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Knuston Hall 
Irchester 

Wellingborough 
Northamptonshire 

 
Tel: 01933 312104      Fax: 01933 357596 
E-mail: enquiries@knustonhall.org.uk 

 
 

4th – 6th July 2008 
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Coming soon — to a wargames table near you…. 
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How to find Knuston Hall  
Knuston Hall is situated in East Northamptonshire on the B569 between the village of 
Irchester and the town of Rushden. The Hall is sign-posted from the A45. When 'road-
closure' diversions are not in operation, visitors are strongly advised to avoid Rushden 
town centre. We would normally recommend you follow signs for Irchester. 
If you require more detailed directions the Knuston Hall website can be found at:  
http://www.knustonhall.org.uk/index.htm. Alternatively call Knuston on 01933 312104 or Tim 
Gow on 07711 337529. 
 
Parking  
Please park in the bottom car park and not outside the front door of the hall unless you are 
loading or unloading. 
 
Arrival Time  
Please do not arrive before 5.00 pm on Friday as early arrivals can inconvenience the staff. 
 
Meals & Refreshments  
Breakfast is served at 0815, Morning coffee at 1100, Lunch at 1245 (1300 on Sunday), 
Afternoon tea at 1600 and Dinner at 1900. Biscuits are served with Morning Coffee and Cake 
with Afternoon Tea. An alternative menu can be provided for strictly medical or religious 
(including vegetarian) reasons but attendees requiring these diets must contact Knuston Hall 
direct as soon as possible. 
 
Accommodation  
The accommodation at Knuston Hall is single, twin and three bedded rooms, some of which 
have ensuite facilities. Residents are requested to bring their own soap and towels, and to 
make their own beds. Some of our sessions have been known to be “unkind to clothes” so you 
may wish to bring something suitable. 
 
Bar  
The licensed bar, selling wine, spirits and beer is usually open from 12.30 - 13.00, 18.30 - 
19.00, and 21.30 - 23.00. Please remember your Conference Organisers when you  are at 
the bar!  
 
Welcome and Orientation for first time attendees  
This will take place in the Panelled Room - which is reached via the door at the right of the bar 
counter, at 18.45 on Friday evening. The Conference Organiser will give an explanation of the 
format of the weekend. (The bar is reached from the right of the entrance lobby of the Hall.) 
 
Problems  
I sincerely hope that you will not experience any difficulties with your journey, but if you are 
delayed en route the telephone number of Knuston Hall is 01933  312104. If you are going to 
be late please let the Hall know and they will keep your evening meal for you. 
The notes on sessions, accommodation, facilities and food, are for guidance only, and in no 
way form any part of a contract with the Conference Organisers, Wargame Developments or 
Knuston Hall. 

CONFERENCE VENUE INFORMATION 
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At the time of writing the following ladies and gentlemen had indicated an intention to attend 
the Conference:  

 
Session Information 
The Information Board and Timetable is situated in the lounge. (The reason for this location is 
the insistence of the Fire Officer). I thank all of you who have so far sent me the full details 
required to plan the weekend. 
The programme notes give all the session details that I have received.  
 
Timetable Diktats  
1. Presenters are requested to provide a booking-in sheet for their session. It is suggested that 
presenters remove these shortly before the session takes place and ensure that as far as 
possible all those who have pre-booked and who turn up are given priority. 
 
2. If you have indicated your interest in a session, please turn up in good time. Presenters 
cannot be expected to delay a session on the off chance that you roll in late! 
 
3. It is not out-with the bounds of possibility that some session times and venues will change – 
please check the main timetable to avoid disappointment. 
 
4. Presenters are reminded that timetabled sessions have priority over impromptu or relocated 
sessions – a presenter timetabled to be in a room should not be encroached upon by other 
presenters. 
 
5. Do not interrupt other presenters in the hope of finding recruits for your own session – this 
has happened several times in previous years and is not acceptable behaviour. 
 
6. Do not run sessions (other than those timetabled) in the entrance hall, as this area has 
become overly crowded in recent years. 
 

CONFERENCE VENUE INFORMATION 
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7. The slot following the plenary game on Friday night is the ‘short sessions slot’. It should be 
possible, subject to demand, to attend more than one of these short games. 
 
