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INTRODUCTION

Best known as the author of some of the
most popular science fiction books ever
written, Herbert George Wells (1866-
1946) has also been long regarded by many
as “the Father of Miniature Wargaming.”
This recognition is due primarily to his
highly influential 1913 release of Little
Wars, a system of miniature wargaming
rules accompanied by the philosophy and
processes he employed when developing
them.

Less well known, however, is Floor
Games, which is often mischaracterized as
“a companion book” to Little Wars, even



though it was published in 1911, two years
before its better-known sequel.

Floor Games is, in fact, a self-standing
and lighthearted, sometimes even
humorous discussion about the theory,
purpose, and methodology of playing a
variety of children’s games with models,
miniatures, and other props.  And, as its
text makes clear, Floor Games was
conceived of as an independent volume that
the author might eventually decide to
follow with a text devoted purely to
wargames (i.e., what Wells eventually
released as Little Wars).

While Wells is regarded as the founder
of recreational wargaming, in Floor Games
he also anticipates the advent of the
refereed role-playing game some six
decades before its actual birth when, in a
game played with two children, he refers
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INTRODUCTION

to “the boundary drawn by me as overlord
(who also made the hills and tunnels and
appointed the trees to grow).”  Beyond that,
the entirety of two of the book’s chapters
— “The Game of the Wonderful Islands”
and “Of the Building of Cities” — could
very well have been written for purposes
of giving guidance to the designers of role-
playing game campaign settings and
adventures.

Wells was well known in his own time
as an acerbic and insightful social critic,
and he does not disappoint in Floor Games
in his complaints about the sorts of toys
that were available for children — and the
people drawn to their games — in his age.
Something he laments multiple times in this
book, for example, is the dismal variety of
miniatures that could be obtained, which
were limited primarily to contemporary

ix



fighting men.  A legion of designers and
manufacturers have admirably filled this
void in the decades since Wells penned the
words of this revolutionary book, and one
can easily imagine that he would have been
impressed with our era, when an
unprecedented variety of miniatures and
models representing past, present, and
future — and places both real and imagined
— can be had.

While he makes no references to it in
Floor Games, there is a less-well-known
book by Wells titled The New Machiavelli,
also published in 1911, which depicts
fictionalized accounts of much of what the
author describes in his work on gaming,
including whimsical descriptions of a
variety of floor games.  The first section of
that book’s second chapter, in which the
described material appears, is highly
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INTRODUCTION

recommended reading for anyone who has
happy memories of hours spent in such
activities as a child (or perhaps, in the case
of the young of heart, more recently).  A
characteristic excerpt follows.

“I was given, I forget by what benefactor,
certain particularly fierce red Indians of
lead — I have never seen such soldiers
since — and for these my father helped me
to make tepees of brown paper, and I settled
them in a hitherto desolate country under
the frowning nail-studded cliffs of an
ancient trunk.  Then I conquered them and
garrisoned their land.  (Alas! they died, no
doubt through contact with civilization —
one my mother trod on — and their land
became a wilderness again and was ravaged
for a time by a clockwork crocodile of vast
proportions.) And out towards the coal-
scuttle was a region near the impassable

xi



thickets of the ragged hearthrug where lived
certain china Zulus brandishing spears, and
a mountain country of rudely piled bricks
concealing the most devious and
enchanting caves and several mines of gold
and silver paper.  Among these rocks a
number of survivors from a Noah’s Ark
made a various, dangerous, albeit
frequently invalid and crippled fauna, and
I was wont to increase the uncultivated
wildness of this region further by trees of
privet-twigs from the garden hedge and box
from the garden borders.  By these
territories went my Imperial Road carrying
produce to and fro, bridging gaps in the
oilcloth, tunneling through Encyclopedic
hills — one tunnel was three volumes long
— defended as occasion required by camps
of paper tents or brick blockhouses, and
ending at last in a magnificently engineered
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INTRODUCTION

ascent to a fortress on the cliffs
commanding the Indian reservation.”

And, just as in Floor Games — and Little
Wars, too — Wells is unrelenting in The
New Machiavelli in his criticism of toys
that he thinks deficient.  In one passage
from the latter book he is quite explicit as
to what he thinks their fates should be,
when he describes “a detestable lot of
cavalrymen, undersized and gilt all over,
given me by a maiden aunt, and very much
what one might expect from an aunt, that I
used as Nero used his Christians to
ornament my public buildings; and I finally
melted some into fratricidal bullets, and
therewith blew the rest to flat splashes of
lead by means of a brass cannon in the
garden.”

Throughout Floor Games, Wells makes
reference to his two co-gamers only by their

xiii



initials, “G.P.W.” and “F.R.W.”, but does
not identify their full names, nor their ages,
nor their relationship to him.  They are, of
course his sons by his second wife, Amy
— George Philip Wells and Frank Richard
Wells — and were aged ten and eight,
respectively, when Floor Games was
published.  Their likeness appears on the
cover of this book, just as it did in its first
edition.

Indeed, as much as possible, we have
attempted to preserve the original
appearance of Floor Games in this reprint
— including the marginal drawings by
artist J. R. Sinclair — with a few exceptions
that follow.  The primary difference is that
the original edition was hardback and
somewhat larger—some 8 5/8 inches high
by 6 7/8 inches wide—and has been
reduced to about 80 percent of its original
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size in this version.  At this size, however,
the book is somewhat more manageable
and, with the large type and open layout of
the original, is still very easy to read, with
text that is about 12 points in size even
when reduced.

