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SESSION 1 (Friday, 2pm - 6pm) 

 
 
Bob Duncan's Gunboat Diplomacy 
Over a dozen 28mm, highly detailed warships, allied with European and native contingents, 
seek dominance in coastal waters.  The era is late 19th century featuring coal fired gunboats 
armed with shells and torpedoes. There are hostiles in the water and on the land calculated to 
give m'Lord the fright.  Bob's "Gunboat Diplomacy" rules focus on the joys of gameplay instead 
of the nitpick of a zillion calculations.  This is heart pounding wargaming at its best. There will 
be room for up to a dozen players. 
 
Attack on Tauron 
The Cylons have taken control of the space above Tauron and have landed Centurion ground 
forces in an attempt to gain control of the planet. The Colonial Fleet has sent the Galactica, the 
newest of its Battlestars, to help retake the beleaguered world.  Ed Bates presents this thrilling  
Sci-fi game using Modified "Colonial Battlefleet" rules and 1:600 scale ships (including fleet 
scale fighters). Come join the forces of conquest or help defend the planet from the invaders.  
This game has room for up to 6 players. 
 
Objective Burma: Part I 
A combined force of Army paratroopers and Marine raiders is sent to destroy a Japanese radar 
installation in preparation for an airborne assault.  The radar station is deep in the dense jungle, 
guarded by IJA soldiers committed to keeping it operational.  Can the raiders succeed in 
knocking out the radar in time?  Don Hogge, of the Harford Area Weekly Kreigspeilers (HAWKs), 
hosts this WWII skirmish game, for 6 players, using "Battleground: WWII" and 28mm figures. 
 
Old West Brawl 
The town is on fire, bandits roam the street and women and children are running scared.  It's 
high time someone did something about this.  And that someone is you.  This free for all, 
brought to us by "Pistol" Pete Mancini, uses the fast and easy-to-learn "I'm Your Huckleberry" 
rules and 28mm figures. These rules have been played at Mid-South conventions for a few 
years now and they are a lot of fun. There's very little downtime as every turn is nearly 
simultaneous.  And while it may be fast, it requires a lot of thinking as well.  So strap on your 
shootin' iron and head into town.  There's work to be done.  Room for up to 8 players. 
    
 
 

 

 
 



SESSION 2 (Friday, 8pm - 12 Midnight) 
 
 
David Raybin's Barnacle Bill: A Pirates Life for Me.   
This is the Rhea Baskette Memorial  Game to honor the greatest wargaming pirate of them all. 
Played on the same 24-foot board and using the same rule system as the just-completed 
Gunboat Diplomacy game.  We turn back time several hundred years to the Golden Age of 
Piracy.  Over a dozen fully rigged man o’ war's in 28mm go at it to see which Pirate King will rule 
the waves.  Costumes are not required but first choice of ships goes to those appropriately 
garbed. There will be room for up to a dozen players.  David's rules available on-line at: 
 
http://hmgs-midsouth.org/wp-content/uploads/2013/10/Barnacle-Bill-NASHCON-Lite-2010.pdf 

Pursue and Destroy 
The Cylons have given up their assault on Tauron and retreated from the planet.  The fight, 
however, is not over yet.  Colonial Command thinks the Cylons have a forward supply fleet in a 
nearby asteroid field and they mean to go after it.  So choose a side, prepare for battle and help 
lead your forces to victory.  Ed Bates presents this thrilling  Sci-fi game, for up to 6 players, using 
Modified "Colonial Battlefleet" rules and 1:600 scale ships (including fleet scale fighters).  
 
Objective Burma: Part II 
A combined force of Army paratroopers and Marine raiders has captured a Japanese radar 
installation in the jungles of Burma.  The local Japanese commander has ordered an immediate 
counter attack.  Can the Americans hold onto the installation until after the main airborne 
assault takes place?   Buck Surdu, of the Harford Area Weekly Kreigspeilers (HAWKs), hosts this 
World War II skirmish game for, 6 players, using the recently released "Combat PatrolTM: World 
War II" rules.  Players control squads of infantry in this short, sharp engagement.  The system 
uses cards to resolve not only activation but combat.  This is a very fast, dice-less and chart-
less.....but not simplistic.....system.  Younger gamers are welcome with a participating adult.  No 
alcoholic beverages, please. 
 
Classic Battletech -  Drop In/Drop Out Game 
It's the year 3132 and the Inner Sphere is in turmoil.  Political factions, known as Houses, wage 
endless war for technology, resources and to settle old scores.  Now, the HPG grid is collapsing 
and faction known as The Republic of the Sphere is being torn apart by internal warring 
factions and external threats who see an opportunity to strike.  The forces of the Republic must 
unite to eradicate these invading hordes before they can sow chaos throughout the system.  
Josh Koziura brings us this game of war in the 31st century, where the king of the battlefield is a 
walking, 80 ton weapon of mass destruction known as the Battlemech.  This game is scenario 
driven and score will be kept, via two objectives on the table, to determine a winner over the 
course of the event.  There's plenty of room for all so come join the fray.  Figures will be 
provided or, if you'd like, you can bring your own Mechs and record sheets. 
 