8. The player numbers indicated in the session details which follow are those suggested by 
session presenters in the information provided to me.  
 
9. If, according to the timetable, a session takes up two ‘slots’, it may or may not be a double-
length session. Presenters should make this clear on their booking in sheets, but it is YOUR 
responsibility to make sure! 
 
The Bring & Buy 
This event seems to have become a fixture in recent years. Two tables will be set up to the 
right of the main door (no more please, as this restricts movement in the hall to an 
unacceptable degree). Goods should be labelled clearly with details of price and vendor. In the 
past, honesty has been relied upon to ensure that monies end up in the correct pockets. 
GOODS ARE LEFT AT THE OWNER’S RISK, AND NEITHER WARGAME DEVELOPMENTS, 
THE KNUSTON HALL AUTHORITIES OR THE CONFERENCE ORGANISERS ACCEPT ANY 
RESPONSIBILITY WHATSOEVER FOR ANY LOSSES OR DAMAGE SUFFERED. 
It is suggested that vendors might like to donate at least 10% of their takings to WD funds (it 
costs at least as much to unload goods at a wargames show or on a popular internet auction 
site). The Conference Organisers will, of course, be pleased to accept such donations on 
behalf of WD. 
 

——————————————————————————————————————– 
 
 

THE SESSIONS 
 
 
WD Display Team North 
AIRFIX MULTIPOSE – THE PLENARY GAME  
By Tim Gow.  A truly shocking waste of 30 minutes, but at least it includes some toy soldiers… 
 
Wayne Thomas & David Brock                                          
WELCOME TO HELL  
A truly "Terrible" game - First Battle of Grozny in 6mm Scale. 
 
Tim Price 
THE LAST BIG JOB  
This is a planning session for a bank heist, set in 1950. The players represent a number of ex-
soldiers who have fallen on hard times and have taken to some dodgey dealing and the 
occasional heist to keep body and soul together. However, none of you are getting any 
younger and it is time for one last job - the big one! The one they'll be talking about for years to 
come! Ocean's 8 meets Dixon of Dock Green... 
 

CONFERENCE INFORMATION 
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Tom Mouat  
TRAINING FOR WAR 
A presentation about the latest British Army Training system and it's contribution to Pre-
Deployment training. Should include a free game to every reader!  
 
Tom Mouat 
ANOTHER FOOTFALL SITUATION 
This is a skirmish/role-play game featuring a small band of determined men setting out to save 
the Government, the Country and occasionally the World from evilness. New rules! New Toy 
Soldiers! New Printed Terrain Tiles! Sort of Torchwood meets SWAT... 
 
Ian Drury 
REDCOATS AND RAJAHS  
A re-fight of the battle of Sobraon (10 February 1846) -- so memorably described in the 
Flashman papers -- using in the latest development of the ‘red squares’ games system. It’s 
really a two-player game, but for COW demonstration purposes I can accommodate four or 
five. As mentioned in the Nugget, the Sikh army had been comprehensively betrayed by its 
own rulers and generals, so in WD terms, the British should win on anything but a score of ‘1’. 
 
Ian Drury 
THE DEFENCE OF THE KNUSTON BOX  
A demonstration of the Combat 300 rules  
June 1942: 21st Panzer division is advancing rapidly across the desert after the fall of Tobruk . 
The recce battalion reports a British position ahead. As the CO ponders his options, a Fieseler 
Storch lands, and out steps a short-tempered, shouty officer with a pronounced Swabian 
accent. Rommel demands you destroy the British without delay. . .  
 
This is a typical action in the Western Desert as the British Army strove to defend the 
approaches to Egypt. The aim is to demonstrate the salient features of the rules as they have 
evolved to encompass tank battles and air operations at battalion/brigade level. 
 
Jim Wallman 
SINEWS OF THE SOMME - THE LOGISTICS OF THE GREAT WA R 
This is a game just about logistics. 
 
Jim Wallman 
WEIRD AND BRILLIANT DEVILRY  
Operational control of fire fighting during the height of the London Blitz in autumn 1940.  
 
Jim Wallman 
SIEGE OF YENDOR 
Fast play operational game about storming the walls of a city. It is a fantasy setting but is 
actually based on the Siege of Constantinople 
 
Jim Wallman 
SHOGUN ASSASSIN 
Extremely violent (and probably quite quick) roleplaying game set in the days of the Samurai. 
 

