


T his seems like a good place to
update everyone on the progress
being made for our convention.  The

first thing I have to announce is that we
will not be having a convention September
12-14, 2008 at the Ramada Inn.
Unfortunately, things did not work out with
the Ramada Inn.

The good news is that we have actually signed a contract with
Kahler Grand Hotel to have the convention on September 19-21,
2008.  This is a done deal and to be honest the experience we
have had so far working with Kahler has been great.

With the worry of location and date out of the way, the planning
committee has been able to focus on other things like staffing
positions needed, overall budget, and deadlines for various
activities that need to be complete prior to the convention.  It has
been great to make the transition to the actual planning of the
convention.

We have been in contact with several conventions, potential ven-
dors, and a few gaming companies in the hopes of securing sup-
port in various forms for our convention here in Rochester.  So
far we have met a lot of people who have offered a lot of posi-
tive support for us moving forward.

We have also opened the website for the convention at
www.gamersreunion.com.  In the near future we will be opening
event registration and pre-registration, so keep checking back
for that information.

Many members of the planning committee are dedicated to visit-
ing as many local conventions as we can to spread the word
about Gamer's Reunion (the name chosen for Rochester's gam-
ing convention).  If you are interested in helping spread the word
please contact me at deadly_future@therealm-rpg.com to find
out how you can help, especially if you have plans to attend
another convention between now and next September.  Also,
please spread the word to all your friends.  We need all the local
support we can get to make this a great convention that
Rochester can be proud of and to make sure it stays an annual
event!

And remember, keep September 19-21, 2008 open for a week-
end of gaming goodness!

Jeff King

Letter from the PresidentWant to
Advertise?

The Gamer's Labyrinth is
a privately published peri-
odical presented by the
members of the RGC and
welcomes contributions to
its pages from concerned
game players in and
around the Rochester
area. Contributions should
be presented as Word
documents and sent to
deadly_future@
therealm-rpg.com.

Want to
Contribute?

If you would like to adver-
tise in The Gamer’s
Labyrinth, please contact
Michael  at
jordalm@charter.net.

Single column, full page,
half page and quarter
page advertisements are
available.
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RGC Reviews
Citadels
by Michael Jordal

I had heard a lot of good things about this game
and had thought about purchasing it many times,
but I had just never got around to it. Matt brought
it over to one of my Monday Night Game Nights
and we got a chance to play it two-player since no
one else had shown up yet. After that, I knew that
I wanted to purchase a copy for myself.

Gameplay – I know this game can spark quite a
bit of controversy on the best way to play it, but I
have found in my gaming circle that it scales very
well. I have had very enjoyable games with two to
eight players with the Dark City expansion. The
game is a very different beast between two play-
ers and eight though.

The object of the game is to make the best city by
building districts on each of your turns. Players
start the game with four district cards in their
hand and two gold.

Each turn a player selects a role from one of the
eight roles numbered one to eight. The roles in
the base game are 1 – The Assassin, this player
can choose a character and if another player has
chosen that character, they will lose their turn. 2
– The Thief, this character can select a character
and if a player has chosen it, when they reveal it,
the thief can take their gold. 3 – The Magician,
this character can discard as many district cards
from hand and redraw the same number, or
exchange hands with another player. 4 – The
King, this character gets one gold income for
each yellow district in the player’s city. The King
also gets to take the crown token which will allow
that player to choose first from the roles on sub-
sequent turns. 5 – The Bishop, this character gets
one gold for each blue district in a player’s city
and makes that player immune from the Warlord.
6 – The Merchant, the player who selects the

Merchant gains a gold for each green district in a
player’s city, and gives the player a gold after they
take an action. 7 – The Architect, this character
allows a player to draw two district cards after tak-
ing an action and allows the player to build up to
three district cards this turn. 8 – The Warlord, on
the Warlord’s turn, that player can take one gold
income for each red building and pay the cost of
an opponent’s district minus one to discard it.

After everyone has selected a role, the King will
call out the first role, the Assassin. The Assassin
player will then take his/her turn. The player will
start off by using the Assassin ability, then that
player may take one of two actions. He or She
may either take two gold from the bank, or draw

Designed By: Bruno Faidutti
Published By: Fant asy Flight Games
Players: 2 - 7
Playing T ime: 60 min.
Ages: 10 and up



Page 5

two districts from the district pile, but he or she
must discard one. Then that player may build one
district if he or she wishes. Play continues on with
number the second role The Thief, the third role
The Magician and so on, all the way to the eighth
role, The Warlord. Players will then choose roles
again and play out another round until at the end
of the round someone has 8 districts out.

The game ends at the end of the round in which
a player has built 8 districts. Players then score
their cities. Each district is worth a point for each
gold it costs. Four bonus points are awarded to
the player that built 8 districts first and each play-
er who also built 8 districts gets two bonus points.
There are also three bonus points awarded to
each player who has built a district of each of the
5 colors.

In a two or three player game, players will end up
taking on two roles. I also feel that the Dark City
expansion makes the
two player experience a
lot better by substituting
the Witch for the
Assassin.

I talked a little bit about
the colors of the dis-
tricts above. The red,
yellow, green and blue all give income to their
respective role, but there is one color that I
haven’t talked about yet, and that is purple. The
purple building each have their own special abili-
ties that can be very helpful.

The game is basically a role choosing hand man-
agement game with some bluffing and deduction
involved.

One’s seating position can have a positive or
negative aspect on their ability to win, but overall
I think that the King counter is easy enough to
move around that eventually one will have an
improved position if he or she wants.

I feel that the gameplay deserves 9 out of 10
gold.

Look and Feel - This game mostly shines in the
look and feel department, but that also depends
on which version one can get a hold of. I have the
newer Fantasy Flight Games version that has the
Dark City expansion included.

The art on the cards is great. I know there are a
few cards that some people have mentioned are
too risqué, or grotesque, but I personally don’t see
any problems. I just see beautifully rendered art-
work on each card. There is a negative to the
cards though,; they seem to wear really easily,
especially the role cards. I know that they get han-
dled a lot, but I think FFG would be aware of the
amount of ware that at least the role cards would
get, and could have produced better wearing role
cards at least.