 
 
 
 
 
 



Battle for the Beer Garden - 1813 
It's a hot, August day as the Saxon VII Corps marches towards Berlin.  Along the way, the thirsty 
soldiers get word of a beer fest taking place in the nearby village of Gross-Beeren.  And, as any 
campaign veterans worth their salt would do, they decide to stop in.  The Prussian bully-boys 
occupying the village, however, do not take kindly to their Saxon visitors.  They are determined 
to send the Saxons, along with their French allies, packing.  And without any beer, no less!  Tim 
Young brings us this game of brew and bullets using modified "Black Powder" rules and 28mm 
figures.  So grab your musket.....and your stein.....and come join the fun.  There'll be room for 
up to 12 players. 
 
October, 1916 Trench Assault 
After months of enduring German attacks, the French forces at Verdun decide it's time to act.  
They begin by planning an ambitious offensive designed to end the German threat there.  The 
attack, targeting several sites on the east bank of the Meuse occupied by the Germans, will be  
preceded by the heaviest French artillery bombardment to date.  This assault must not fail.  
Track and Hull Club members, “Doc” Dave Clariday and Ken Lewis, present this WWI game for 
up to 8 players using 25mm figures and their own easy skirmish rules.  Will the French take 
their objectives and gain the upper hand or will the German forces hold the line?  You help 
decide. 
 
Surface Sweep:  July 20, 1945 - 2320 Hours 
In the aftermath of Halsey’s Typhoon, a battered Task Force 38 limps towards home.  US naval 
forces, in anticipation of the return of TF 38, have been ordered to perform a sweep of Japan's 
home waters to eliminate any threats.  Friendly submarines patrolling the area have reported 
that a Japanese surface group is headed in their direction.....ship types, unknown.  The US ships 
must either sink, or force back to harbor, this Japanese force to ensure the safety of TF 38.  
Steve McBee presents this exciting WWII naval "what if" game for 6 or more players using 
"Command at Sea" rules and 1:2400 scale ships.  So raise your colors and steam into action.  
There's a job to be done.  Oh, and be warned!  Several surprises are in store for both sides! 
 
Freeze Your Fireballs Off 
Oh no, this will never do.  You’ve spent years preparing to acquire a certain magical artifact and 
now you hear that someone else is trying to get their hands on it!  Several someone's, in fact.  
All with their greedy sights set on your prize.  This really does present quite a problem.  The 
solution, however, is simple enough.  You can’t let them.  You’ve worked too hard and travelled 
too far.  Frostgrave isn't going anywhere, and there is nothing.....or nobody.....that will stand 
between you and YOUR treasure!  You've hired a warband of simpletons along with some of the 
more expensive cretins who will just have to pay for themselves.  But the real power, as you 
and I both know, lies within you and your apprentice.  That is if he can ever take his eyes off 
that barmaid.  Cigar Box Battle Mats hosts this "Frostgrave" Battle Royale for up to 6 players. 
Feel free to bring your own warband. 
 
 
 
 
 
 
 
 



Battle Above the Clouds 
The US Army of the Cumberland has gotten itself in a pickle.  It seems that Chattanooga is 
surrounded by Rebel forces and the Union army is stuck inside the city.  The wily Confederate 
commander, General Braxton Bragg, has been trying to find a weak point to get in and finish off 
the Union forces but has made no move, so far.  So the question remains.....will Bragg face 
possibly heavy losses and enter the city with his army  or will he remain outside and face the 
Union reinforcements under General Grant coming from Knoxville?  Pete Mancini presents this 
game, depicting one of the major battles of the American Civil War, using "The Devil To Pay" 
rules and 15mm figures.  Up to 8 players can join in the action to decide the fate of the Union. 
   
 
       

SESSION 3 (Saturday, 9am - 1pm) 

 
 
St. Mere-Eglise:  Main Attack 
The initial early morning assault by the German had been repulsed.  As reinforcements from the 
town of St. Mere-Eglise.....along with much needed ammunition.....began to arrive in and 
around D Company's position, they prepared for the worse.  Soon the ominous roar of armor 
could be heard from the north.  The attack to re-take the town had begun.  Ed Bates presents 
this exciting WWII game, for up to 5 players, using modified "Battleground" rules and 15mm 
figures.  Ed will also be giving away a copy of the "Skirmish Elite Campaign Book" as a prize. 
 