CONFERENCE SESSIONS 
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CONFERENCE OF WARGAMERS 2008

Notes: 
Underlined entries are double length sessions (probably). But they may not be. 
Bold  entries are Short Games – may be run several times during the session slot 

 
FRIDAY   SATURDAY

LOCATION Plenary Session 21.00ish 9.00 – 11.00 11.15 – 12.45 14.00 - 16.00 16.15 –

Airfix Multipose Another Footfall 
Situation 

Redcoats & 
Rajahs 

Buggarupistan  The Defence of 
the Knuston Box

 FMA in Time & 
Space 

   

PANELLED 
ROOM 

 Tis To Glory We 
Steer 

Welcome to Hell  Welcome to Hell  Watch The Wall 
My Darling 

Watch The Wall 
My Darling

LIBRARY  Shogun 
Assassin 

 The 11th 
Commandment 

The Sunne In 
Splendour 

Any Colour You 
Like

BEECH ROOM   AK-47 AK-47 Battles in the 
Age of War  

Battles in the 
Age of War

PRACTICAL 
ROOM 

 The 1956 British 
Army Wargame 

Moon Grey Sea Weird & Brilliant 
Devilry 

Sinews of the 
Somme 

IN THE BAR      

BREWERTON 
ROOM 

     

LAWN      

HALL      

LOUNGE  
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CONFERENCE OF WARGAMERS 2008 

SATURDAY SUNDAY 

– 18.30 20.30 – 22.30 22.30 - late 9.00 – 11.00 11.15 – 12.45 14.00 – 15.00 15.00 – 16.00 

The Defence of 
the Knuston Box 

Weird War Two Dinner With 
Alexander 

Back to Black Training for War Ideas Exchange The WD AGM 

       

Watch The Wall 
My Darling 

Out of Rapier Cuba Libre Ancients 
Mainstream 

Footslogger 
Situation 

  

Any Colour You 
Like 

The Last Big Job Cyber War Blackshirt Down    

Battles in the 
Age of War  

  Twilight 2000  Twilight 2000    

 Airsoft Battle  Operation 
Sealion 

Operation 
Sealion 
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Jim Wallman 
WEIRD WAR TWO 
Developed recently by Brian Cameron, this game is about developing weird wonder weapons 
and super agents in order to win WW2 - sort of Indiana Jones/Biggles/James Bond/Nazi secret 
weapons game. Great fun. 
 
John Salt 
THE MOON-GREY SEA 
Wolfpacks lurk in the "black pit" of the mid-Atlantic air gap, and you must escort a convoy from 
Halifax to Liverpool against the dangers of the sea and the violence of the enemy. This will be 
substantially revised and simplified from the version run at the Fort Purbrook CALF last year.  
 
John Salt 
A FOOTSLOGGER SITUATION  
A shameless rip-off of the format of "A Footfall Situation", especially the equipment cards, set 
in WW2 and dealing with the ordinary PBI instead of Special Forces doing X-Files things.  
 
John Curry, Bob Cordery, Martin Rapier 
OPERATION SEALION 
Planning and executing the 1940's invasion. There will be British and German teams. The 
game is based on original research and the maps are the 1940's maps of England.   
 
John Curry 
CYBERWAR 
Many see this as an impossible subject to game. This is my attempt with 2 short games about 
cyberwarfare to illustrate aspects of this new military theatre of operations. 
 
WD Display Team North 
TIS TO GLORY WE STEER 
By John Armatys – a participation game of officers' careers in the Royal Navy 1790 - 1815. 
 
Martin Goddard & Rob Roriston 
BATTLES IN THE AGE OF WAR 
Samurai battles in 15mm. Familiar Peter Pig mechanisms with period specific changes and 
additions. 
 
Martin Goddard & Rob Roriston 
AK-47  
The first draft of a new version. Many old mechanisms and some new ones. 
 
Martin Rapier 
THE 1956 BRITISH ARMY TACTICAL WARGAME  
These rules were developed in the 1950s for use as a training and operations research tool to 
investigate effective tactics for fighting a war in Germany using conventional and nuclear 
forces. The basic mechanisms were developed based on experience of the fighting in WW2 
and Korea, and although they bear a passing similarity to modern operational wargames such 
as Megablitz in terms of scale of representation etc, the aspects of operational warfare the 

CONFERENCE SESSIONS 
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authors chose to model in detail are somewhat different to those found in a conventional 
wargame. 
 
