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Convention Program/Game Directory 

February 14-16, 2020 

Hours of Operation 

Thursday, February 13:   6:00pm – Midnight (unofficial) 

Friday, February 14: Noon - Midnight 

Saturday, February 15: 8:00am - Midnight 

Sunday, February 16: 8:00am – 4:00pm 

 

• Vendors are at their own discretion when to close up their “shop”. 

• Gaming tables will remain open past Midnight, if there are games being 

played. 

• Thursday hours are only for open gaming, and vendor setup. 

 

Flea Market 
This year’s convention will have an open flea market on Sunday morning, from 

9am to noon. Individual tables will be free, on a first come first serve basis. The 

flea market will be in the Patriot Room (Downstairs), and those wishing to sell 

items in the flea market can enter at 8:30am to set up their tables. 

Tables 5A-5D, and 6A-6D (i.e. – Area at far end of Patriot Room) 
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Hobby Vendors 
We would like to thank the vendors attending this event. Our convention would simply not be 

possible without their support. 

Adora Belle’s Armies 
BV Traders 
Cotton Jim 

Dad’s Armies 
Dragon's Hoard 

Old Dominion Game Works 
Paul Crouch 

Phalanx Consortium 
Pirate Pat 
Rubicon 

Waterloo Games 
 

Vendors are asked to open up their “shops” at Noon on Friday, and at 9:00am on Saturday and 

Sunday. 

We may receive more vendors, and this list may be incomplete, but we will update it regularly. 

 

Wargamer’s Raffle 
There are a number of items in the raffle each convention – these are provided by our vendors 
(and we are mightily grateful for their support), as well as by local gamers.  
 
Each item will have a numbered container that you can put raffle tickets in. Each item will have 
one ticket pulled at a time, during the raffle which takes place Saturday evening at 5pm.  
 

 

Wargamer’s Hospitality Room 

In room 105 of the hotel, the convention operates a Hospitality room – drinks and snacks are 

available for free.  Donations to defray cost are accepted, but not required.  
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Convention Staff 
Paul Crouch – Founder 

Carl Sciscio – In Memory 

Paul Crouch - Founder 

Brian Compton - Founder 

Jon Krigbaum - Founder 

Justin Grabowski - Founder 

Chuck Turnitsa - Founder 

“Cotton” Jim Russell – Founder 

 
Director, and Assistants 

Jim Russell 

Stephen Preston 

 

Vendor Relations  

Justin Grabowski  

 

Game Registrar 

Chuck Turnitsa 

 

Registration Desk  

Bill Phillips  

 

Charity Raffle 

Jim Russell 

Paul Crouch

Flea Market Manager  

James Curtis  

 

ODMS Meeting Recorder 

Stephen Preston 

 

ODMS President 

Chuck Turnitsa 

 

Concession Room  

Marcy Desmarais 

Carol Wood 

 

Guest Relations  

Scott Kidd  

Oscar Stevenson 

 

 

Convention Staff are all members of Old Dominion Military Society, and 

the annual Director is elected by the club, to manage the effort. 
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First Timer’s Guide 
What if I . . .  

 
Want to play a Miniatures Game – Check the program book for scheduled games, and shortly 

before the start time, come to the table and see if there is an open spot. 

 

Shop the Venders – Please do!  They have great things for sale, and unlike the Internet, you can 

actually take a look at it, and talk with a friendly representative about what you are interested.  

You’ll make a friend, and you might get a game you can play this weekend 

 

Play in a Tournament – Usually you have to get in touch with the tournament organizers before 

the event, but there is always room – so show up to the area the tournament will be in, shortly 

before it starts, and see if you can get in on the fun.  There might be an Entry fee, usually to 

cover prizes. 

 

Place a bid in the Auction – Buy a ticket from either the registration desk, or in the hospitality 

suite, and then KEEP ONE TICKET, and PUT ONE TICKET in the labeled bucket for the item you 

want to win.  Drawing will be at Saturday, at 5:00pm. 

 

Get a Drink or Snack – Come to the Hospitality Room at hotel room 101 and get what you like!  

Sodas, tea, water, chips, snacks, etc.  We take donations if you would like to help, but the 

snacks and drinks are always free. 