Rise of the Tomb Kings 
The hot wind howls through the desert dunes and whip the sand into skittering columns of grit 
that dance and swirl across the landscape.  But these "dust devils" aren't the only things that 
move across the sands.  The undead have risen!  And they march on the Egyptians with but one 
goal.  The conquest and total annihilation of that great Empire.  The Pharaoh has mustered his 
host and is determined to stop them.  As he takes the field with his army, joined by his Sea 
People allies, he can only wonder if this might not only be the end of his rule but of the Empire 
itself.  Nashcon stalwart, Keith Sullivan, presents this epic historical/fantasy cross-over using 
"Hail Caesar" rules (modified for fantasy) and over 2000 28mm miniatures including 1000 
skeleton warriors and 120 chariots.    This game can accommodate up to 8 players.  Keith's 
games, always a show favorite, are something to behold.  Come on by and get in on the action. 
 
Battle of Vergo Bay - 1793 
A combined French and Spanish fleet of 74 three-decker's, under the command of Admirals 
Latovche and Blas De Lezo, has decided to leave the port of Vergo.  Wellington's forces were 
just three miles away but Latovche has no intention of surrendering his fleet.  With a little luck, 
they just might be able to slip past the British fleet in the early morning darkness and sail for 
the port of Lorient.  If not.....then it will be a fight to the death.  David Ferguson presents this 
exciting naval action, set in the age of sail, using 1:1000 scale miniatures and his own easy to 
learn home rules.  There'll be room for 6 players as you set sail into destiny!   
 
 
 
 
 
 



Battle of Paris, 1814 
Coalition forces converge on Paris for the final battle to oust Napoleon.  Napoleon is out raising 
another army while Joseph manages the defense of the city.  As the Austrians, Russians, and 
Prussians prepare to attack the key Montmartre Heights Joseph is busy building hasty 
fortifications; although, he was supposed to have fortified Paris weeks earlier.  Can Joseph hold 
Montmartre Heights and Paris long enough for Napoleon to put another army in the field, or 
will the Coalition force the Corsican Ogre into exile?  Dave Wood, Chris Palmer, and Buck Surdu, 
of the Harford Area Weekly Kreigspeilers (HAWKs), host this Napoleonic game featuring "Fate 
of Battle:  Look, Sarge, No Charts: Napoleonic Wars" and using 10mm figures.  Rules will be 
taught.  There will be room for up to 12 players.   And while "Fate of Battle" is simpler than 
almost every other set of Napoleonic rules you've played, they might be too much for younger 
gamers.  So come and have an enjoyable game of Napoleonics.  Fight the battle, not the rules. 
 
Probe at  La Cambe 
Upon landing at Omaha beach, the men of the US 175th Infantry Regiment are tasked with 
seizing the French village of Isigny.  While advancing through the countryside towards their 
objective, they make contact with German defense forces at  La Cambe.  This is the first serious 
opposition they've had since leaving the beach.  Despite this, they must continue to press their 
advance and push the Germans back allowing the allied invasion forces to drive deeper into 
France.  Walt Harris brings us this fast and furious WWII game using "Chain of Command" rules 
and 28mm miniatures.  There will be room for 4 players. 
 
Bladensburg - August 24, 1814 
The British are marching on Washington with a force of some 4,400 men and their supporting 
artillery.  Under the command of Major General Robert Ross, this force is composed mainly of 
veterans from the Duke of Wellington's army fresh from the Napoleonic wars in Europe.  
Realizing that the road through Bladensburg would be the most likely route for the advancing 
British force, and thereby making it the key to Washington's defense, the U.S. high command 
has ordered Brigadier General Tobias Stansbury to move his force there from Baltimore.  He has 
been told to take the best position in advance of Bladensburg and, should he be attacked, to 
resist as long as possible.  General Stansbury has deployed his force and now awaits the British 
advance.  Can you, as the Americans, stop them or will the British burn Washington again.  
Nashcon veteran, Rick Valentine, brings us this exciting War of 1812 game using those gorgeous 
54mm figures and period rules from "All the King's Men".  There will be room for 4 players. 
 
WARPRIDE Playtest Games 
Nashcon favorite, and author of the popular "Pride of Lions" fantasy rules, John "Doc" McBride 
is back this year and he's brought something new.  He's been working on a new set of rules he 
calls "WARPRIDE" and he's looking for playtesters to help him out.  Doc's brand new, easy to 
learn rules are specifically designed for running small fantasy battles using quick play 
mechanics.  These demo games will take less than an hour and players will be taught the rules 
right at the table by the developer, himself.  If you'd like to check out these new rules, and give 
Doc a hand with some playtesting, then come by the Rebel Mini's booth and join in the fun. 
 