Gold pieces in the version I have are very nice
plastic pieces that have kind of a gold yellow mar-
bled look to them. They look great and are very
tactile, while performing their function very well. I
know one of the other versions had cardboard
punch out gold pieces, which would function fine,
but would not be as nice.

The only other item in the box is the crown count-
er, which is a nice paint-
ed wood piece. There is
one thing that bothers
me about it. Mine at
least isn’t quite sym-
metrical, and it always
just kind of sticks out at
me like a sore thumb. I
know it is really nit-

picky, but I can’t help but notice it.

This box is also a pretty good one as far as boxes
go. It is a little bit of an odd shape, but it has good
solid construction and shouldn’t have trouble with
warping. It has a little bit of extra space, but it is
pretty much just a comfortable amount and not a
waste like some games. The art on the box is also
very nice to match the cards inside. It doesn’t give
you a wrong impression; the quality of the art on
the box is what you get inside.

The look and feel of this game earns Citadels 7
out of 10 gold.

Overall Score- 8 gold out of 10

Final W ord - If you like role selection and or bluff-
ing, this could be a good game for you. My wife
and I like to play it just as a couple or with sever-
al other people and have fun both ways.

Gold pieces in the version I have are
very nice plastic pieces that have kind
of a gold yellow marbled look to them.
They look great and are very tactile,
while performing their function very
well.
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Descent: Alt ar of Desp air
By Jeff King

Those keeping score at home might remember
that Descent: Journeys in the Dark has been a
game of the month in the past. Normally, we try to
avoid repeating games too often or so close to
when they were originally chosen, but this time I
will be looking at the latest expansion for
Descent, entitled The Altar of Despair.

Descent is a board game developed by Fantasy
Flight Games that brings all the elements of a
classic dungeon crawl to a board game. It is a
combination of cooperative and competitive as
several players work together to defeat the dun-
geon scenario while one player acts as the over-
lord and tries to defeat the heroes.

Component s
The expansion comes with some great stuff that
you expect from a Fantasy Flight Games expan-
sion (think lots of bits). There are six new heroes,
complete with plastic figures and hero stat cards.
It also comes with five new monster types (blood
ape, troll, chaos beast, dark priest, and deep elf)
along with the monster reference cards for the
overlord to use. The game also contains 49 new
overlord cards, new skill cards, new item cards,
and new treasure cards. There are also 8 new
map pieces with a ‘corrupted’ theme, and plenty
of new markers/tokens as well, including invul-
nerability potions, fog effect tokens, and frost
effect tokens. The Altar of Despair also intro-
duces a new hero mechanic with new order
tokens: the prolonged order. There are also
tokens for good and evil altars, not to mention the
crushing wall markers that should make any evil
overlord happy. Let’s look at a couple of these
new components a little closer.

One of the main additions is the corrupted map
pieces. The corrupted terrain allows the overlord
to gain threat every time a hero gets wounded or
spends fatigue while they are on the corrupted
terrain. Another nice add to the overlord arsenal
are the dark glyphs. Dark glyphs can be pur-
chased by the overlord to replace normal glyphs
and have a negative effect each time a hero uses
one. Crushing walls have also been added to the
overlord arsenal as a nice visual trap to use on the
unsuspecting heroes.

The heroes get some new things as well in this
expansion. As stated above there are six new
heroes to choose from. There are also new famil-
iars for the heroes to use, including one that can
heal wounds. I cannot forget the addition of the
invulnerability potion, which allows the hero to
gain a one time +10 armor bonus. There are also
the normal item and treasure additions that the
heroes can buy in town or find within the dungeon.

New Mechanics
Treachery – Treachery was actually introduced in
The Well of Darkness expansion, but continues to
be used in this expansion. Treachery is a nice way
for the overlord to customize the overlord deck.
Each scenario includes a certain amount of
treachery for event, trap, and monster cards. The
overlord gets to spend treachery to replace those

RGC Reviews
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types of cards in the normal overlord deck with
the additional cards that come with the expan-
sions. Any unspent treachery allows the overlord
to draw additional cards at the cost of 1 card per
2 unused treachery points (up to a maximum of 8
cards). I have enjoyed being able to customize
the overlord deck a bit and think this is a great
addition. I would probably have the overlord cus-
tomize the deck in advance though, since this
can add a lot of setup time to an already long
game.

Prolonged Actions – Prolonged actions are
FFG’s way of bringing things like searching for
traps or secret doors into a board game environ-
ment. A quest will dictate if a prolonged action will
reveal something to the characters if successful.
A prolonged action will look something like “make
a prolonged Ranged (3) action to reveal the
secret lever.” The number in the parenthesis are
the number of successes needed to accomplish
the task. Successes are cumulative from action to
action and fatigue can
be spent to increase
the dice rolled like most
other rolls. The few
times I have used this
mechanic have been ok
and there are some
scenarios where it works in conjunction with stop-
ping crushing walls. For custom scenarios I
would probably caution against using it too often,
as it has the possibility of slowing the game down
while heroes make multiple attempts to accrue
the proper amount of successes.

Monsters
The new monsters included in this expansion are
pretty nice. The master version Deep Elf is espe-
cially wicked, having the ability to cover a hero in
a layer of thin frost that can destroy weapons and
armor. I had one of these basically wipe out a
heroes equipment, nasty. The Dark Priests are
pretty nice as well and I prefer them over the orig-
inal Sorcerers. The Blood Apes have a pretty wild
Leap attack that can hit multiple targets. The
Trolls are decent as well; I am still on the fence
whether I like Trolls or Ogres better at this point.
I have not used the Chaos Beast yet.

Quest s
There are a total of 6 new quests included in the
expansion. I have only played through a part of
the first scenario included in the new expansion. It
was a lot of fun (as the Overlord) to watch as the
heroes tried to figure out why I was placing wound
and threat tokens off to the side. The quest was a
lot of fun for both me, as the overlord, and for the
players trying to defeat it. I have heard a lot of
complaints about the expansions being weighed
heavily towards the overlord. At the moment I can-
not confirm or deny that, but I know everyone had
a blast and no one felt I was necessarily running
through the heroes. One of the other nice things
about Descent is that there is an online communi-
ty that creates additional scenarios. This helps to
increase the replayability of the game by offering
new choices instead of running through the same
scenarios included in the scenario book of the
game. Even without the online scenarios the offi-
cial quests in the game will take awhile to get
through.

