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YOUR MOVE! 
September, 2026 

In this issue: 

¶ Recap - the 2026 SPIôs Alive Conventionðwhat you missed & whatôs coming! 

¶ The Little ThingsðA Deep Dive into Arnhemôs Rules Part 1 

¶ The Cavalry Charge in GBACW may surprise you! 

¶An SPI Education by John Chantis 

¶ The 2026 SPI VASSAL TournamentðThe Quads!  

¶Whatôs Your Move? 

A Newsletter for SPI Gamers  

Since Last We Meté. 
There has been a lot of action!  

ß SPIGames.net has seen the addition of 

at least 50 new articles.  

ß Iôve hosted 5 (?) more SPI VASSAL 

tournaments. Almost all of these had 25 or 

more people participateð with players from 

around the world. Thatôs a lot of SPI games and 

gamers getting a workout!    

ß This summer we held the second 

national SPIôs Alive convention, at 

Lancaster, PA.  We doubled our attendance, 

and have already agreed to do it again next 

year.  

ß And as I write this, signups for the current SPI Quads tourney are atð

dare I say itð50 people? (That will decrease, but still!)  

 

The discussion indeed continues! I hope you join in the conversation! -RHG 

 

February, 1972: Jim 

Dunnigan kicked off a 

new magazine, 

promising ñMOVES will 

also provide a forum 

for [SPI] games.ò   

My goal? Your Move 

is to see that ódeep 

diveô discussion of SPI 

games continues! 

Feedback here! 

https://www.spigames.net/form6.htm
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WHAT IS ñYOUR MOVE?ò 
A Newsletter? In the era of the Internet? Why a newsletter, Russ?  

Of the many things I miss from the era of SPI, it is Moves magazine.   

Moves spoke to me. It spent time on the play of the games. Of the strategy needed 

for a game, or the tactics necessary to reach victory. It offered tips on improving 

your play. That reached me.  

In the pages of Moves magazine, we heard from 

the people who knew the game and wanted to 

share its secrets with us. Early on, the writers were 

staff members. Sometimes, we were hearing from 

the developer or the designer and what they were 

striving for in the creation of the game. Later arti-

cles featured works by members of the gameôs 

playtest group, who had a 6 week intensive dive 

into the game and could tell you from those ses-

sions how it played. As time passed, articles began 

appearing from gamers who submitted their experi-

ences with the game while trying to reach success 

on the board.  

All the articles offered specific tactics from hard-earned lessons. These authors were 

players of the game. They had faced the gameôs challenges, pondered their op-

tions, and took their chances. They earned their spot in the magazine by writing a 

well developed argument on paper striving to unlock game-winning strategies, and 

to understand the puzzle that history had presented to us.  

Moves offered authoritative articles on the play of the games. Not a poor review  

filled with witty and oh-so-arch comments pretending to have delved the depths of 

the game in a day or two.  Moves readers got facts derived from detailed effort and 

experience. That is why I miss not having Moves magazine.  

That is what I am trying to provide in Your Move. It will never be as good as Moves, 

but that is no reason not to try. With my website of SPI Resources, at 

SPIGames.net. I have not only older articles, but hundreds of new materials for SPI 

game players. It is a place to find solid articles that either help you play the game 

better, or finds an opportunity for you to play the game. I sponsor tournaments, 

game fests, conventions. And the SPI Opponent Finder. Link Here  

But most importantly, Moves united us. It gave us common ground.  

(Continued on Page 3) 

https://www.spigames.net
https://www.spigames.net/formSPI_Opponents.htm
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EVENTS & NEWS 

What IS ñYour Move?ò Continued from Page 2 

But all the things I do with wargaming ð the conventions, the tournaments, the arti-

cles, the website, the SPI Opponent Finder, and all the restð are my thank you to 

those true giants who allowed us to watch as they changed the world. It is my ongo-

ing tribute to RAS, JFD, and SPI. And my message is the same as theirs: Just do iit.  