Another difference between this version
of Floor Games and the original is a slight
rearrangement of photographs, which were
spaced throughout the book on glossy
plates that were blank on their reverse sides.
They have been kept in their original order
in this book but appear in pairs, back-to-
back, before each of the four chapters.

Finally, this version of Floor Games
includes both this Introduction and a
Foreword by game design giant James F.
Dunnigan, who has had just about as much
an influence on modern wargaming as has
Wells himself.  (Art in these sections is,

xv



incidentally, by the same artist who did the
illustrations for Floor Games and has been
picked up from Little Wars.)  We sincerely
hope that the presence of these sections in
the Skirmisher Publishing edition this book
makes it even more enjoyable and helps
place it in its historical perspective.

Michael J. Varhola
Publisher, Skirmisher Publishing LLC

Springfield, Virginia
February 2006
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FOREWORD

H. G.  Wells (the science fiction author),
along with Fred Jane (of the “Janes” series
of  military references), were the founders
of modern commercial wargaming.   They
were the first to publish simple but realistic
wargames that civilians could handle and
enjoy.   Jane did it for naval wargamimg,
and Wells did it for land wargaming.   They
did it a century ago, but it took more than
half a century before their ideas became a
mass market item.

Wargaming has been around for
thousands of years, but was rarely written
about.   It was largely something that was
passed down orally, or reinvented time and



again.   One ancient wargame that has
survived is chess.   But over the centuries,
chess lost many elements that made it more
realistic, and more recognizable, as a
wargame.

With that kind of history, how did Floor
Games, which was basically “wargames for
children,” find a market?  Wells probably
remembered his own childhood.   Many
clever kids invent wargames, often quite
complex ones, as part of growing up, and
then leave it all behind as “kid stuff” when
they grow older.   I discovered this effect
during the 1970s, when I began doing
media appearances as an expert on
wargaming and military affairs.   Several
interviewers mentioned that, when they
were kids, they had invented their own
wargames.   Some of them, who were kids
during World War II, really got into it.
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They often had kin in uniform, so the
wargames were more than just play, they
were a way to better understand what was
going on.

Apparently, hundreds of thousands of
American kids were creating their own
wargames during World War II.   Such
activity dropped off after the war, but the
potential interest remained.   Those
homemade wargames were very similar to
those Wells describes in Floor Games,
although I rarely heard of anyone using a
copy of Floor Games or his even more
famous Little Wars.   It just came naturally.
I later found out that those people who
eagerly took up wargames in the 1970s —
namely journalists, lawyers, scientists and
what I liked to call “the overeducated” —
were the same ones who had been
reinventing wargames for generations.
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The classic case of reinventing
wargames can be found in Napoleon
Bonaparte, who had both a background in
math and an appetite for data.   It seemed
only natural that he would plan his
campaigns as if they were wargames.   This
is confirmed by first person accounts of
Napoleon doing his planning on the big
map with the pins in it, and with assistants
answering questions about road networks,
supply capacities, and all manner of
technical trivia that only a wargamer could
love or even care about.

Floor Games was meant to be a kids
game.   But two years later, Wells penned
a version for adults, Little Wars.  And 50
years after that, Avalon Hill, then SPI,
began publishing dozens of wargames a
year.   By the 1990s, the games were
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computerized, and now they are all over
the Internet.

H.G.  Wells would have considered that
science fiction — and he would have loved
it.
 
 

James F. Dunnigan
 New York, New York

 January 12, 2006
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Some Suggestions for Toy Makers (see page 16).
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Other Skirmisher Products
If you have enjoyed this book, you are sure to like some of the many other
products published by Skirmisher Publishing LLC! These are variously
available in both electronic and hard copy formats. A full product list ap-
pear in each quarterly issue of the free Skirmisher Update newsletter, which
readers can subscribe to by emailing a request to sales@skirmisher.com or
through the Skirmisher Website (http://www.skirmisher.com).  Free down-
loads, discussion, and other things tying in with various Skirmisher prod-
ucts are also available at the Website and its interactive Forum.

Skirmisher Electronic Products
Many of Skirmisher’s books and games are available in PDF format — some
of them exclusively in this form — as download from various commercial
sites, including DriveThruRPG, RPGNow, Paizo, YourGamesNow, and
Arima.it; a few are also available via email by request. This list is constant-
ly growing, so be sure to check the download site of your choice to see
what is currently available! Coupons for reduced-price and free versions
of several of the for-sale books are available for subscribers to the Skir-
misher Update newsletter and registered members of the interactive Skir-
misher Forum (http://www.skirmisher.com/forum). Prices and release dates
are subject to change.

Skirmisher Analog Products
All of Skirmisher’s print books and miniatures can be ordered directly from
the company and anyone who does so will receive free shipping and infor-
mation about various special offers, discounts, and giveaways. More infor-
mation about all these products is available at www.skirmisher.com. To
order any of these items with a check or money order, simply mail pay-
ment and the downloadable form to Skirmisher Publishing LLC, P.O. Box
150006, Alexandria, VA  22153. To order electronically, visit our eBay store
or make a PayPal payment for the appropriate amount to
sales@skirmisher.com (to which you can also write for more information).
Please be sure to include full name, street address, city, state, zip code, and
email address with all orders!
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