 

Enter the Painting Competition – Talk to a staff member, and bring your painted figures, units, 

and armies.  They will be put on display on the Competition Table and judged.  The winners will 

be announced, with prizes and awards, at the Convention. 
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Miniatures Games 

Miniatures games still remain the main category of games at our convention, not 

surprising since our convention was started as a Miniatures gaming convention, 

although we always intended to support all types of games. 

Miniatures games, unlike board games, involve a great deal of planning and 

scheduling – mostly because they require a lot of thought by the Game Master, 

and also a significant amount of logistics work in getting the armies, terrain, rules 

– and doing setup.  However, as most miniatures gamers will tell you – the results 

are definitely worth it! 

Many of our games are friendly to newcomers – ask the game master, he will tell 

you if it is suitable as a “learning” game.  The same policy goes for children 

gamers.  Some games are happy to have them; others might not be as suitable. 

Most of our schedule is full of miniatures games.  We also have a number of 

miniatures tournaments going on. 

 

Miniature Tournaments & Events 

 

Bolt Action Singles – Saturday, all day; start at 9am. See Kalissa S. In the Jefferson Room, Tables on 

the Left Side

 

Horus Heresy – Saturday, all day; start at 8am.  See Ben Marsh.  In the Jefferson Room, Tables in the 

Middle Side 

 

Ninth Age – Saturday, all day, start at 8am.  See Todd Wyatt.  In the Jefferson Room, Tables on the 

Right Side.

 

Gaslands - All Day Demonstrations Friday and Saturday – See Nathaniel Hill – Middle of Jefferson 

Room, between Horus Heresy and Bolt Action. 
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Friday Events

 

FRI Afternoon (1-5)  

Operation Gatsby Pass - Tu Tran 

In this hypothetical scenario, Soviet and US forces clash near a small town.  Both forces are 
desperate to control this town to ensure a critical advantage in future battles.  Will the Soviets 
successfully continue its forward push?  Will the US successfully stop them in their tracks?  
Come play Mein Panzer to find out!  Quickly learn the rules, battle with or against your friends.  
Most importantly, have fun!! 

 

Blood & Plunder - Art Kenney 

A rich merchant is being escorted from the port city inland to inspect some of his investments.  
But there are pirates about, and his escort is under attack.  Can the merchant avoid capture or 
worse?  Players will take the role of either the escort or the attacker for this scenario. 

Players are welcome to bring their own 100 pt crew or use one provided. 
Rules:  Blood & Plunder; Scale:  28mm 

 

On to Tobruk - Don Carter 

1942 British and Axis forces have fought Across the North African desert. A plague has broken 
out. Zombies ! Axis and Allied decide to join together and fithe the horde. Word is sent out  Get 
to Trobuk. 

5 mm Mein Zombie  8 players 

 

Hammerin’ Iron – John Snelling 

Riverine warfare during the ACW. 1/600 scale. Choose your fleet, then play an easy and fun 
game with plenty of tactical decisions to make. 
 

FRI Evening (6-10)  

Saga - Michael Andrews 

Open gaming for Saga. i will bring some terrain for a few tables. Mostly Dark Ages themed, but feel free 

to play any of the periods available for Saga 

 

Puerto Rico / Concordia / Trajan / Ophir - Matt Murbach 
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Board games (Eurogames) that involve shipping and some conquest but not combat. Puerto Rico 

involves choosing roles to best help you build buildings, improve crop production, make money and ship 

crops. Concordia is set in Roman times and involves using armies and ships to expand your empire, 

producing good, make money and keep expanding. Trajan is set in the time of the Roman Emporer 

Trajan and involves expanding the empire via shipping, commerce, building, conquest and politics. Ophir 

involves using ships to acquire materials, gems, gold and silver to build Solomon's temple. 

 

Tanker Wars 1980's - Chris Garcia 

Harpoon. 1/2400. Naval Actions in the Persian Gulf in the 1980's. Will run multiple games. Iran Vs Iraq 

and The US Navy vs Iran. Pushing Tankers through to Kuwait. Kid Friendly. Will play throughout weekend 

 

Wooden Task Force - Jeff Wiltrout 

Rules are Wooden Task Force 

Ships are 15-24"" long. 