I hope you enjoy Your Move. The conversation continues, and unites us. - RHG 

Writers guidelines here: Click here!     

If it is a newsletter, it should have news, right?   

Can We Create a Virtual Club House? I am proposing a virtual gameday meet-

ing. Why not re-create a ôclubô online, meeting at a fixed time each week, where you 

just ôdrop byô and hope to get in a LIVE game (using VASSAL). My real goalðto try 

to produce a multiplayer game each week. Weôll see how it works out. Interested? 

rgifford@spigames.net    

Minnesota Game Weekend!  Jim Millardôs 2-day Game Day in Paynesville is 

now less than a month away,  October 10-11 (and maybe the 12th) are the 

dates this year. Doors will be open by 8 AM each day, close at ...?  (whenever we 

get tired?) Lodging available at the Paynesville Inn & Suites. I intend to be there this 

year. Jim dedicates the event to three passed gamers, two of which were friends of 

mine. I will be there playing SPI games. I have a hotel room booked for Friday and 

Saturday night, and I hope to get there early and maybe play something small  in the 

hotel Friday night. See you there? 

 

 

 

 

The 2026 SPI Quads Tourney has drawn about 50 players! Wow! Round 1 fea-

tured games from the Napoleon quads, and round 2 has games from Blue & Gray! 

Lots of players new to VASSALðso we ARE growing the hobby, friends!  Round 

3 features Westwall, and round 4 Island War / North Africa! Late Entry allowed! 

Sneak Preview: Games for Sale  Trying to find that one game you wanted? I get 

requests, so , thinking of trying this. Here is a sneak previewé.   Look here.  

https://www.spigames.net/PDFv10/WritersGuidelines_YourMove.pdf
https://www.spigamesforsale.net
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In 2025, in the afterglow of the successful Musket & Pike VASSAL tourney, I was 

offered a unique opportunity that I could not turn down: The chance to pull together 

an  in person ñSPI onlyò game convention! It had been 25 years since I had put on a 

convention, and I knew the headaches. The entire idea was crazy. Was I really that 

stupid? 

Please donôt answer that. We all know the truth. Yes, yes I am..  

Thus in July, 2025, thanks to David Waxtel and Historicon, I was on the road with 

over 125 SPI games filling every inch of a crowded 20 year old Ford Crown Vic. I 

was driving to Lancaster, PA. It was only 20 hours away. Pfft. One dayôs drive. What 

could possibly go wrong?  Proof that God does indeed look out for madmen.  

If you build it, WILL they come? That really was the question.  

But the real work was everything that came BEFORE that would be answered. The 

offer was for a 25 x 50 meeting room. Table layouts, game schedules! Which games 

to feature, which games to 

ignore? And most of all, get-

ting the word out.  

An initial mailing of around 

1000+ gamers said 125 

would show up, and gave me 

a survey of games theyôd 

want to play. All good. I knew 

that number was soft, but 

whatcha gonna do? 

It was good it was soft.  

Space was at a premium. But 

it was tighter than I thought! It 

wasnôt until my table layout 

kept getting rejected by the 

Fire Marshall that I found out 

the room had major bump 

outs that ate footage. But we 

survived.  Year 1 was a suc-

cess, but it wasnôt easy. 

[Continued on Page 6] 

By Russ Gifford 

SPI Alive - The Conventions 

Year 2 Table Layout and schedules 
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Year 1ï 2025 

Left: They did the impossible. 

Ten people played War in Eu-

rope. Under the skillful leader-

ship of the GM Mark D'Ulisse, 

ten players took on the behe-

mothðand had a great time! 

They completed the Fall of 

France, then jumped ahead to 

set up and play Operation Bar-

barossa and had a great time! 

 

Below: Drive on Stalingrad, and 

Rick, Martin, Lance, and Aaron are 

contemplating the future clash. 

50 people arrived 

and participated in 

the games year 1. 