Overall Impressions
If it was not for the
length of the overall
game, Descent (and
both expansions) would
hit the table almost

every Wednesday night I think. Everyone who has
played it has thoroughly enjoyed it; one player
even went as far as ordering the game and both
expansions after playing it once. It is one of the
games I have on my list to showcase some time
on a themed game night for “board games that
role-players would enjoy” because of its dungeon
crawl theme and rules and elements that
Dungeons & Dragons players can directly relate
to. Back to the time to play issue though, be pre-
pared to spend a minimum of 4 hours, but up to
6+ to play this game through a single quest. This
makes the game hard to get on the table and
sometimes hard to finish an entire game. The time
spent playing Descent is enjoyable though. As
long as I have the time to play, I would not turn
down a game of Descent.

I highly recommend giving Descent a try, espe-
cially if you like dungeon crawl type games.

The master version Deep Elf is espe -
cially wicked, having the ability to
cover a hero in a layer of thin frost that
can destroy weapons and armor .
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Doom: The Board Game
By Jeff King

Doom is a board game developed by Fantasy
Flight Games based on the popular first person
shooter computer game. It is a combination of
cooperative and competitive, as several players
work together to defeat the scenario while one
player acts as the invaders and tries to defeat the
marines.

Anyone who has played Descent from Fantasy
Flight Games will find Doom to be very easy to
learn, because they both use mostly the same
mechanics. In fact, Doom seems to be a bit more
streamlined and the game play can go quicker
because of that. I often refer to Doom as Descent-
light.

Component s
As with most products from Fantasy Flight Games
you get a fair amount of stuff with the game. You
get a rule book and a scenario book. The scenario
book contains 5 pre-made scenarios. You get 4
reference sheets that the players get to use.
These sheets show the various invaders that the
marines can face and the weapons that a marine
can use. The game also comes with 66 plastic
miniatures, which include the 3 marine player fig-
ures and all of the invaders that the marines can
face. There are 6 custom dice that are used in the
game as well. There are 84 cards, 66 used by the
Invader and 18 used by the marines. There are 58
interlocking map pieces that can be used to cre-
ate custom maps, as well as the scenario maps
included with the game. There is also a ton of dif-
ferent marine and Invader used prop pieces and
tokens. As with most Fantasy Flight Games, you
are not hurting for bits.

Mechanics
Competitive/Cooperative: As mentioned in the
introduction the game always has 1 Invader and
up to 3 marines. This means that the 3 marines will
work together to work against the Invader. The
Invader wins by defeating the marines and the
marines win by getting through the scenario with-
out allowing the Invader to win. I personally find
this mechanic very interesting and have enjoyed it
in multiple FFG games.

Variable Player Powers: The marine cards are
actually skills that can be added to customize the
marine players, giving each unique skills that
assist in getting through the game. This mechanic
helps to make the game different each time it is
played.

Modular Board: This is another mechanic that
helps make the game different with each play. As
stated above, the game comes with 58 interlocking
map pieces. This allows for custom boards to be
created and new scenarios to be invented to keep
the game fresh.

Dice Rolling: The game comes with custom dice
that are used for invader and marine combat. The
dice determine if ranged attacks are successful
and how much damage is potentially dealt on a
successful attack. The dice also determine if
ammo is spent or not. It adds an element of ran-

RGC Reviews
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domness to the game but in this case I think it
works.

Resource Cards: The Invader player has a
resource deck that allows him to use special rules
to stop the marines and spawn more invaders.
There is less resource management in Doom than
there is in Descent. In Descent you need to spend
threat to play your resources. This adds to the
length of the game because you have to deter-
mine whether to play the card or discard it for
extra threat. In Doom, if the card is in your hand
you can spend it, so there is less decision making
about what to do with the card.

Scenarios
The 5 pre-made scenarios are a lot of fun,
although they seem weighed in favor of the
Invader player at times. There is also an expan-
sion for the game that includes a few more sce-
narios. This is one area that Descent has over
Doom. There is official software and an online
database for user created scenarios in Descent.
Doom only has one officially created scenario, but
no official software to create scenarios and no

online database either. In fact, there is a good
chance that there will not be any more expansions
for the game either, while Descent continues to get
new expansions. There are a few user created
tools for creating scenarios though, so at least the
user base is trying to support themselves.

Overall Impressions
I enjoy playing Doom. It is a streamlined version of
Descent and a game can be completed in 1-2
hours instead of 4-6 hours. There are several unof-
ficial and official variants that can help fine tune the
game if you do not like the game straight out of the
box. If you know Descent, you pretty much know
how to play Doom and you will just need to learn
about some of the new special abilities. If you are
a fan of Descent or the Doom computer game,
give this one a shot.

I personally recommend the game and would have
no problem breaking it out if asked to play a game. 

It looks like the marine is in trouble.
Photo by Michael Jordal
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Kung Fu Fighting
By Michael Jordal

My first encounter with this game was a demo at Gen
Con. My friend Marcus and I dug it immediately, and I
purchased it on the spot. Marcus waited until towards
the end of the con, because he has trouble parting
with money.

Game Play - This game has great game play that
really holds true to the feeling of Kung Fu movies with
cards like your “Kung Fu is Weak” and “Dramatic
Pose”.

2-6 players take turns in an all out brawl to try to take
your opponents chi from 20-0. During your turn you
can lay down a stance and or a weapon. These are
permanents, but can be discarded by some cards.
Also you may discard your own stance or weapons
during your turn to play a new one. Also during your
turn you can play as many chi restoration cards as you
have. The other thing you can do on your turn is to
play an attack. Attacks can come from your hand like a
kick or a throw, or from a weapon you have in play.
You can also add enhancements to your attack, such
as wild or spinning. These attacks can be blocked if
your opponent has the proper blocking card.

I feel that the strategy really come in this game with
hand management. At the beginning of your turn you
can discard as many cards as you want and draw up
to 7. Otherwise the game is pretty luck dependant.

The other strategy issue is loose alliances. It is hard to
win the game if everyone around the table is attacking
you.

I feel that the game play deserves 6 out of 10 chi.

Look and Feel - The cards have nice art. It is a good
style for the game. I also like how the different stance
cards seem to have the actual stance shown on them.