Large ships from the turn of the 20th century battle it out across the floor.  Yes, the FLOOR.  Return (or 

stay) to you childhood and play with these sturdy ships.  Flick d20s at the opposing ships to determine 

damage.  Easy to play but if you have bad knees, the game might not be for you." 

 

A Nest of Pirates - William Meissel 

The legendary captain Romegas of the Knights of Malta and their Christian allies launch an attack on a 

pirate city along the Barbary Coast. Will the corsairs be caught napping? The game will be played using 

1:1200 scale galleys and the rules developed by Tidewater Historical wargamers Association.  

 

Bustin' the Bocage - Justin Grabowski 

Chain of Command 28 mm  

American infantry platoon fight through the Normandy hedgerows against a dug in German 

Fallschirmjager force in Late June 1944 

 

The Grinder (Battletech) - Chuck Stocky 

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 nor is trying to be the best. What is important is the enjoyment that is 

expressed by the players. This event runs until at least midnight. walk ups are welcome from start to 

finish. 
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Charge at Tel el Aqqaqir - Peter Schweighofer 

Nov. 2, 1942. Tanks of the British 9th Armored Brigade assault the German Afrika Corps line along the 

Rahman Track near Tel el Aqqaqir, part of the initial thrust of General Montgomeryâ€™s Operation 

Supercharge to break through Axis lines after repelling the enemy from el Alamein. Uses the Panzer Kids 

beginner-friendly World War II rules, with a brief tutorial provided before the game. Kid-friendly game; 

ideal for players 7-12 years old. All players welcome. 

 

Operation Black Panther - Bob Vance 

Rules: Modified Bolt Action 2.0 

Players: 4 – 8 

Length: 4 Hours 

Elite Allied Commando Teams will attempt to destroy 2 rear area German Command and 

Communication Bunkers and Supply Depot. 

 

Hydroplanes on the Chesapeake - Steve Preston 

Unlimited hydroplane racing in the Bay!  Simple, fast and fun - light-hearted racing for all ages. 

 

 

Haney’s Farm – Chuck Turnitsa 

10mm ACW 

Rules: On to Richmond 

Two very similar advance forces are trying to secure an advantageous position ahead of a much larger 

battle.  This is a fictional scenario of maneuver and fighting over a river valley with several bridges and a 

farm.  The rules will be taught and are particularly beginner friendly. 
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Saturday Events 

SAT Morning (8-Noon)  

Beware of the Hun in the Sun! - Stuart Jarman 

Wings of Glory WWI battle for air supremacy over the Western Front in 1917 

 

X-Wing 2nd ed demo and open play - Chuck Stocky 

Try out a fast-paced star fighter combat game set in the Star Wars universe in the demo 
escalation game. If you already play come out with your 200-point list and play a game. 

 

Hungry Orcs! - Peter Schweighofer 

Orcs are on the march from Isengard to Helm's Deep...and they're hungry! A foraging party 
comes upon Wulfric's farm and tries making off with the livestock. A Rohirrim patrol led by King 
Theoden's nephew Eomer sees smoke from the burning farmhouse and rides to the rescue. 
Rules taught. Wargaming beginners welcome, curious grognards encouraged. Kid-friendly 
game. Uses Osprey's Dragon Rampant rules and 54mm miniatures. 

 

Lord of the Rings Skirmish Royale - Quinn Hart 

Pick your army and go at it- the purpose of this one is to get my LotR armies out of the drawer 
and have some fun. I'm going to have multiple 28mm 500-1000pt armies to chose from, 
including Isengard, Mordor, Dol Amroth, Rohan, Gondor, the Morranon, Elves, and more. Feel 
free to bring your own miniatures and take on all comers, with trolls, trebuchets, and 
ringwraiths included. We'll be using the LotR Strategy Battle Game rules by GW. 

 

Portable Warganes  WW2 - Richard Schwab 

WW2 Europe 1944 using Bob Cordery simple Hex based.  Quick to learn fun to play.  Played 
using Hexon II terrain system.  2 to 6 players. 