 
 
 
 
 



Force X Attacks 
It's June 13, 1940 just southwest of Crete around 1000 hours.  After an uneventful foray into 
the Dodecanese Islands, the French navy's Force X received word that the Italian 2nd Squadron 
had sortied against British naval forces under the command of Admiral Cunningham.  This was 
in response to his bombardment of Tobruk and Benghazi.  As a result of this information, Force 
X has sailed around the west end of Crete to intercept and engage the Italian 1st and 8th Cruiser 
Divisions.  It's up anchors and sound general quarters as you help decide who will emerge 
victorious in this battle on the high seas?  Steve McBee presents this exciting WWII naval "what 
if" game for up to 6 players using "Command at Sea" rules and 1:2400 scale ships.  
 
American Revolution.....with Palm Trees 
In May of 1777, a patrol of Georgia militia skirmished with British troops on Amelia Island 
located in East Florida.  This 1:1 scale scenario imagines a larger commitment of troops for both 
sides with reinforcements of Rebels, Loyalists, Indians and Redcoats arriving randomly.  Gerald 
Swick will preside over this "chaos in the sawgrass" using a quick-playing variant of the  
"Brother Against Brother" rules and 25mm figures.  So grab your muskets, put on that SPF 50 
and head to the beach.  There's some fightin' to be done!  Room for up to 8. 
 
The Revolving Battle 

On December 10, 1942 the Sixth Panzer Division launched its assault to relieve Stalingrad.  One of the 
last full strength Panzer Divisions still available, it stormed forward for two days only to be met by the 
Russian IV Mechanized Corps and XIII Tank Corps.  The Russian armor struck the German spearhead 
from three sides forcing the German Panzers to race back and forth across the open steppe to met each 
new threat.  Called the Revolving Battle by the Germans, it tested the skill of armored commanders on 
both side.  Tom Thomas presents this fast-paced game of WWII armored combat using "Combat 
Command" rules and 20mm miniatures.  There will be room for up to 8 players. 
  
Conquistadores in Africa 
It takes a real man to survive all the dangers one might find in the jungles of Africa.  But to 
succeed in a quest as big as the one currently at stake, it's going to take much more.  Opposing 
factions ready themselves for a final showdown as they all seek to capture the same 
prize.....the legendary Lost Mines of King Solomon.  JP Chapleau, of First Ones Entertainment, 
brings us this epic adventure using modified "Sword and the Flame" rules and 28mm figures.  
Up to 6 adventurers can join this quest for fame and fortune and become a hero of legend. 
 
Old West Brawl 
The town is on fire, bandits roam the street and women and children are running scared.  It's 
high time someone did something about this.  And that someone is you.  This free for all, 
brought to us by "Pistol" Pete Mancini, uses the fast and easy-to-learn "I'm Your Huckleberry" 
rules and 28mm figures. These rules have been played at Mid-South conventions for a few 
years now and they are a lot of fun. There's very little downtime as every turn is nearly 
simultaneous.  And while it may be fast, it requires a lot of thinking as well.  So strap on your 
shootin' iron and head into town.  There's work to be done.  Room for up to 8 players. 
 
 
 
 

 
 



SESSION 4 (Saturday, 2pm - 6pm) 

 
 
The Great Cassville Scavenger Hunt 
After dislodging Confederate General Joseph E. Johnston from Resaca, word came to General 
William T. Sherman of a large cache of Rebel supplies located at Cassville, Georgia.  On May 24, 
1864 a Union force, including two squads of cavalry, arrived on the outskirts of Cassville to 
investigate.  Their orders are to destroy any rebel supplies found and get out before any 
Confederate reserves can arrive.  Bob Moon presents this action packed ACW game using 
modified " Brother against Brother" rules and 40mm figures.  There will be room for up to 8 
players.  Children under 18 welcome with a PLAYING adult.  An MVP trophy will be awarded.  So 
grab your musket and come on down.  It's time to join in The Great Cassville Scavenger Hunt! 
 
St. Mere-Eglise:  82nd Counterpunch 
The German attack into St. Mere-Eglise had made some progress but had been eventually 
stopped by the stubborn resistance of the paratroopers holding the town. After consolidating 
their forces and replenishing their ammunition, and with the much needed arrival of armor 
support, the Americans were ready to start their own attack and do what they had come to do.  
Ed Bates brings us this exciting WWII game, with room for up to 5 players, using modified 
"Battleground" rules and 15mm figures.  Ed will also be giving away a copy of the "Skirmish 
Elite Campaign Book" as a prize. 
 