RGC Reviews

Designed By: Cliff Bohm, Geoff Bottone &
Colleen Skadl

Published By: Slugfest Games
Players: 2 - 6
Playing T ime: 30 Minutes
Ages: 10 and up

The game also flows well thematically. The different
stances give bonuses based on things that make
sense. Like Crane Stance gives a bonus to Flying and
Drunken Stance gives a bonus to Wild.

It also really helps to use your best Kung Fu movie
voice while playing to really augment the game's feel.

The look and feel of this game earns Kung Fu Fighting
an 8 out of 10 chi.

Overall Score - 7 chi out of 10

Final word - If you are into Kung Fu movies and or
fast paced card games, this game should join your col-
lection. It doesn't offer a deep well of strategy, but it
does offer a deep well of fun.

One more note about this game: I have heard that
there is an expansion on the way, but I have no firm
date as of yet. The expansion is supposed to include
locations and the ability to interact with them, like
attack enhancements that will allow you to throw peo-
ple out of windows and such
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Contagion
By Jeff King

Contagion is a horror genre role-playing system
available from Aegis Studios
(www.aegisstudios.net). Or, as Travis Legge,
Contagion developer, shared with us in an inter-
view:

“Contagion is a game of Celestial horror in a mod-
ern world. On the surface it looks just like the real
world, but in the shadows, the forces of Heaven
and Hell fight a secret war for the souls of human-
ity. Demons use Hellspawn, their monstrous ser-
vants to torment mankind, while God relies on
Slayers as warriors chosen from mankind and
faithful Clergy to heal the wounds of battle. When
normal folks find out about the war, they must
either try to lay low and avoid the conflict, which
is unlikely, or choose a side.”

This game uses the Open Game License from
Wizards of the Coast, so anyone familiar with D20
is well on their way to knowing the Contagion sys-
tem. The information I am presenting covers a
combination of things from the core book and the
Virulence sourcebook for the Contagion system.
So let’s take a look at what makes Contagion tick.

The System
As I stated above, Contagion is a D20 based
game. Like most Open Game License games, it
does take the system and tweak it to fit the genre.
Contagion is no different and the tweaks work.
For those familiar with D20, the learning curve is
going to be marginal. A lot of the feats, skills, and
spells are imports from Dungeons & Dragons or
Modern D20. This makes them instantly recogniz-
able and if you know what they do in the other
systems, you pretty much know what they do
here.

The Races
Contagion offers players and gamemasters a fair
amount of races to choose from, more than you
might expect in a modern day setting. Angel,
Demon, Dhampir, Drow, Elf, Goblin, Half-Elf, Half-
Orc, Human, Orc, Vampire, and Werewolf are all
available races. One of the first questions I get
asked is what do you get for being Human. Unlike
in D&D there are no special bonuses assigned to
the race of Human. Of course some of the more
interesting classes are only available to a Human,
so that is a potential bonus to playing a Human.

Do not expect to already understand what each of
the races above are just by the name. For
instance, the Elf has undergone a bit of a transfor-
mation being under a demonic curse to never die
but to also never sleep. Most Elves wish they
could end their eternal insomnia but have a deep
aversion to death.

Personally, I leave most of the fantasy type races
out of my game, but they are there to check out. I
also recently noticed that the races presented in
Virulence (besides Angels and Demons) did not
get a decent write up as to why they are available

RGC Reviews
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(like the demonic curse background of the Elves)
and that is too bad. I would like to know a bit more
about the Contagion twist for these other races,
even if I normally do not use them. (Edit: I have
been informed that the History section in the front
of the Virulence book gives details on the added
races, a section I tend to gloss over and not use.)

The Classes
The class names have been changed (and are
not necessarily direct imports either) but you can
find a familiar niche if you look hard enough. The
core classes are:
Arcane Student,
Bruiser, Bystander,
Casanova, Clergy,
Infernalist, Pagan,
Rake, Scientist, Slayer,
and Vagrant.

The Arcane Student is a student of magic. They
are not necessarily spellcasters (but have the
ability to learn spells, although it takes them a bit
longer to do so) but they do thrive in the research
of the arcane and eventually in ritual magic.
Eventually Arcane Students also get the ability to
create Wards, which makes them an invaluable
part of any team.

The Bruiser is pretty much your warrior/street
brawler. They are not necessarily the nicest peo-
ple, but they get the job done – usually messily.

A Bystander is your average citizen that got
caught up in the war and now has to figure out
how to deal with the information. They may not be
able to turn undead, but when it comes time to put
skills to use, this is the go to person. The
Bystander is also a nice way to start a possible
game. Make everyone start as a 1st level
Bystander and once they know about the war they
can choose which route to take.

The Casanova class gets the job done through
seduction and trickery. The opposite sex is putty
in their hands. Not a bad class to have on the
team (as my players found out during the first
session).

The Clergy are your Cleric equivalents. They do
not have to be directly involved with the church
(priest, etc…); they just have to have a lot of faith.
Clergy can turn undead and receive divine spell-
casting.

The Pagan are close to your Druid class, modern
day Wiccans. They believe they get their powers
from other deities and not God. The reality tends
to be that they do get divine assistance (Why allow
them to think otherwise? Who are you to judge
God’s plan!) or demonic assistance trying to feed

the idea that there are
other deities to worship.
Pagans have the ability
to rebuke or control
undead and can cast
spells.

The Infernalist cannot feign the same ignorance
about where their powers come from. They have
fully cast their lot with the demonic forces in order
to gain the power they possess. In exchange for
their supplication to demonic forces, the Infernalist
is granted the ability to cast spells.

The Rake is your modern day Thief class. With the
ability to detect traps and a sneak attack (which
gets put to good use in our campaign) you will find
the Rake a familiar class that you will enjoy.

The Slayer is a cross between a Paladin and a
Ranger. While they do not get the ability to cast
spells, Slayers do have the ability to detect the
supernatural, some supernatural resistance, and
eventually start picking favored enemies. The
Slayer is the chosen warrior of Heaven, created in
retaliation the increasing Hellspawn forces.

Finally we come to the Vagrant class. On the sur-
face a lot of people gloss over the Vagrant. For the
most part the Vagrant class represents the home-
less or downtrodden individuals, or possibly a
drifter. These are the people who have more than
likely been directly affected by the Hellspawn. The
castoffs of society made a nice playground for the
Hellspawn while bringing little to no attention to
themselves over the years. But now the Vagrants
are banding together and fighting back.