 

Buccaneer Wars - Brian Whitaker 

Pirates and Pirate Hunters galore. Captain your ship and leave others to die in your wake. Cabin 
boys and girls are welcome. 
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Celebrity Death Match - Chris Garcia 

Famous Persons battle it out in the ring in a silly and rather harmless battle.... The winner, well, 
will be the winner. Believe me, this will be fun! Huzzah!  
28mm house rules 
Kids Game 

 

King of the Mountain - Chris Garcia 

The Weasels and their allies have claimed the mountain from the River bankers... can they hold 
it. 
15mm animals. House rules. 
Not PETA Approved. 
Kids Game 

 

SAT Afternoon (1-5)  

Kensington Affair - Mike Harris 

March 1897. From 1898 US Naval War College study; the US Navy is tasked to recover an 
American merchant ship seized by an Allied blockade off Crete. While the Brits are inclined to 
let the Americans take back their ship, Russian and German responses are more ominous and 
hostile. Can the USN protect Yankee interests in the Med or will Old World muscle prove too 
much for upstarts from the wrong side of the pond? Join the Admiralty Trilogy as we explore 
naval warfare in the age of steel and steam. Colonial Era, 1:2400 scale, 10 players, Rules: Dawn 
of the Battleships. Sponsor: Admiralty Trilogy Group. 

 

Cowpens - John Jordan 

Blackpowder, 2d Edition 
January 17, 1781 -- The British Legion is pursuing Daniel Morgan and his Patriot rabble. As dawn 
breaks on a chill winter morn, you will have to take on the role of Tarleton and Morgan... 

 

Rawlings and Pemberthy; The Final Chapter - Alfred Collins 

Sails of Glory (with additional home rules) 
The last installment of the Heroic adventures of Captain Rawlings and Lady Pemberthy on the 
High Seas. 
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Chariots! - Bob Watts 

Returning to the Muster: chariots! Played with 28mm chariots on a huge track using the classic 
"circus maximus" rules, join the fun and mayhem with a nasty attitude. No experience required. 
Game runs about an hour, will run races as long as there are bold champions in the making 
ready to race. 

 

Crash Course - Tu Tran 

Scavenging for supplies while avoiding zombies is a normal routine.  Finding vehicles around 
town is not unusual.  Finding a vehicle in good condition, this is rare!  Unfortunately, you are 
not the only one who knows about this glorious find.  Will the survivors team up to escape?  
Will this be a down and dirty free for all?  Come play Mein Zombie to find out!  Quickly learn 
the rules, battle zombies and your friends.  Most importantly, have fun!!  Children under 12 
with an adult only. 

 

Battle for the Edge - Sam Hart 

Rules: House rules 
Scale: approx. 1:144 
Viggo, Krogan, and the Dragon Flyers are attacking Dragon's Edge yet again, and this time, they 
have a few tricks up their sleeves that just might give them the upper hand. However, their 
force was discovered on the way in, so the Dragon Riders are going to get backup from 
Berserker Island--but wether that backup will arrive in time or not, they don't know. Using fun, 
fast-paced house rules for battle in the Berkian Archipelago, this one is a must for fans of the 
Dreamworks series How to Train Your Dragon! 

 

Open 40k Kill Team - Tim Grabowski 

Core Book or Elites only - sweep and clear mission.  
Miniatures available. 

 

Ironclads at War 1877 - Ben King 

Rules: Coal & Iron 
Scale: 1:1000 
Number of players 8  
During the Russo-Turkish War the Russian Navy attempts to bombard Istanbul. The Turkish 
Navy sallies in defense of its capital. Both fleets are a combination of Broadside, Central 
Battery, Masted turret ships and monitors that reflect the changing technology of the era and 
shows the difficulties of controlling a fleet made of ships with different capabilities. This is a fun 
scenario with easy fast play rules.   
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Children younger than 12 should be accompanied by an adult. 

 

Bustin' the Bocage - Justin Grabowski 

Chain of Command 28 mm 
American infantry platoon fight through the Normandy hedgerows against a dug in German 
Fallschirmjager force in Late June 1944 

 

For the Dragon! - Chuck Stocky 

Elite warriors of the Sword of Light hunker down and resist wave after wave of Word of Blake 
forces attempting to conquer Luthien.  

 

A Game which Will Live in Infamy - Peter Schweighofer 

December 7, 1941. Fly Japanese Aichi D3A dive bombers against the USS California at Pearl 
Harbor...or pilot one of the few planes the Americans could get airborne or crew the California's 
anti-aircraft guns. Uses streamlined version of the Wings of Glory rules. Rules taught. 
Wargaming beginners welcome, curious grognards encouraged. Kid-friendly game. 