Those that missed 

it missed some-

thing special. I had 

nothing but good 

comments from 

players. And al-

most all stayed the 

whole weekend.  

That alone tells the 

storyðthey played! 

Above: Tony on the next to last turn of Shiloh. Right, 

we see Paul and David slugging it out with Creature 

That Ate Sheboygan, while behind them the Terrible 

Swift Sword crew continue their drive on Gettysburg! 

Mark, Alex, and Phillip Muskett (GM). 
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May 1st 2025 on, I started getting, ñOops, somethingôs come up, canôt make itò 

emails. The 125 was indeed soft. By the time I arrived in Lancaster, it had dropped 

to only 37 official registrations. At the con, we picked up another 20 or so players, 

so we broke 50, which was fine. We also had a lot of people pass through to be 

amazed at what they saw.  

The big winners in 2025? The monsters, which held their draw with no problem! 

The surprises? The fests didnôt develop as a moment, but the open gaming used 

them anyway.  War n Europe, Terrible Swift Sword, and Panzergruppe Guder-

ian was the big hit of the 2025 con. The Monsters got constant use, and PGG had  

15 games played. 

Many quads, GBACW, 

and others got lots of 

play. Only the NAW did 

not. And the multiplay-

er games did not devel-

op. ButðI learned 

things.  But this year? 

Year 2ð2026.  A year 

older and not much 

wiser, I did it again. But 

this time we did NOT 

experience the last 

minute drop outs. We 

had 81 pre-reg, and 

another 50 joined us at the convention. Wednesday night, pre- convention, we had 

45 people playing games in the room! (Above: Battle of Monmouth. Below: TSS) 
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Year 2ï 2026 

TSS and Panzergruppe Guderian 

were each hitting their big 50 year 

anniversary. They were again the hits 

of the convention.  

No surpriseðafter 20 years of doing 

surveys of ómost popular SPI gamesô 

they are always at the top two.  

 

Terrible Swift 

Sword was a 

highly popular 

table with lots 

of action. Phil-

lip Muskett (in 

blue) returned 

again this year 

to oversee the 

games.  

 

Phil did double 

duty overseeing 

the campaign and 

the scenarios from 

the game! 
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Panzergruppe Guderian had numerous plays again this year and retained its sta-

tus as the most played individual game.  

This page only 

shows four of the 

many games of 

PGG that dominated 

the tables again this 

year.  

Right, Right Cunliff, 

Martin Spetz, and 

John Stafford. 

But we saw lots 

more action on lots 

of fronts this year.  
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Napoleonôs Last Campaign, traditionally the 3rd on the most popular SPI game, 

got some attention this year. Below, Robert Lindsay and John Hertz.  

The popular Battle for Germany (#4 on SPIôs top 5) had a notably younger crowd!  
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Paul Martinez (left) and Walter Hamscher (right) playing the Arnhem scenario from 

Highway to the Reich. 

Below, A close up of the battle of Arnhem scenario from Highway to the Reich. 
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Walter (right) 

takes a break 

from  the mas-

sive Highway to 

the Reich to play 

the folio version 

of Arnhem, with 

Richard (?), 

which is always 

on the SPI top 5 

most popular 

games list!    

 

Below, Walter 

and Michael 

playing the  

second HTTR 

scenario, 
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Here is Thomas Newhart, with his dad Alex, playing the GBACW vol 4 Cedar 

Mountain. Mark Ayres would soon join them. GBACW Vol 3 Wilsonôs Creek would 

also be played.  

You can tell it was far  

busier this yearðI could 

not get around to get pic-

tures!  

 

Many of the pictures you 

will see from this point on 

are thanks to Martin Spetz, 

who also did so much to 

make this convention a 

success!  
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Three of four games of Arnhem ( also known as A Bridge Too Far ) from the 

Westwall quad hit the table. And below, Jim Di Crocco sets up Remagan, also 

from WestWall. 


