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What’s the ethos of the magazine?

It’s about wargaming as a hobby. At first sight, that’s a facile statement, because all wargaming magazines have that
as their subject, but Battlegames focuses especially on the practical table-top experience. Wargaming as it’s done for
real, warts and all. That doesn’t mean poor quality painting and rubbish terrain, but it does mean a broader range of
styles. Think of it as the standard we try to reach when we’re doing our best for an important game, and then
upwards, but not necessarily award-winning exhibition quality.

How do I submit an article?

Traditional practice is to submit one or more articles to a magazine and then wait to see if and when they are
published. We like to do things differently, so expect to submit articles only after discussion with me, during which a
clear idea will have emerged of what you’re going to be doing, when it’s due and when it’s likely to be published,
which will save you wasted effort.

What’s the target audience?
Primarily English-speaking adult males. Battlegames doesn’t ignore the question of how we broaden the appeal of
the hobby and sustain its future, and I warmly welcome women, kids and beginners, but assume you’re talking to an
established wargamer with some years of experience. Articles specifically targeted at beginners are welcome, and
will be signposted as such. You may also be interested to know that Battlegames now has hundreds of readers for
whom English is not their mother tongue. German, Italian, French and Spanish readers make up a sizable chunk of
our readership, with some coming from as far afield as Russia, Latvia, South Africa, Hong Kong and Argentina!

Our reader is likely to have a strong interest in military history (or fantasy and sci-fi literature, where appropriate)
and own an impressive collection of books, magazines and DVDs, so assume that he has at least a basic knowledge
of the historical period in question.

Battlegames is produced in the UK, and inevitably has a British flavour, but caters for an international audience,
with regular submissions from international authors. My one criteria, regardless of where the article originates, is “is
it any good?”

What should I write about?
If I had a Pound for every time I’ve been asked this...

So, Rule 1: write about what excites you. A short, pithy, well-written and enthusiastic piece is worth any number
of long, dry-as-dust, learned articles. Don’t think that what you write needs to sound ‘important’ in some way: the
readers and I will decide whether or not that’s true! Think of Bob Barnetson’s articles comparing rulesets — it’s like
reading a discussion taking place at a club or amongst a group of mates, comparing the pros and cons of one thing
against another, and our readers seem to love them. Or C S Grant’s Table Top Teasers, which are, in effect, a father
dreaming up scenarios to play with his son when they next meet, but they are enormously popular. Or Adrian
Hussey’s pieces about wargaming using hexes: who would have thought that something that seemed so
comparatively out of ‘left field” would be such a hit with hundreds of wargamers who would never have dreamt of
using such a system in tabletop miniatures games?

Of course, there’s also enormous scope for those of you talented enough to teach others ‘how to...” Dave
Robotham did a couple of lovely pieces on painting and basing 10mm figures, Adam Williams has set hordes of
gamers to making bocage hedge sections, John Ray’s short article about sculpting miniatures received a rapturous
welcome, and I was overwhelmed with the response to my own photo-story showing how I make river sections. So
we know that Battlegames readers like this sort of thing. Don’t imagine for one minute that you have to be a Kevin
Dallimore or Paul Darnell to create a valuable addition to the ongoing library of techniques used in our hobby.

As far as more ‘conventional’ articles are concerned, instead of writing a military history article and then tagging
a paragraph about wargaming on the end, Battlegames does it the other way round. Assume your audience already
knows when and why the war kicked off. A few sentences to set the scene and then straight into the wargame, the
scenario, the battle report, the figures, the rules etc. The more obscure the period or campaign, the more introductory
background material is justified, but the sooner the article gets into how to wargame it, the better.

The best advice of all is to just read back through previous issues of the magazine, and see how varied the subject
matter has been. That means that whatever you have in mind could be the next show-stopper, the article that gets
people talking online and at the clubs. Just be yourself, and be original. And the best way to achieve that is to have
fun writing the article. If you enjoy it, we probably will too.
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How much and when will I get paid?