 

American Civil War Redux - Kenny Noe 

Length: 4 hrs, 6 players 
Sponsor: Old Dominion GameWorks 
Scale: Modern 12mm 
Rules: Mein Panzer Core Rules 
The South has risen again!  The Nationalist Government of the United States has sent forces to 
Texas to secure the Strategic Petroleum Reserve.  However, the newly formed Confederate 
States Government has other plans.  Units of the former Texas National Guard are dispatched 
to intercept the invading National Forces.  Fight M1A1 vs M1A2 as the North and South duke it 
out again after 150 years!  
Rules Taught, beginners Welcome. 

 

A Minuet with Verner Voss - William Warner 

On 23 Sept 1917, once of the most famous dogfights took place south of Roeselare, East of 
Ypres in Belgium between British and German pilots. Including 4 of the highest scoring aces of 
the War with a combined total of 169 aircraft shot down between them, the battle would 
epitomize the courage, tenacity and skill of both British and German aviators. It would bring to 
a violent end, the reign of a German Blue Max winner who was only outscored by Manfred von 
Richthofen, Ernst Udet and Erich Lowenhardt. 
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Can you do better than the historical actors in this dance of death?  Play Lieutenant Verner 
Voss, Major James McCudden, lieutenant Artur Rhys-Davids or others. 
8 turns, six British versus the master Verner Voss.  Come fill out the the dance card and using 
the Rules for Wings of Glory and see if you can survive. For 4-8 players 

 

Operation Black Panther - Robert Vance 

WW2 Elite British Commando Raid 
Scale: 28mm 
Rules: Modified Bolt Action 2.0 
Players: 4 – 8 
Length: 4 Hours 
Elite Allied Commando Teams will attempt to destroy 2 rear area German Command and 
Communication Bunkers and Supply Depot. 

 

Cog fight - Bruce Schaper 

Experience the thrill and terror of fighting on the ocean with leaky, crude ships and men 
dressed in place armor using arrows and swords to kill one another. Nothing can wrong here! 
15mm, Rules taught. 6 players. 

 

Chainmail - David Fitzgerald 

The forces of Good and Evil face off again. 

 

Hunt for La' Gulliam Tell - Michael MacNeill 

The rules are BLACK SAILS! british frigates are hunting the french ship of the line  Gulliam Tell 
after the battle of Abukir Bay she was one of the few who escaped! The british frigates HMS 
INDEFATIGABLE & HMS NEIAD are stocking the french warship!SCALE IS 1/700 as random event 
a nother french ship can show up or a nother british one player must roll for them! 

 

Sortie - Richard Goettel 

Rules used will be Blood Bilge and Iron Balls/ The scale is 1/700. French Squadron will attmept 
to break out of harbor and hookup with a small Spanish squadron. British Blockade will have to 
determine if they are headed for Ireland or the Med. 
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World Powers of the 1930s - Terry Jones 

This fast paced game is easy to learn and fun to play.  Each of 4-9 players is the leader of a 
major country starting in 1937.  The board is an historically accurate map of the world, but no 
knowledge of history is required.  Players set their own goals, form alliances, trade agreements, 
etc. and take action to achieve those goals.  Leaders can exchange secret diplomatic notes, call 
summit meetings, etc. Conflicts usually break out somewhere in the world, but not always.  If 
leaders lose the capital of their country, they are out of the game. (However, they may continue 
playing by adopting country that needs a new leader.) The game is designed for teens and 
older, but a few younger players have done well with a little adult assistance.  Games usuall 
take about 1 1/2 to 2 hrs, but sometime are much shorter or a little longer. Players may join in 
or leave after a game has started.

Celebrity Death Match - Chris Garcia 

Famous Persons battle it out in the ring in a silly and rather harmless battle.... The winner, well, 
will be the winner. Believe me, this will be fun! Huzzah!  
28mm house rules 
Kids Game 

 

King of the Mountain - Chris Garcia 

The Weasels and their allies have claimed the mountain from the River bankers... can they hold 
it. 
15mm animals. House rules. 
Not PETA Approved. 
Kids Game 

 

SAT Evening (6-10)  

Plastic Soldier Combat - Dan Pruett 

A wargame for all ages using classic plastic "Army Men" from our youth.  Rather than throw 
rocks at them try rolling dice. 