Battle of the Elven Capital  
Forces of evil are massing to make the final assault on the Elven capital of Palmerania.  The Elf 
King Hout is out raising another army, while the elves and their allies are busy fortifying the city.  
Can the goblins, orcs, and other assorted bad guys crush the main elven defense on the 
commanding Caledonian Heights before the King arrives with reinforcements to lift the siege?  
Chris Palmer, Dave Wood, and Buck Surdu, of the Harford Area Weekly Kreigspeilers (HAWKs), 
host this fantasy game featuring their "Bear Yourselves Valiantly:  Look, Sarge, No Charts: 
Fantasy, Ancients, and Mediaeval"  rules and using 10mm figures.  Rules will be taught.  There 
will be room for up to 12 players.  Come take part in an enjoyable Fantasy game.  Fight the 
battle, not the rules. 
 
American Revolution Skirmish 
Ken Cliffe, owner of All the King’s Men Toy Soldiers, wants you to come join in the fun as he 
demo's/playtests their new skirmish version of the popular "All the King’s Men" rules using his 
company's gorgeous 54mm figures.  What will the game be like, you ask?  Well, think of that 
scene in "Last of the Mohicans."  No, not that one.  You know, the one where Magua ambushes 
the British patrol.  Yeah, that's the one.  Now you've got it!  It'll be like that.  Always a favorite, 
All the King’s Men Toy Soldiers has been a part of Nashcon for many years providing quality 
games and quality products.  These exciting new rules should prove to be no exception, adding 
another dimension to gaming the American Revolution.  So come on down and check it out for 
yourself.  The rules will be taught but familiarity with the original ATKM is encouraged.  There'll 
be room for 4 players.  Children must be accompanied by an adult. 
 
 
 
 
 



Crisis at the Crossroads 

Following the battle of Iuka, Confederate Maj. Gen. Earl Van Dorn and Confederate Maj. Gen. 
Sterling Price united their commands and launched an attack to capture Corinth in Northern 
Mississippi.  The Union-held town  featured a strategically important railroad junction which, if 
captured, could disrupt Federal supply routes and lines of communications.  On the second day 
of fighting, Van Dorn pushed through heavy artillery fire capturing two Union batteries.  
Howling Rebels on the left then pushed toward the railroad junction routing the 7th and 50th 
Illinois regiments.  The Union forces, however, soon rallied and threw themselves into the fray.  
Join Stephen Huckaby, of ACWGamer: The Ezine, as he presents this fast paced and brutal Civil 
War game using modified "Brother Against Brother" rules and 28mm miniatures.  There's room 
for six players with prizes being awarded to selected participants.  So come rally your troops, 
drive the Rebels back and retake the junction and those critical supplies.  Or lead your men to 
victory as they push the Yankee invaders out of Corinth to secure the “Crossroads of the 
Confederacy”.  Either way, a good time will be had by all. 
 
A Carnival of Death  
Now it often seems that on its surface, battle is quite futile.  A good example of this would be 
the Battle of Franklin, fought November 30, 1864.  Masses of Confederate infantry charged a 
heavily fortified position in parade ground formation.  The results prompted author Sam 
Watkins (1st TN Infantry) to write, "Death had held high carnival."  But despite this historical 
outcome, there was a real chance of victory for the Confederates due to the inadvisable 
advance position of two brigades from Wagner’s Division.  So the question is, given this same 
opportunity could you make the attack a success?  Find out by joining Bill Moreno as he 
presents this game of the American Civil War using the new "Fire & Fury II" rules which are 
scheduled to be released later this year.  The game, sponsored by Good Ground Miniatures, 
will feature the company's 10mm figures.  There will be room for up to 6 players.  Some gaming 
experience is desirable.  Children must be accompanied by an adult. 
 
Vikings Raid Again 
Well it seems those pesky Viking Brothers are at it, once more.  Fussing amongst themselves as 
they sail up and down the coastline searching for plunder, each one sworn to outdo the other!  
Which brother will come out on top?  Will the Saxon populace be able to defend themselves?  
Do pigs count as treasure?  Nathan Lowe brings back his infamous Dark Age duo as he presents 
this exciting game of Saxon violence.  Get it?  Sax-on violence!  It's a play on.....oh, never mind.  
As I was saying, Nathan brings us this exciting game using 40mm figures and "Open Combat" 
rules.  Up to 5 players can join the fun as the Northmen seek fame and fortune and the locals 
try to stop them.  Sharpen your swords and hone your battle axes.  It's about to get real. 
 
WARPRIDE Playtest Games 
Nashcon favorite, and author of the popular "Pride of Lions" fantasy rules, John "Doc" McBride 
is back this year and he's brought something new.  He's been working on a new set of rules he 
calls "WARPRIDE" and he's looking for playtesters to help him out.  Doc's brand new, easy to 
learn rules are specifically designed for running small fantasy battles using quick play 
mechanics.  These demo games will take less than an hour and players will be taught the rules 
right at the table by the developer, himself.  If you'd like to check out these new rules, and give 
Doc a hand with some playtesting, then come by the Rebel Mini's booth and join in the fun. 
 