John Bassett 
CUBA LIBRE  
A role-playing game set during the Kennedy era, about a real life US special operation 
designed to bring down the Castro regime in Havana. Roles for soldiers of fortune, quiet 
Americans, right wing émigrés and Mob hit men. This is possibly the most tasteless game I've 
ever put on (wow!). Game will include a break for rum and cigars. 
 
John Bassett 
BACK TO BLACK 
A discussion on morality, the media and contemporary wargaming. A lot has changed in the 
world since 9/11. Bookshops are full of material on politics, war and morality. Films like "Valley 
of Elah" and TV like "24" and "The West Wing" deal with big and difficult issues. Yet the debate 
on black games that enlivened WD in the 1990s has been quieter of late. John will look at 
some critiques of contemporary media depiction of war and terrorism, and how this may impact 
on our games. 
 
Richard Brooks 
OUT OF RAPIER 
One-sided toy soldier game with several players representing the command team of a British 
imperial force on the heels of the Hun in German East Africa during the Great War to make the 
world safe from militarism and tyranny. A return to the jungles of East Africa inspired by Martin 
Rapier’s Flyswatter session at last year’s COW.  Differences include: 

- Offset squares, card driven movement and funny looking dice, for a change 
- Uncertain enemy locations and numbers, for added suspense 
- Troops of varied ethnic origins, for multi-cultural diversity 
- 15mm Peter Laing figures, for nostalgia and economy 

The main twist is using the movement cards to represent the physical/moral attrition of the  
troops as the game progresses, more directly than in Martin’s game. 
 
Richard Brooks 
GUERRA di BANDA or BLACKSHIRT DOWN  
Two sided 25mm toy soldier game using rules remarkably similar to Bandenkrieg to represent 
the advance of a motorised battle group against a numerous but technically backward enemy 
in the early 1940s.  Is it Poland, France or the Ukraine?  No, its another King’s African Rifles 
tribute game set in Italian East Africa, with some of the worst AFVs in the world. 
 
Jerry Elsmore 
ANY COLOUR YOU LIKE...  
The latest Treefrog Publication courtesy of Martin Wallace. Are you a Ford, Kettering, Durant, 
Howard, Sloan or Chrysler? Will you pander to the rich or serve the masses? Can you invest 
wisely or will you lose your shirt? 
 

CONFERENCE SESSIONS 
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Mike Young 
THE ELEVENTH COMMANDMENT: HOW TO SAVE THE WORLD IN THE 21ST CENTURY 
The aim of this session is the modest one of crafting from scratch a new political ideology to 
steer mankind through the dangers of the 21st century, namely the plummeting food supply 
caused by the energy crisis, global warming, , environmental degradation, and overpopulation. 
Existing political philosophies such as capitalism cannot tackle this. So to save the world a new 
political ideology must be invented, with a new set of beliefs and creeds that will enable 
mankind to tackle these problems. 
 
A draft ideology has been prepared this will be shown to the players, and they will then decide 
if they like it. 
 
Mike Elliott 
THE SUNNE IN SPLENDOUR 
A set of rules for the Wars of the Roses that started out as a "red square" game but have 
changed considerably since! The aim is to be able to fight complete battles of the period with a 
smallish number of figures. 
 
Mike Elliott 
THE FIRST BATTLE OF ST ALBANS 1455  
An illustrated lecture on the first battle of St Albans in the Wars of the Roses. Will include the 
results of recent research on the battlefield and what is being done to interpret it. Presented by 
one of the authors of "The Battles of St Albans" (Pen & Sword, 2007) 
 
Phil Steele 
DUEL IN THE CLOUDS 
A biplanes (cards/models/offset squares) combat game. 
 
Phil Steele 
DINNER WITH ALEXANDER  
A card game for Macedonian generals. 
 