 

Puerto Rico / Concordia / Trajan / Ophir - Matt Murbach 

Board games (Eurogames) that involve shipping and some conquest but not combat. Puerto 
Rico involves choosing roles to best help you build buildings, improve crop production, make 
money and ship crops. Concordia is set in Roman times and involves using armies and ships to 
expand your empire, producing good, make money and keep expanding. Trajan is set in the 
time of the Roman Emporer Trajan and involves expanding the empire via shipping, commerce, 
building, conquest and politics. Ophir involves using ships to acquire materials, gems, gold and 
silver to build Solomon's temple. 
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Juggernaut - Chuck Stocky 

Each player can bring 2 mechs including skill modifiers 1 will be 2k bv or less, the other will be 
4k BV or less. Everyone starts out in the 2k mechs. The first player to kill a 2k mech gets 1 point 
and becomes the juggernaut. After this happens no one scores points except the Juggernaut 
which earns 1 point per kill and a mech that kills the Juggernaut gets 2 points and becomes the 
Juggernaut. The player who had the Juggernaut reverts back to their 2k mech and comes in on a 
randomly determined spawn point on the edge of the board The player with the most points at 
the end of the event wins. up to TW tech level. 

 

Ceasefire Collapse - Chris Brooks 

The ceasefire between the city-states of Brno and Wroclaw has collapsed.  Both armed forces 
are prepared to take the fight to the enemy in order to grab as much disputed territory as 
possible.  
Both sides field a mix of G.E.V.s, Tanks, Artillery and Infantry.  
Scale: 1/285 
Rules: Steve Jackson OGRE/GEV rules - board game with miniatures (with some house rules) 
Duration: 2 hours  
Up to four players. 

 

Hammer'n Iron 2 - John Snelling 

Riverine warfare during the ACW. 1/600 scale. Choose your fleet, then play an easy and fun 
game with plenty of tactical decisions to make. 

Up to 4 people. 

 

Waller at Cheriton - Stephen Preston 

English Civil War - speculative refight of the action near Cheriton, Hampshire (north of the 
ancient town of Winchester) - March 1643 

 

Dungeons & Dragons Adventure - Edward Kilday 

A wicked necromancer has been tormenting and harassing the small town of Barbriggan.  The 
mayor and townsfolk seek heroes who will save them from this evil tormentor.  Destroying the 
necromancer will be the straightforward solution to the problem but there are many strings 
connecting the town and its evil tormentor.  Perhaps there are other solutions to this problem. 
Join a group of four adventures to save the town or even perhaps join the necromancer.  Once 
the adventure begins there are many paths that players may follow to reach the goal. 
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Players will be provided a set of characters to pick from to use in the game.  Each one will have 
a tailored background and equipment for the adventure.  
Four players may join the adventure.  We will use Dungeons & Dragons 5th edition.  There is no 
need to bring your own books everything that will be required will be provided. 

 

Scudder Station – Chuck Turnitsa 

10mm ACW 

Rules: On to Richmond 

Opening battle of the Greenapple Valley campaign.  This fictional battle has a slightly smaller Union 

force dug in and defending a town with a rail station in it.  The larger Confederate force has been sent to 

capture the station, and the supplies that have recently been unloaded there.  This game will be friendly 

to newcomers to both wargaming and these rules. 

 

 

 

 

Sunday Events 

TBA 

 

 

 

Through the fog of the fight we could dimly see, 

As ever the flame from the big guns flashed, 

That Cradock was doomed, yet his men and he, 

With their plates shot to junk and their turrets smashed, 

Their ship heeled over, her funnels gone, 

Were fearlessly, doggedly, fighting on. 

 

-John Dolson 
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Jefferson Room 

Jefferson Room – Open Friday Night, Saturday and Sunday – Tournaments (Bolt Action Singles 

on left side; Gaslands in the Middle; Horus Heresy on the Right) 
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Patriot Room 

Main miniatures gaming tables 

All vendors (Grey Tables) 

 