The Bruiser is pretty much your war -
rior/street brawler . They are not neces -
sarily the nicest people, but they get
the job done – usually messily .
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Those are the core classes. Contagion also con-
tains several Advanced and Prestige classes for
use later in the game as well. All in all it is a good
mix with some familiar ideas that should not take
players too long to get use to.

Overall Impressions
I really enjoy Contagion and it is the RPG that
brought me out of a 10+ year stint of GM retire-
ment. The game flows really well and the source
material is great. Plus, Aegis Studios is working
on some great material to come out in the near
future. They also have put out a few free adven-
ture seed scenarios to help the GM slide in to run-
ning a game.

As of right now, 9 RGC members (including
myself as GM) are playing in a monthly Contagion
game that takes place right after the monthly con-
vention planning meeting. So instead of just hear-
ing what I have to say about the game, I invited
them to share their thoughts on the game system
as well.

“Contagion is an excellent game. Like all good
RPG's it gives you mainly guidelines and the
opportunity to tinker around with it. The imagina-
tion for the war of good vs. evil and the story you
can make of it is quite intriguing. All in all I give it
a 9.8 of 10.” Micre - playing a Human Bruiser with
no knowledge of the war prior to the first session.

“My initial reaction to Contagion was, "great,
another modern day gothic horror RPG. Just what
gaming needs. At least this one is D20, so if I like
something I can import it into a game I tend to
like."

Well, I'm happy to report that was a shortsighted
opinion to say the least. The game is thoroughly
enjoyable and entertaining. There seems to be a
balance between the classes and races, or where
there isn't there is a reason (Humans who think
they can take out vampires deserve what they get,
unless they're particularly well trained and armed).

The game plays smoothly, and the D20 aspect
makes combat much more streamlined, as many
players are already familiar with the system. The
classic good vs. evil struggles are fought over and
over, although sometimes they are in the mind of
the individual rather than angels vs. demons. It
makes for an interesting foray into the world of
horror.

In general, it’s a fun game that I'd gladly spend my
time on, presuming I have more of it to spend.”
Schwade – About to join the monthly game, but
played Contagion at an after hours event we had
at Con of the North.

“If you've ever wanted to play in a Buffy/Angel
style universe, this is it. Demons, Vampires, and
others live in a modern world where you can play
the most CLUELESS human who has never heard
a thing and you will fit right in to the universe. And
since it is modern times, you can use MODERN
jokes without leaving the role play. I frakking
LOVE it!” Medron Pryde – Playing a Human
Arcane Student with limited knowledge of ‘real
world’ supernatural practices.

Virulence book cover.
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Heroscape: Swarm of the Marro
By Michael Jordal

Well, Swarm of the Marro is a Heroscape product,
so you know I had to purchase it and lucky
enough for me I was able to pick up two of them
at Gen Con and have had some time to give them
some good playing.

Gameplay - I have already reviewed Heroscape,
so in this review I will mostly stick to the things that
are different in Swarm of the Marro.

The new rulebook appears to only have one game
play change, and that is to allow double-spaced
figures to flip for free anytime during their move-
ment. The old rule had the flip costing one move-
ment point. I like the simplification of allowing the
free flip and in general most double-based figures
have a hard enough time moving around the map
as is, so in general I like this change. The only
thing I don’t like about it is that it makes Major Q9
even a little better than he already was.

The new swamp terrain pieces do not have any
new rules for them, and the swamp water tiles,
although having water in their name do not hinder
movement, but they can be used for abilities that
specify being on water.

The very cool new Marro Hive has its own clause
in the rulebook stating that it cannot be given any
movement bonuses or summoned by anything, as
well as stating that figures cannot move through it
even with abilities like Ghost Walk.

Swarm of the Marro also introduced new versions
of two of the original master set figures: Sgt.
Drake Alexander and Raelin. These two new

releases prompted a new rule stating that only one
of any unique named hero can be in an army, so
no double Raelin or Drake.

There are several new scenarios that are included,
but I haven’t gotten a chance to play them all yet.
One new and interesting thing they did in this set
of scenarios is to have a campaign style storyline
that moves the heroes forward through several
scenarios. I think that sounds like a bunch of fun,
and I look forward to trying it out.

Another cool addition to the Swarm of the Marro
set is some new glyphs. I was hoping we would get
some in a wave again sometime, but since we
haven’t seen any since Wave 1, I am glad to see
them now.

Glyph of Ulvania – This glyph grants unique fig-
ures a +1 to their attack rolls, so depending on
your army’s makeup, it is weaker than Astrid,
which I consider to be about the most powerful
widely accepted tourney glyph.

Glyph of Crevcor – This glyph is the opposite of
Ulvania and increases common figures attack by
one. I think this one is slightly more powerful than
Ulvania, as common squads will generally see
more play than uniques.

Glyph of W annok - This glyph is kind of interest-
ing, but probably one of the least powerful in the
game. At the end of the round the controlling play-
er rolls a d20. On a one he or she is forced to
wound one of his or her figures, but on any other
number, his or her opponent must wound one of
his or her figures. Considering it will only do one
wound a round and it has a possibility of wounding
its controller, I feel that it is hardly worth holding in
most cases.
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Glyph of Thorian – This one is one of the more
powerful glyphs in the set and also a bane to
range which I kind of like. The controller of it
grants Thorian Speed to all of his or her units, so
that his or her opponent must be adjacent to
attack with a normal attack.

Glyph or Prof taka - Proftaka is probably best
used in scenarios. It is a pit trap that disallows a
figure from moving off of it until there is a friendly
figure occupying a friendly space. Presumably,
this is to simulate helping to pull the other figure
out of the pit.

Glyph of Brandar – This glyphs is just like the old
Brandar and does nothing on its own, but some
scenarios key off of it.

Glyph of Nilrend - This
is one of the two tempo-
rary glyphs and is very
powerful. When a char-
acter lands on it, the
owner of the figure that
triggers it may choose
one of his or her opponent’s unique figues and roll
the d20. On a 1-4 nothing happens, on a 5-20, the
opponent’s figure gets a negation marker and
loses all its special powers for the rest of the
game.