Let’s be honest, you’re not going to make a living writing for any wargames magazine, but I do pay the highest rates
in the industry by far: £40 for every 1,000 words published, with the exception of reviews where Battlegames has
provided the items to be reviewed, which the reviewer keeps as their fee. (I’'m afraid that I can’t accept unsolicited
reviews of items that haven’t been sent to Battlegames by the relevant manufacturers or publishers — I would simply
be swamped.) Pictures are paid for pro rata to the number of words they displace, rounded down to the nearest £1,
with a minimum fee of £5. I have to make decisions in terms of its final size in order to fit the available space. I'm
always scrupulously fair about this.

The procedure is that soon after publication, I will send you two copies of a pro-forma invoice form, together with
a complimentary copy of the issue in which your piece appears. You keep one copy of the invoice, sign the other and
return it to me. On this form you are given the options to accept the fee offered, defer payment of the fee if you
choose (such as for using the amount owed towards your own advertising costs in the magazine) or, if you wish, you
may decline payment altogether. Whatever you choose, please return the form. I sometimes send the form as a PDF
to overseas contributors.

UK contributors will be paid by cheque or BACS. Overseas writers may receive payment via their PayPal account
if they have one; otherwise there are more laborious and expensive but nonetheless reliable methods of transferring
funds.

You will be paid within 12 weeks of publication — often much sooner — dependent on our cashflow. The more
successful Bartlegames becomes, with greater sales and more advertising revenue, the quicker I will be able to pay
you. My aim is to be able to pay all contributors within 30 days of publication without fail.

How should I submit my article?
*  E-mail is preferred. CD-ROMs are also acceptable. Obviously, we’d like it typed, but I’m not too fussy
what software you use. Basic Microsoft Word documents are fine, but I can deal with a variety of programs and
it’s platform-independent — Windows or Mac can be handled. Contact me if you’re not sure. Indicate in the text
where pictures are intended to be placed, and suggest suitable captions, but keep the graphics as separate
image files, not embedded in the text. Spelling will be checked and sorted at proofing stage, but I always
appreciate writers who know their grammar and run a quick spell-check before submission.
*  Text-only articles are welcomed. Although there is a significant amount of illustration in the magazine, I
don’t shy away from publishing plain prose if it’s interesting or useful, and I can always add images from my
own sources.
* Please do not use clever or complex formatting in your submission. A simple indication of headers, sub-
headers and photo captions will suffice and save me a great deal of time. If you do try to imitate the Battlegames
look, it will simply mean that I have to waste time stripping out the formatting before importing it into the layout
software, so let me worry about making it all look pretty.
*  Photos — the highest resolution your digital camera can handle and in one of the popular formats
(jpg/PDFHtiff etc). Ideally, the image should be at least 250dpi at the published size, so expect your images to be
a minimum of about 200k up to as much as 3 or 4Mb (which may equate to the maximum resolution of your
digital camera). Please do not compress your images any further, as this will impair their quality. If you’re an
expert photographer, you will be hailed as the god you are. If you’re not so expert, please ensure your photos are
in sharp focus and well lit: whilst I can pull off minor miracles, having a decent image to start with really helps!
e Other graphics — we can accept .eps, .ai (Adobe Illustrator) and .thd (Macromedia Freehand) files. I'm
afraid that raw CorelDraw files are not acceptable, so ‘Save As’ one of the other formats. Illustrations done in
things like Microsoft Word are best avoided. Other formats already mentioned such as jpg, tiff and PDF, are also
acceptable. Please don’t submit graphics done in Microsoft Excel under any circumstances, unless it is literally a
graph or table!
e Tllustrations — I can accept any form of traditional media for scanning, such as watercolour, acrylic etc.
However, please ensure that the artwork is well packaged for protection and that you pay for additional postage
insurance. Whilst I will make every effort to ensure its safety whilst in my keeping, I cannot take responsibility
for any artwork submitted in this way. If you wish the artwork to be returned, please enclose sufficient postage
for its return. This also applies to ‘old-fashioned’ photographs.
*  Photos, maps and other illustrations should enhance and inform the text — relevance is critical; so, for
example, if you are describing a 15mm game, the accompanying photos should feature 15mm figures. Captions
for the images should simply make it clear what the reader is looking at, including the manufacturers of the
figures and terrain where possible, and credit for any professional painters involved and the person to whom the
objects belong.
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What about copyright and originality?