 
 



Battle Above the Clouds 
The US Army of the Cumberland has gotten itself in a pickle.  It seems that Chattanooga is 
surrounded by Rebel forces and the Union army is stuck inside the city.  The wily Confederate 
commander, General Braxton Bragg, has been trying to find a weak point to get in and finish off 
the Union forces but has made no move, so far.  So the question remains.....will Bragg face 
possibly heavy losses and enter the city with his army  or will he remain outside and face the 
Union reinforcements under General Grant coming from Knoxville?  Pete Mancini presents this 
game, depicting one of the major battles of the American Civil War, using "The Devil To Pay" 
rules and 15mm figures.  Up to 8 players can join in the action to decide the fate of the Union. 
 
 
 

SESSION 5 (Saturday, 8pm - 12 Midnight) 
 
 
Ram Attack at Plum Point 
After the fall of Island No. 10, the Union fleet methodically moved down the Mississippi 
towards Memphis.  The next objective was Ft. Pillow on the Tennessee side of the river.  The 
fort was soon subjected to a barrage of 13” shells from mortar rafts anchored close the river 
side at Plum Point.  On the morning of May 10th, 1862 the Confederate River Defense Fleet ran 
up-river to knock out the rafts and challenge the supporting Union ships.  Bob Moon presents 
this action packed ACW naval game, for 6 players, using " Under Two Flags" rules and 1/300 
scale miniatures.  Children under 18 welcome with a PLAYING adult.  An MVP trophy will be 
awarded.  So head on down to the river, grab a lanyard and make some “smoke on the water”. 
 
Shot Heard Round the World 
That fateful day in April of 1775 when the British stepped out from Boston.  Light and Grenadier 
companies of the British army, accompanied by Marines, march the 18 miles to Concord with 
orders to destroy supplies gathered by the rebelling militias and capture Sam Adams and John 
Hancock.  The stories we hear of this important event are not exactly the truth.  Now you have 
a chance find out what it was really like.  Command a portion of either side's force and you too 
will face the exhaustion, command issues and asymmetrical force issues that confounded both 
sides.  Geoff Graff, of the Harford Area Weekly Kreigspeilers (HAWKs), hosts this American War 
of Independence game with play tested home rules and using 15mm figures in a 1:6 figure 
ratio.  There will be room for up to 8 players. 
 
The Lost Soldier? 
As developers move into an idyllic tropic island to turn it into a resort, rumors of a Japanese 
soldier lost in the jungle spread among the workers.  The TARDIS brings The Doctor to the island 
for an unknown reason.  Could it be that the lost soldier is not Japanese but something more 
sinister?  Greg Priebe, of the Harford Area Weekly Kreigspeilers (HAWKs), hosts this Dr. Who 
game, for 8 players, using the "Doctor Who Miniatures Game" (2nd edition) and 28mm 
figures. 
 
 
 
 
 
 



Flanking St. Germain‐du‐Pert 
The men of the US 175th Infantry Regiment continue their advance on St Lo.  But along the 
way, they have come under fire from a German strong point located in St Germain-du-Pert.  
Before they can continue their mission, they need to remove the threat of  the mobile 88's by 
clearing the village of all German forces.  Walt Harris brings us this fast and furious WWII game 
using "Chain of Command" rules and 28mm miniatures.  There will be room for 4 players.  
 
Battle for the Iron Throne 
Come take command of one of the Great Houses of Westeros as they battle for the Iron 
Throne. The houses of Lannister, Stark, Dorne, Barathon and many more all struggle to gain the 
upper hand and come out victorious.  Who will capture the throne and wield ultimate power?  
That, my friend, is entirely up to you.  Tom Thomas brings back his popular game of military 
conquest using "Game of Ice and Fire" (modified DBA 3.0) rules and 25mm figures.  A series of 
linked battles will determine which of the Great Houses ends up controlling the throne.  Stay 
and play for as many battles as you wish.  You can bring your own 25mm army to represent any 
of the Great Houses of Westeros or you can use one provided by the game master.  If you bring 
your own, please make sure it's based for DBA 3.0 rules.  With room for up to 8 "would-be" 
Kings, things should get quite interesting. 
 
The End is Nigh 
The forces of good have gathered and are preparing to stop the onslaught of Evil.  Are you 
ready to play a large scale "Kings of War" battle in 10mm?  We currently have over 20,000 
points to slap down on a 12-foot-wide table!  The forces will comprise armies of Men, Elves, 
Dwarves,  The Empire of Dust and the Abyss.  We're prepared to field forces for up to 8 players 
but if you'd like to bring your own 10mm force, we’ll add you to the mix!  Cigar Box Battle Mats 
hosts this casual "Kings of War" game using a scale of figures that helps you feel like you're part 
of a much bigger event! 
 