Glyph of Oreld – The other temporary glyph keys
of the d20 as well. On a 1-9 nothing happens, but
on a 10-20 the player gets to choose one of his or
her opponent’s order markers at random and
remove it from the army card it was on.

Swarm of the Marro also introduces a lot of new
figures to us with seven unique heroes and two
sets of three common squads.

Raelin the Kyrie W arrior – Swarm of the Marro
gave us two updated versions of old heroes, and
Raelin happens to be one of them, along with the
other Jandar Unique Hero in this set, Sgt. Drake
Alexander. Raelin kept her old statistics, but her
point cost increased by 40 points to 120 points.
She still has flying, but now instead of her
Defensive Aura, she has Extended Defensive

Aura that increases its range from four to six, but
decreases its bonus to just one defense die. She
also now has Whirlwind Assault that allows her to
attack all adjacent opponents like the Shaolin
Monks. One other change is that instead of being
Merciful, she is now Resolute. I like the new
Raelin, but I am unsure if she is worth 40 more
points than the old Raelin.

Sgt. Drake Alexander – The other updated char-
acter gets a boost in his stats with his life moving
up to six, his move up to six as well and his
defense up to four. Drake kept his old Thorian
Speed special ability even though I was hoping it
would get a boost and protect from special attacks
as well. His Graple Arm special ability did get a
boost and now allows him to move up to four
spaces with it and can move up and down 45 lev-
els when using it. Another great addition to Drake

is his new Pistol Fire
Special Attack. I was
very happy to see Drake
get a ranged attack, and
I thought it was a cool lit-
tle caveat to not allow
his special attack to tar-

get other Jandar figures. Overall, I think the new
Drake is really cool, but 170 points is probably too
much.

Sonlen – Ullar gets a new elf with the addition of
Sonlen. At 160 points, he is a little spendy, but he
gets decent stats and alright special abilities for his
cost. He has six life, and can move five with a
range of six, attack of four and defense of three.
His Dragon Healing allows him to heal one wound
from any Hero figure within 4 clear sights spaces
of him before moving if he rolls 15 or higher on the
d20. His dragon Swoop does the opposite and
causes a wound on 15 or higher with the d20 to a
figure within four clear sight spaces. I am a little
hesitant to spend 160 points on his three defense
and six life when his special abilities have such a
low success rate.

Major Q10 – At 150 points, Major Q10 is Vydar’s
contribution to the set. He is a pretty versatile unit,
but unlike Major Q9 he dies a little too easy with
four life and five defense. He keeps the same
move of five, range of eight and attack of four like

Swarm of the Marro also introduces a
lot of new figures to us with seven
unique heroes and two sets of three
common squads.



Page 16

his predecessor Q9, but he also has different spe-
cial attacks that fit in the same versatile vein of
Q9’s special. Q10 gets a Machine Pistol Special
attack that has a range of seven and attack of two
that he can use four times in the same turn. His
Wrist Rocket Special Attack has a range of four
and an attack of four that he can use twice in one
turn.  Major Q10 also gets the positive and
negaive aspects of being a double-spaced figure.
I think Major Q10 isn’t a strong enough figure that
one will build an army around him like Q9, but
when you want some good versatile range and
you have 150 points available for it, Q10 will cer-

tainly fit the bill.

Shiori – Arguably the weakest hero in the set, she
also has the lowest point value of 60. Einar’s con-
tribution to this set will probably not see a lot of
play with her life of three, move of six range of one
and attack and defense of three. Shiori also gets
several specials including the Shuriken Special
Attack that gives her a range of five and an attack
of three against figures her size and smaller, but
only two dice against larger beings or destructible
objects. Shiori also gets Phantom Walk that

allows her to move through all figures and leave
engagement without being attacked. Her final spe-
cial ability, Concentrated Will is one of the more
innovative special abilities in the game to date. If
Shiori has one unrevealed order maker on her, she
gets an additional defense die. This ability isn’t too
powerful, but I like the idea of it, and so far I think
there is only one other unit that has a special abil-
ity like that, and that is Spartacus, who never sees
play.

Tor-Kul-Na – A powerful new addition to Utgar,
Tor-Kul-Na boasts powerful stats with six life, six

move, one range, six
attack and five defense.
He should be able to
take some pain and dish
it out as well. Tor-Kul-Na
also comes with proba-
bly the longest special
ability yet; it is called
Trample Stomp and it
boils down to him being
able to move next to an
opponent’s figure and
roll the d20, on an 8-20,
that figure takes a
wound. If it is destroyed,
Tor-Kul-Na can continue
to move and trample. It
can be very useful
against common
squads, and especially
high defense/point cost
ones that are clumped
together. All this power
comes with a hefty point
cost of 220 though, so I

think Tor-Kul-Na is well in check, as one must
devote a good chunk of their army to play with him.

Marro Hive – The other Unique Hero from this set
is one of the most innovative additions to the game
yet. The Hive is a draftable unit that comes with a
six hex swamp water tile that it sits on in one’s
starting zone. The Hive even comes with its own
new rules in the master set rulebook, which I
talked about earlier. It has six life, but it only has
two defense, so it can die pretty easily when
attacked. It is also very susceptible, because it

Tor Kul Na, the new Hivelord from the Swarm of the Marro master set.
Photo by Michael Jordal
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can’t move or be moved and it is huge so it can be
seen from most of the map. I think that it is kind of
funny and cool that the hive can actually attack
with one die at a range of one, so it can kind of
defend itself. Where it really shines though is its
special abilities. Its Hive Mind special ability
allows it to take a turn with any common Marro
squad within 12 clear sight spaces. I think this
ability is going to be even better when Wave 8
comes out with the Marro Cavalry. Also, the Marro
Hive has the Marro Rebirth ability that allows one
to revive a dead common Marro squad figure on a
13 or higher d20 roll. All this come for just 160
points, which is pretty good, but I think the Hive
will really shine in high
point games where one
is fielding multiple com-
mon squads.

