
Exhibitionism 101 
A guide for exhibitors at Horisont 

 

Introduction 
These guidelines are written primarily so we can get the most out of the day with participants trying as 
many cool games as possible. It's tips and tricks from a lot of people and for those who feel they know 
how to make a game might just want to read the introduction as the guide will be on how to make a 
game. 
 
What is a participation- / Join in Game? 
The basic idea of a participation game, is that the exhibitor (You) takes care of all the things needed to 
play and the participants simply join the game with nothing but interest to play. 
 
What are the organizers providing? 
A table: When you fill out the form at the bottom, please note if you have your own. 
Chairs. 
Organizers also provides housing and sleeping arrangements for you at Horisont, but that's not really 
important for how you plan your game. 
 
What are the demands? 
You must bring painted models and painted models only; and properly finished terrain. The models do 
not have to be painted in master class standard but remember that the more love you put into them, the 
more appealing the game will be to your potential participants. Please copy the infosheet in the bottom, 
fill it out and mail it to us, it will be used as a teaser on the Horisont website and as game info on your 
table at Horisont. 
 

Planning a game 

There are many components and factors to a game. We're gonna list some of them, with comments 
about things to consider, this is NOT your checklist. Let's face it, we can't think of everything and if we all 
baked the same cake it would be boring. So just consider the points and make a unique game-experience 
for the participants and each other. 
 
Start to consider that you might have gone too far if: 
- You included live animals. 
- You included real weapons. 
- The nudity will make the old folks think, that the young people will be upset. 
- Drinking games are part of the combat system. 
- Racism or ill talk of sheep are a big part of the story. 
- Throwing a spear is how you obtain hit locations. 
- Your playtesters took about 16 hours to finish one scenario 
 
Gametime 
It is always hard to calculate, but if you start by allocating half an hour per participants you'll get a 
digestible experience for them, of course you always have to add an hour for intro, rule discussions and 
general monkey business for an average game. Not saying you shouldn't make a four hour game for 2 
players, after all they're paying you back in chips and gratitude, so you don't have to consider your hourly 
wage. Just consider to time it, so as many as possible, can have as much fun as possible. 
Keep an eye on the time, if a side needs to reach objective X to trigger event Y, it's better to skip ahead a 
bit in the middle of a game and finishing a bit earlier than a game ending with no winners. 



 
Rules 
Some bring their favorite rules, some cook them up themselves, regardless of what your plans are, try to 
make them simple. Sometimes it's better to change a system you know, that way you have the core 
mechanics on your backbone and a small reference sheet to rely on. To search the world for a ruleset that 
is perfect for your scenario might take some time. 
A rulebook is a must, but bring loads of quick reference sheets. 
They're also a great tool for someone taking a quick glance at the action to get a better idea about your 
game. 
If you've made a mistake regarding a rule in the first few rounds, pretend to be a musician and continue 
with the ”new” rule as if nothing is off or inform all participants and ask them whether to correct it or 
stick to it. 
 
If it is possible, then it is a good idea to let the game evolve in complexity as the game progresses. If by 
example the games basis is infantry, then start with only infantry on the table and let the cavalry come in 
later as reserves. This way the players have a chance to learn the basics of the game before having to 
grasp more complex rules. 
 
Turn Sequence 
Here are a few things that is easy to change, but bears great impact on the game experience: 
Alternate activating all models on one side. 
Alternate activating one model/group on each side. 
One turn for all sides, roll for initiative for models/groups. 
Card activation, a deck of cards for each model/group on all sides. 
 
It can be a bit boring watching your opponent play for ½ an hour before you get your turn. 
 

Story 

Have a good story! It is always more fun to play a noticeable scenario than just setting up two 
armies and letting them beat each other. 
Have a winner! Even though we play to have fun, having a winner in a game always brings a little 
extra excitement to the scenario. 
 
Set clear goals for the game. This can be one or more objectives in the game, as well as the overall victory 
conditions for the players. This is not a competition, but it is always more fun if one side can be 
named the victor. Consider the possibility of a prize or souvenir of some sorts. 
 
Finally, setting some well defined and achievable goals for both sides; the more thorough the better. E.g. 
if the Space Monkeys’ goal is to shut down the rebel transmitter, then this is their main goal and they can 
win if this is achieved. If the five survivors are to make it through a zombie infested town, then this will 
win the game for that player. 
 
Next step is to consider exactly what you want to show with the game. Is it a historical game, then it 
might be a certain battle you want to recreate or change some details of the events (e.g. what if Patton 
had attacked the Soviet?). If it is a fictional game, a good place to start is to write a small story you can 
base the game off. There is nothing wrong in just pitching two sides against each other and letting them 
beat at each other, but by adding something extra you can spice up the game. 
 

General 
Avoid too much participation from yourself! This might seem counterintuitive, but the point is that a 
game will 



be more fluent if you primarily act as a referee instead of controlling either side of the game and as a 
bonus you can take coffee breaks during a game. 
 
Be prepared for some players to leave the table early. Sometimes this is just bad manners other times 
they have legitimate reasons. You can ask an innocent bystander if he/she will take over, do it yourself or 
distribute the units to the other players, anything will do, to not ruin the game for the players that are left 
behind. 
 
The sooner you can activate the players the better. One idea is to only explain the most basic rules in 
advance and then take the rest as you go along and the situations appear. Another idea is to give the 
players some influence on the strategic part of the game; e.g. influence on the setup of the troops, the 
order of reserves and so forth. 
 
Test the Game! It is always, always, always a good idea to test the game from home, so any 
problems or doubts can be found. It is of course not always easy to find the time to test games 
beforehand. 
 
• Be Prepared! Make sure to have everything needed for the game packed and ready before 
leaving home. 
o Dice & tape measurer 
o Glue and other paraphernalia (yes, miniatures and other things might break along the way) 
o Paper & pencil 
o Rules, quick references and such 
o Written summary of the scenario to have on the table for spectators 
o Miniatures & Terrain (This is probably the most important point) 
Bring information! It is a good idea to bring information on the game. This can be things such as 
the rules in question, what period, the background story and so on. Naturally this can be 
explained on the day, but written material is good to have, so you have something to lean on and 
also good for the participants when the day is over and they have been bombarded with 
information. 
 

Info sheet for Horisont Games 

Please send this info to us at horisont@brandvagten.dk if you are joining us. 

 
Game name 
Estimated time per game session 
Number of participants per game session: (e.g.: 2-4 players) 
Small introduction to the game: (e.g.: The blah blah forces defend an important installation against attack 
from the rebel scum And/or In character intro: (e.g.: I've heard that earth girls are easy, so let's attack the 
puny humans) 
Factions: (e.g.: Vikings, Owlbears, Christians) 
Model Types: (e.g.: Infantry/tanks/planes/spaceships etc.) 
Rules: (e.g.: Modified version of Crossfire) 
Random generator: (e.g.: Dice 1d6/2d6/1d10/cards/other) 
Scale: (e.g.: 28mm/15mm/other) 
Gameboard: (e.g.: 4x4 foot) 
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