Phil Steele & Will Whyler 
ANCIENTS MAINSTREAM 
Including how ‘Armati’ works… 
 
Phil Barker  
BUGGARUPISTAN 
Welcome to sunny Buggarupstan where two platoons of prettily painted and modified 25mm 
British troops are pacifying the dangerous town of Bhangbhangduc, with one eye open for the 
snipers, mobs, armed gangs and roadside bombs, and the other peeled for unsympathetic 
camera men and navigationally-challenged aircraft. A probably thankless task for up to 3 
heroes and masochists and a similar number of heroic but mutually intolerant freedom fighters 
and potential martyrs. Using a new combat mechanism maximising adrenaline production. 
There will be an arbitrarily awarded prize for style. 
 

CONFERENCE SESSIONS 
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Sue Laflin 
WATCH THE WALL MY DARLING & GENTLEMEN GO BY 
A double session devoted to the struggle between "Free Traders" and Excise men. In the first 
session, the "final" version of "Watch the Wall" will be presented. Once again the smugglers 
and revenue will make their way through the maze of tunnels from the beaches to the cellars of 
the taverns. 
  
In the second session, servants from the four taverns will attempt to deliver the goods and the 
revenue will attempt to intercept them. The same village as last year will be used as a playing 
area and events will be complicated by even more "innocent bystanders". Various ideas will be 
tried out and input from the players is welcome. 
 
Mark Jarvis 
TWILIGHT 2000 
Five years ago, the nations of the world began their war for global supremacy. Three years 
ago, a massive nuclear exchange failed to give any side the decisive advantage they sought.  
One year ago, the US Fifth Infantry Division launched a drive into enemy-held Poland, part of 
an offensive to knock the Soviets back to their homeland. 
 
Welcome to 2000 AD. Your equipment was brand new in 1995; now it’s wearing out. gasoline 
is rare, so your vehicles run on alcohol you distil yourself. And 5th Division’s cavalry—when 
there was a 5th Division—rode horses. There’s not much government left in central Europe, 
just warlords, marauders, and free cities. Even the major powers are collapsing; some units, 
even whole divisions, are refusing orders and heading home. Your division is gone, and you’re 
hundreds of kilometres inside enemy territory; fortunately, the Soviets aren’t in much better 
shape than you are. Your job is to stay alive, find enough fuel and spare parts to keep moving, 
get home (wherever that is), and maybe even strike at the enemy. 
 
Mike Elliott 
FMA IN TIME & SPACE   
A series of short skirmish games using the Full Metal Anorak rules system (see N212) in a 
variety of periods and settings. Possible settings include: 

All for One (Three Musketeers) 
Sharpe's Something-or-other (Napoleonic) 
Assegai that did it! (Zulu War) 
Don't Panic! (Dad's Army) 
The Truth is Somewhere (X Files) 
Hijack (Firefly SF) 

 
Bob Cordery 
IDEAS EXCHANGE 
Bring one! 
 
Tim Gow & Martin Rapier 
AIRSOFT BATTLE 
Details tbc, but will feature grown men running around with toy guns.  Please contact Tim Gow 
on 07814 651218 or tim.gow@tiscali.co.uk if you would like to take part in this session. 

 

CONFERENCE SESSIONS 
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WD AGM 

 
 
 

THE WARGAME DEVELOPMENTS AGM 
 

So far, the AGM agenda includes the following items.  Please let Tim Gow have any other 
items in writing by 02/07/08. 
 
1.     Report by the Conference Organiser (Tim Gow) 
 
2.     Report by the Treasurer/Membership Secretary. To include WD membership fees for the 
        year 2008/2009 (Bob Cordery) 
 
3.     Report by the Editor of "The NUGGET" (Alex Kleanthous) 
 
4.     Report by the Publicity Officers (Bob Cordery & Tim Gow) 
 
5.     The election of Officers: Nominations for Office are open at the AGM. The names that 
        follow have indicated their willingness to stand for Office.  
        Conference Organiser                                                 Proposed: Tim Gow 
        Treasurer                                                                     Proposed: Bob Cordery 
        Membership Secretary                                                 Proposed: Bob Cordery 
        Editor of "The NUGGET"                                             Proposed: Alex Kleanthous 
        Editor-in-waiting                                                           Proposed: Matthew Hartley 
        Co-ordinator, WD Display Team North                        Proposed: Tim Gow 
        Co-ordinator, WD Display Team South                        Proposed: Bob Cordery 
        Co-ordinator, WD Display Team West                         Proposed: John Curry 

 

6.     Any other business 
 
 


