desired Table size:(1 set-up table is provided)

5'x6’ (2 tables) 8'x6’ (3 tables) 6'x10'(4 tables)
Other:

Preferred start time:

1%t Choice Day: Morning
Afternoon Evening
2" Choice Day: Morning
Afternoon Evening

Event Description:
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Command Con V Pre-Registration Form
New and returning members, please indicate if you want your information below

published in the BMHGA Members Directory - yes/no

Name
Address
Phone YES NO
Email YES NO
Friday only (Nov 19) $5.00
Saturday only (Nov 20) $10.00
Sunday only (Nov 21) $5.00
Entire weekend (Nov 19-21) $15.00
BMHGA Membership $10.00

Please indicate (circle one): New membership  Renewal

Total enclosed:

Mail completed form and check to: Command Con V, c/o Bill
Doelling, 1410 Mohican Trail, St. Charles, MO 63304

| have registered to present an event at this year’s Con - yes/no

To inquire about presenting an event at Command Con V, complete
the presenter’s registration or contact: Joe Shaffer at shaffer@htc.net

If you are interested in a vendor’s booth, contactBill Doelling at the
address above or wadfire@juno.com
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Larry Leadhead

Check out the web site www.larryleadhead.org

2t et 2004

LARRY SEEMS S0 DISTAMT
TODAY. HE SEEMS 50 TROUMELED

LARRY LEADHEAD

el B byl 7

oy

PRELMER W TH BLACK OR
I PRIMER WITH WHITE?

Capyright E200M DandERedirtrbutian /A whale oF & part profebeted

By Doug Hamm & Eric Hatz

WHAT DO YOU THINK ABOUT
ALL THE SEX IN GAMING?

LARRY LEADHEAD

FRAMELY, I'M AGAINST IT. I HAVE A
HARD ENOUGH TIME KEEPTNG MY
MINIATURES CLEAN WHILE
‘M EATING POTATO CHIPS

)3

DandE@larrylecdheod.org

Copyright ®2003 DandE/Redistribution in whole or in part prohibited. By Doug Hamm & Eric Hotz

Campaigns in your neighborhood

World in Flames. Play once aweek.
Contact Bob Delwood at
delwood@isomedia.comiif interested.

Battle of Coral Sea:

Campaign has started but can use
more players. It will continuetill
Port Moreshy is taken or the Japa-
nese cry UNCLE. Using /700
scale ships and 1/300 scale aircraft
with house devel oped campaign
rules. Contact Rich Wright at
richardbwright@charter.net for info.
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The 1000 mile Front:

ACW campaign in the West from jan
1862 till mid summer 1862. Fireand
Fury used to resolve 15mm infantry
battleswith modified Ironclads being
used to resolve engagements on the
rivers. Yanks and Rebs needed.
Contact RichWright at
richardbwright@charter.net.

ACW 15mm campaign

Contact Bill Doelling at
wadfire@juno.comif you'dliketo
jointheYanksand Rebsin playing
modified Rally Round the Flag rules.
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Rockcon 2004
Rockford, IL
Nov 5 - 7
rock-con.com

Command Con V 2004
St Louis, MO
Nov. 19, 20 & 21
www.bmhga.org

Winter Wars 2005
Champaign, ILL
February 4-6

Spring Manuevers 2005
Fort Leveanworth, KC
February 18 & 19
Stephen Allie
allies@direcway.com

Little Wars 2005
Chicago, ILL
March 4-6

Barracks Battles 2005
Jefferson Barracks, MO
March 18 - 20, 2005
www.bmhga.org

Egyptian Campaign
Carbondale, IL
April 1-3, 2005

Nashcon 2005
Nashville, TN
May 27-29, 2005

DieCon 2005
Collinsville, ILL
June 3-5

“Guns of August” 2005 (tentative
name)
August 13, 2005
Memorial Hall, St. Charles, Mo
Big Muddy’s one day Con

Web Sites that list
Conventions

Jenga Con Listing
http://www.go.to/conventions

Mike Cannon’s listings
www.WargameCentral.com

Game Day Information

1st Saturday of the Month
The Hobby Shop

The Hobby Shop is located at 5840
Hampton in South St Louis. Phone num-
ber is 314-351-4818. Repairs to the
building and the shop are on-going. NO
games are scheduled just yet.

It is uncertain when the shop wil
re-open. It is expected that it will be
open in time for the Christmas season.

2nd Saturday of the Month
The Fantasy Shop

This shop has been around for some
time. It is in St.Charles on West Clay
just off of Hwy 94. Larry Freeman is
the contact for this location (636-926-
7316).

3rd Saturday of the Month
Underground Games and Hobbies

1755 Smitzer Station Road, Fenton,
MO 63026. Phone number 636-529-
7900. To get there take 1-44 West to
Hwy 141. Turn South on Hwy 141. Turn
Left (East) on Centurion. Turn Right onto
Smitzer Station Road. Look for The Malt
Shop on the Left (East) side of Smitzer
Station Road. Underground Games is
on the Right Hand side of the building.
If you overshoot and get to Gladiator,
turn left on Gladiator, then left on Smitzer
Station Road, and look for The Malt
Shop.

4th Saturday of the Month
Medieval Starship Hobby Shop

Cross the river at the Poplar Street
Bridge and follow 1-64 east about 15
miles to the O’Fallon/ Highway 50 exit
ramp (Exit 14). Turn left on the ramp
onto Highway 50, and follow 50 into
O’Fallon, through five traffic lights, for
about 2 miles. You will see a shopping
plaza on the right with a Papa John’s
pizza store. Turn right into the plaza and
go to the back of the parking lot. Medi-
eval Starship is the last shop on the far
end. It is difficult to see it from the main
road. Here too, the crowd is new to
historicals, but there’s plenty of great
terrain stuff freely available to use.
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BMHGA
1410 Mohican Trail
St. Charles, MO 63304