Marro Drudge – These
guys are arguably the bottom of the barrel in this
set. They are only 50 points for a common squad
of three with five movement, five range and two
attack and defense. So, they have rather low
stats, but their special abilities will make up for
that, right? Well actually, I don’t think they do.
Their Swamp Water Strength adds 1 to their
attack and defense, but if they are on swamp
water, they are unlikely to have height advantage,
and there are not a lot of maps that have swamp
water. Their other special ability is pretty cool
except it also references swamp water, but the
Swamp Water Tunnel allows them to move to
another swamp water space within five spaces
when they end their move on a swamp water
space. Unfortunately, their specials only work on
swamp water and doom them to the fate of the
other terrain specific units that will rarely see play.

Marrden Nagrubs - The small Nagrubs are an
interesting addition to the Heroscape world. At
only 30 points for a common squad of three, they
have a really good ability with low stats to match
their low point cost. They can move six spaces,
attack at a range of one and roll two attack and
defense dice. They have the special ability of
Climb x2 to help them navigate the board, but
their powerful ability is Hivelord Life Bonding. This
ability lets them take a turn with any Hivelord their
player controls, but also before doing that, the

Hivelord can destroy an adjacent Nagrub to heal a
wound. This ability is very cool with both Su Bak
Na and Tor-Kul-Na and I think it will be even cool-
er when the new Hivelord comes out in Acquilla’s
Alliance next month. The Marrden Nagrubs have
the potential to pack a powerful little punch.

Marro S tingers – I think I saved the best for last.
The Marro Stingers are generating a lot of buzz for
their very solid stats to point ratio. For only 60
points they provide a player with a common squad
of three figures that can move five, attack at a
range of five with three attack and defense. They
also have the Stinger Drain special ability, that

although can be danger-
ous, can often be used
at the right time to turn
the tide of battle. With
the Stinger Drain, a
player can roll the d20

and on a 10 or higher add an attack die to the
Stingers attack rolls. The dangerous part is that on
a 1-4 the player must kill a Stinger and end their
turn without attacking, with the really bad part of
that negative effect being losing the turn of attack-
ing. However, if a player chooses the right time to
juice their Stingers up, they should be able to do
some major damage attacking from height with
five or even six with a glyph of Astrid or Crevcor. I
have seen it happen and it is scary. The most valu-
able unit in this set is by far the Marro Stingers.

I feel that the gameplay in Swarm of the Marro
deserves 9 hexes out of 10.

Look and Feel - Heroscape tends to be a killer in
the look and feel category, and this set is no
exception. It looks really good overall.

The figures are overall really well sculpted and
painted. I especially like the Hive. It looks amazing
and had some pretty high production value placed
on it. It was made in several pieces and fused
together; so that they could have some clear plas-
tic bubbles through which you could see the Marro
spawn being generated. It is just uber-goodness!

Tor-Kul-Na is also a very cool looking piece. It is
just a massive monstrous looking hero with a little
Marro man riding him; there is just something

The Marro S tingers are generating a lot
of buzz for their very solid stats to point
ratio. 
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impressive about this figure. I also like the atten-
tion to detail with a little bag strapped under the
saddle that contains Tor-Kul-Na’s traveling stuff.

I think Sonlen is another really good looking piece.
His color scheme is great and his sculpt is also
very cool with a little red dragon and a good pose.

I also really liked the addition of color to the Marro
figs in this set.  Unlike some of the older Marro,
these guys all pretty much have some colors that
pop off of them. The Stingers have big dark green
and gold guns, while the drudge have a nice pur-
ple cord attaching their silver guns to them and
the Nagrubs have a nice green color on the crests
of their heads.

The tiles are also very nice as with the original set.
It contains some of the same tiles as the old set,
but it also adds the swamp tiles and swamp water
tiles. I really like the look of the swamp tiles with
the lighter green and dark green tops. They are
still just as fun to build with as ever, but this set is
a bit skimpy on the quantity of tiles given, so one
can’t build quite as much with it. I do think the pro-
duction value of some
of the other compo-
nents can help offset
that though.

The art on the glyphs is
once again good and
matches the old ones.

The game comes with
23 wound markers a
round marker and
negation marker which
are all just like the
markers that already
exist for the game.
However, the 16 order
markers are green to
match the swamp
theme, and I think that
is a cool little touch. The
dice are also the white
new style with skulls
and shields on them,
and the d20 is a black

one like the original set. It would have been kind of
cool if the d20 would have been green too.

Another interesting thing is the cards in this set
have a little bit of a new template with vines and
such around the edges to kind of go along with the
idea of swamps and the new jungle set that will be
coming out soon.

The look and feel of this game earns Swarm of the
Marro 9 out of 10 hexes.

Overall Score - 9 hexes out of 10

Final word - Obviously, if you already love
Heroscape you have bought this. If you haven’t
picked up Heroscape yet, this is a good starting
point, but I would still recommend getting the orig-
inal Rise of the Valkyrie set first as you will get a bit
more terrain in it. This set is a great addition to the
Heroscape universe and introduced several things
that make me very excited for the future of the
game.

The new Raelin and Marro Drudge being demoed at Gen Con 07 where they were
released.

Photo by Michael Jordal
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Last Night on Earth:
The Zombie Game
By Jeff King

Last Night on Earth, The Zombie Game is a
board game developed by Flying Frog
Productions based on the zombie survival genre
that can accommodate 2-6 players. It is a combi-
nation of cooperative and competitive, as several
hero players work together to defeat the scenario
while one or two players act as the zombies and
try to defeat the heroes.

Component s

The components for this game are just beautiful.
Flying Frog Productions did not skimp on compo-
nents at all. With thick cardboard tokens, great
plastic sculptures, and quality cards used for the
zombie and hero decks. There have been a few
people that have had a bad batch of cards, but it
sounds like Flying Frog Productions has been
ready to replace them with ease.

The game comes with a full color rulebook, 1
town center board game (flip side is the manor
house for one particular scenario), 6 L-shaped
outer board pieces, 8 hero figures, 14 zombie fig-
ures (7 green and 7 brown), 60 card zombie
deck, 60 card hero deck, 6 reference cards, 8
hero character sheets, 5 scenario cards, plenty of
counters, 16 six-sided dice, and 1 CD of original
music to use as a soundtrack.

The only thing I would replace if I could (and plan
to in the future) is the little dice that come with the
game. With all the other components looking so
great, the small dice are a bit of a letdown when
you first pull them out. But it is a minor thing and
does not really take away from the overall game.