Please be aware that I take a very tough line on copyright infringement. As a writer and designer who has suffered at
the hands of copyright thieves and plagiarists in the past, I know full well how angry it makes someone to find their
hard work reproduced without consent elsewhere. It’s fine to quote short passages of someone else’s work, as long as
the source is properly attributed; ‘passing off” another’s words as your own is certainly not. This also applies to any
illustrations or photographs.

I have to trust my contributors to have obtained any necessary copyright permissions prior to sending their work
to me — I cannot possibly carry out that function myself. Similarly, I rely on my writers to check their facts, as
unsubstantiated claims or statements can also cause offence, as well as misleading the reader. Having to publish
apologies is something I dislike intensely: fortunately, there have only been two very minor instances in two years.

A recent development in the hobby concerns the use of photographs taken at wargames shows of other people’s
games in progress, whether demo or participation. At the very least, it is good manners to ensure that the image can
be fully captioned, giving the name of the individuals or club whose hard work is being shown, and where and when
the photo was taken. I would always use my judgement as to the relevance of the photo and the potential legal
implications, and advise you accordingly.

And finally, there have been a couple of instances where I have published articles or reviews, only to discover that
they have also appeared, either previously or at the same time, in other publications. Quite frankly, this is the one
thing that is likely to ensure that you will never be invited to write for Battlegames again. Fortunately, I have good
relationships with the editorial teams of all the other major wargaming publications, and we are establishing an
industry ‘black list’ of those individuals who think it’s clever to send the same item to multiple publications
simultaneously, or tout pieces of work that have been published previously, without informing the relevant editor
that this is the case.

I want — and Battlegames readers demand — original, intelligent, thought-provoking, entertaining and previously
unpublished work, and that’s what I pay top dollar for.

And finally...

Please be patient. Battlegames is mostly a one-man-band. My dear partner Annie, after working a full day at her own
business, helps out with administering the subscriptions, and Steve Gill casts a last-minute, expert proof-reading eye,
but apart from that, I do all the editing, design, layout, maps, photography, ad sales, marketing, administration and
the thousand other little things that make Battlegames come into being every other month. I even try to write
something of my own in each issue.

I am also deluged with emails, round the clock, on a daily basis, so if I take a little while to respond, please don’t
think that I’m ignoring you: I’'m a human being, not a machine! If something is genuinely urgent, however, I try to
reply within 24 hours or sooner if I can.

Battlegames is very fortunate in having a constantly topped-up stock of excellent articles, which usually means
that your submission will have to wait a while before being published. Again, this does not mean that your work is
not valued. As Editor, I have to ensure that every issue is as balanced as I can make it, with a good spread of articles,
so that all our readers will be likely to find something of interest to them as often as possible. Naturally, as I am
gradually able to increase the page-count of the magazine, more articles will be able to appear sooner. If you want to
increase your chances of being published quickly, then follow the advice given here. Well-written articles, with
excellent spelling, punctuation and grammar, accompanied by high-quality images, mean less work for me, and are
therefore likely to rise to the top of the pile more quickly. Our readers also like articles that are brimful of
enthusiasm, that communicate your passion for your subject, whatever it might be. And at £40 per 1,000 words, I
want to feel that the writer has taken care to hone and polish the piece until it shines. Battlegames has a hard-earned
reputation for publishing the finest wargames writing on the market, and I intend to keep it that way!

Thanks for reading this, and for your hard work that helps Battlegames to be one of the most highly regarded
magazines in the hobby. I look forward to hearing from you.

Contact details for submissions

Henry Hyde, Editor

17 Granville Road, Hove, East Sussex BN3 1TG
01273 323320

henry @battlegames.co.uk