Russian Assault in the North 
The Russian army  continues its relentless attack on French and Allied forces in northern 
Germany.  The French high command does not want to yield this territory, but if forced to do 
so, they are determined to make the Russians pay dearly for the acquisition.  Mark Johnson, a 
member of the Big Muddy Historical Game Alliance located in St Louis and long time Nashcon 
game runner, brings us this exciting Napoleonic War era game using "Bonaparte" rules and 
25mm figures.  Whether you fight for the glory of Mother Russia or march to war with the 
forces of L'Empereur, the fate of empires depends on you.  There'll be room for up to 8 players.  
Younger players should be accompanied by an adult.  Oh, and Mark reminds us that in this 
setting, we are all Gentleman Officers.  Good Sportsmanship and Mutual Respect are expected. 
 
Steel Inferno - Eastern Front  
Two days into Operation Barbarossa and the Russians are desperately trying to halt the German 
advance. Despite being severely hampered by the Luftwaffe, the Russian 37th Tank Division 
hopes to hold it's position. On the other side, the 11th Panzer has suffered moderate but 
acceptable losses at the hands of the defending Russian tankers.  Though mostly unskilled, their 
stubborn and heroic resistance is paying off.  Black cross or red star.  Who will emerge 
victorious?  Kirk Harris brings us this WWII game of armored combat using "Battleground" rules 
and 20mm figures.  Up to 6 tank commanders can participate in this action depicting some of 
the largest tank engagements in the war.  Come help stem the German tide  or perhaps join the 
effort to break through the Russian defenses.  The honor of your unit is at stake! 



SESSION 6 (Sunday, 9am - 1pm) 

 
 
Battletech: Alpha Strike - Drop In/Drop Out Game  
If you've ever wanted to try this game system, or if you already know how to play, then come 
on down, grab a mech and jump in.  Become a Mech Warrior and pilot your Mech during the 
historic battle between House Kurita and House Davion over a secret hidden weapons cache on 
the planet Galtor III.  Join the forces of Kurita as they lay siege and try to plunder the lost 
technologies of the once powerful Star League or lend a hand to the House Davion troops as 
they attempt to repel the Dragon and bring the Third Succession War to a close.  Josh Koziura 
presents this game of war in the 31st century, where the king of the battlefield is a walking, 80 
ton weapon of mass destruction known as the Battlemech.  This game is scenario driven and 
score will be kept, via two objectives on the table, to determine a winner over the course of the 
event.  There's plenty of room for all so come join the fray.  Figures will be provided or, if you'd 
like, you can bring your own Mechs and record sheets. 
 
 
 

JohnnyCon Events 
 
 
 

All SESSIONS 
 
 
Johnny Reb III Participation Game 
The American Civil War is in full swing and this year's spring offensive has begun.  The Cavalry 
has been sent out to scout the surrounding countryside and, based on the information they 
provide, plans will be made and implemented.  Norris Darrall presents this teaching game for 
the "Johnny Reb III" set of rules using 15mm miniatures.  Up to 8 players will assume the roles 
of a Division Commander and his Brigadiers as their division spearheads the offensive.  In their 
role as commanders, players will schedule troop arrival times and locations with brigades 
arriving based on available commanders.  But be wary.  Should your commands be ineffectual 
(i.e. the dice are not kind to you) it's quite possible you could be seeking another command 
within a couple of hours.  But that's okay.  There are always plenty of available commands.  
Additional troops might arrive from the next division or you might even transfer to the opposite 
side.  And you can play as long or as little as you like.  Times for Brigadier players are flexible.  If 
you have another game to get to, just resign your command and go to it.  This does not, 
however, apply to Division Commanders.  These guys need to be in it for the long haul.  Or, at 
least, the entire session.  It's an important role! 
 
 
 

 
 



SESSION 1 (Friday, 2pm - 6pm) 

 
 
Vicksburg, Mississippi - May 19th, 1863 
Hoping to avoid a prolonged siege of Vicksburg, Major General U.S. Grant ordered an 
immediate assault by each of his three corps under the commands of Major Generals William T. 
Sherman, James B. McPherson and John A. McClernand.  By 2pm on the 19th, Sherman's XV 
Corps was ready to begin their assault and hit hard against the northern walls of the fortress.  
But despite support from McPherson’s XVII Corps, his attack was soundly repulsed.  In the 
meantime, McClernand's XIII Corps probed  the Confederate works to its front.  He decided not 
to attack, however, as his third division was not fully forward.  This was, perhaps, a great 
opportunity lost. This scenario explores what might have happened had McClernand’s attacked 
this day instead of merely probed.  Cory Ring presents this game of the American Civil War, 
sponsored by Cigar Box Battle, using Johnny Reb 2.5 rules, 28mm miniatures and a classic 
scenario written by John Hill from the GDW book “To the Sound of the Guns”.  There's room 
for up to 7 players and no experience with the rules is required.  Beginners are welcome! 
 
Debacle at Korosten 
August, 1941 and the German successes mount.  But even as the front spreads outward, gaps 
form in the main line.  Elements of the Russian 2nd Cossack Calvary Division, taking advantage of 
one of these gaps, have pounced on rear echelon units of the German 6th Army near the town 
of Korosten.  Totally unprepared for such a sudden attack, these units must hang on and hope 
that help arrives before it's too late.  Fortunately, units from the German 16th Motorized 
Division are rushing back to try to save the day.  Come join the fun as Patrick LeBeau presents 
this re-fight of John Hill’s classic "Cross of Iron" scenario using 15mm miniatures.  Up to 6 
players can take part in the action as Red Star and Black Cross struggle for battlefield 
supremacy. 
 
 
 

SESSION 3 (Saturday, 9am - 1pm) 

 
 
Attack on Fort Steadman 
It's March of 1865, at the Siege of Petersburg, and Confederate commander Robert E. Lee is in 
dire straits.  His army is weakened by desertion and disease.  The Confederates are seriously 
outnumbered by the Union troops and supplies are running low.  Lee desperately needs a plan 
to provide a way out for his beleaguered forces.  To this end, he has Major General John B. 
Gordon plan a surprise attack on the Union positions at Fort Steadman hoping to force the 
Union commander to contract his lines and open a gap for the Confederates to exploit. Michael 
Wedding presents this ACW battle using "Johnny Reb III" rules and 22mm figures.  So choose 
your colors, grab your muskets and join the action.  There's room for up to 8 players. 
 
 
 
 
 
 



Hill 621 
July 1st, 1944 and the overworked and understrength German 170th Infantry Division has just 
taken a beating at the hands of the Soviet Fifth Guards Army.  The battered remnants of the 
170th have fallen back and cobbled together a defensive line along the ridges overlooking the 
Stolbtsly Highway, their escape route into Minsk.  Russian forces, probing for weaknesses in the 
German defenses, have managed to overrun the village of Letornovski and are threatening the 
German lines of communication.  In an attempt to stem the Russian advance, German units are 
hastily gathering at Hill 621.  The key to the German defense in this sector, this hill must be held 
at all costs.  Patrick LeBeau brings us another classic John Hill scenario for "Cross of Iron" using 
15mm miniatures.  There's room for up to 6 players. 
  
 
 

SESSION 4 (Saturday, 2pm - 6pm) 

 
 
Hill 621 
July 1st, 1944 and the overworked and understrength German 170th Infantry Division has just 
taken a beating at the hands of the Soviet Fifth Guards Army.  The battered remnants of the 
170th have fallen back and cobbled together a defensive line along the ridges overlooking the 
Stolbtsly Highway, their escape route into Minsk.  In an attempt to stem the Russian advance, 
German units are hastily gathering at Hill 621.  The key to the German defense in this sector, 
this hill must be held at all costs.  This game picks up right where the one in Session 3 left off.  
Patrick LeBeau presents this classic John Hill scenario for "Cross of Iron" using 15mm 
miniatures.  There's room for up to 6 players. 
 
 
 

BOARD GAMING 
 
 
WWII GTS Board Gaming  
Mike Curtis will be hosting this WWII board gaming event featuring the latest games in the 
Grand Tactical Series published by Multi-Man Publishing.  The two games featured, "Tinian" 
and "The Greatest Day: Utah" were both designed by Adam Starkweather and are not yet on 
the publisher's pre-release schedule.  Demo games will be available to teach players the game 
mechanics and guide them in experiencing this system.  This event is open to all Nashcon 
attendees and is scheduled for all Friday and Saturday sessions.  Demo games can 
accommodate 8 players at a time.  No need to pre-register.  Walk-ups are always welcome. 
 
 
 
 
 
 
 
 



Axis and Allies Blow-Out 
Brian Dixion presents this gaming extravaganza for all you "Axis and Allies" fans out there. 
Open to all Nashcon attendees, this event will provide gamers the opportunity to experience 
the many games available in the "Axis and Allies" series.  Featured games will include classic 
"Axis and Allies", "1940 Global", "1941", "1942", "War at Sea", "Axis and Allies Miniatures" 
and "1914 WWI".  This open gaming event is scheduled for all sessions.  Pre-registration is not 
necessary.  Demo games will be available and walk-ups are always welcome.  So if you enjoy a 
good game of "Axis and Allies" just come on down and get in on the action.  You won't be 
sorry.   
 
 