Mechanics

Cooperative Play – Up to 4 players work togeth-
er as the heroes to complete a chosen scenario
and survive the zombie onslaught. At the same

time, up to 2 players can work together as the
zombies to try and thwart the heroes. The exact
number on each side will depend on the number
of players participating in the game.

Competitive Play – There is also a competitive
play mechanic with this game, as the zombie play-
ers and the hero players work toward different
goals and are in direct opposition to one another.
When the game ends, either the zombie players
or the hero players will be victorious.

Hand Management – Both the zombie players
and the hero players have card decks that they
can utilize. For the zombie player it is automatic
but the heroes have to search in order to collect
cards. Hero players might have to decide on items
to discard or trade away if they already have 4
items in play (or 2 of those items are already
weapons). Zombie players have a max hand size
of 4 (total, so if there are two zombie players,
each has a hand size of 2). Zombie players can
also discard up to one card per turn. So zombie
players need to play or discard their current cards
in order to get more cards.

Dice Rolling – Yes, the random element of dice
rolling is involved in this game. This is a mechan-
ic that can be a killer for some people. But honest-
ly, it works for the type of game this is and
between special abilities and cards there are plen-
ty of ways to possibly manipulate the dice rolls.
The dice are used for hero movement, ranged
weapon results, ammunition checks, and normal
combat.

Modular Board – There are 6 L-shaped pieces
that make up the outer board, but typically only 4
of those pieces are used at a time. So the make-
up of the town is slightly different with each game.

No Player Elimination – Zombies are going to kill
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heroes. That is part of the game and eventually
those evil random dice turn on you. The good
news is that Flying Frog Productions has thought
of this and added in a mechanic so that players
are not eliminated from the game early. If a play-
er loses the last hero they control, they simply
randomly grab a non-played hero and start in a
random location. The game keeps going and
everyone continues to play until one side or the
other meets their objectives. What if you run out
of non-played heroes? Not really possible,
because one of the default objectives of the zom-
bie players is an automatic win on killing 4
heroes.

Scalability – This is one of the things I really like
about this game. There is always the same num-
ber of heroes on the board, regardless of number
of players. There is also always the same number
of zombies to control. In this way the game scales
easily from 2 to 6 players, even in mid-game if
necessary! If you have a game night where peo-
ple come and go, this game works extremely well
for adding and losing people during play. Nothing
on the board changes, just which player controls
what.

Scenarios

There are 5 scenarios
that come with the
game, and 1 scenario
available for download
on the Flying Frog
Productions website.
These scenarios, com-
bined with the modular
board, keep the game
from being the same
with each play. Future
expansions will also
have new scenarios in
them, making this a fun
and flexible game with
a good amount of
replayability. Scenarios
range from the basic:
kill 15 zombies before 2
heroes die, to the more
advanced, take out 3
zombie spawning
points, find and rescue
4 townsfolk, or keep 9
zombies out of the
manor house until day-
break. Each scenario
will require the hero
players to try and work
together for a different

goal and possibly use different powers available
to them.

Overall Impressions

I am a huge horror movie fan, and that includes
zombie movies. I have a lot of the zombie related
board games themed around the genre; and this
is by far my favorite zombie related board game. I
have played this game countless times and even
demonstrated it at conventions and gaming
events, and I have yet to grow tired of it. I love
breaking out this game with a new group, or with
a bunch of people who I know enjoy the genre. So
if you ever want to give it a try, just get a hold of
me; I am always up for a game!

I highly recommend giving Last Night on Earth,
The Zombie Game a try, especially if you like
zombie genre games. You will not be disappoint-
ed.

Brrrraiiins!! 

Jeff teaches Last Night on Earth: The Zombie Game to Zombies and humans at Osh
Con.  The players dressed as zombies are actors from a zombie movie that were at the
con to help with a live action game of Zombie Rally.

Photo by Gretchen King
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Ticket T o Ride
By Michael Jordal

I first played Ticket to Ride with a friend and it
was on my must get list for quite a while. Once I
got it, my family went on a TTR binge and want-
ed to play it all day every day. I did end up getting
a little sick of it after a while, but now that the fer-
vor has died down I still really enjoy it.

Gameplay – The gameplay is great. It is one of
those games that the mechanics are simple
enough to understand in a few minutes, but there
is enough strategy, that experiences players
should have an edge.

Each turn consists of either drawing train cars,
staking a claim if you have the proper color and
number of cars for the particular route, or drawing
new destination tickets.

The goal of the game is to get the most points.
You can gain points during the game by claiming
track. At the end of the game you will also gain
points for each completed ticket in your hand and
possibly by having the longest route. You can
also lose points at the end of the game for each
ticket you failed to complete.

The game turns are fairly quick and smooth,
although they can tend to get a little monotonous.
Also, whenever a player draws new destination
tickets, there can be a pause that slows down the
game before the next player gets their turn.

Another great addition to the game is a code to
play online at Days of Wonder's Web site. I like lit-
tle extras like that.

Although the game can play 2-5, I think it is defi-

nitely lacking with 2. The 1910 expansion has
some new ways to play that make it more fun with
2.

I feel that the gameplay deserves 8 out of 10 tick-
ets.

Look and Feel - The game has a beautiful board,
although not completely geographically correct,
but the straying from geography seems to be nec-
essary for gameplay purposes.

The components are all fairly nice. The cards are
on nice stock and have nice colorful illustrations.
The only problem is the cards are small, but the
1910 expansion has reprinted the cards full size.
The trains are plastic, which is alright, but wood
could be nicer. The scoring tokens however are
wood.

The look and feel of this game earns Ticket to
Ride 8 out of 10 tickets.

Overall Score - 8 tickets out of 10

Final W ord - If you are looking for a light euro-
style game that can appeal to a non gamer, this
game is for you. Its mechanics are light enough to
let new gamers in, but strong enough to keep hard
core gamers interested. I would say Ticket to Ride
is one of the best gateway games available right
now.
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Origins , H o!
By Dave Allen

The 2007 Origins Game Expo ran July 5-8 in
Columbus, Ohio. I have attended GenCon
twice, Historicon once, and smaller conventions

numerous times, but this year I attended Origins for the
first time. My principle gaming interest is historical
miniatures, but I am not averse to spreading my wings
a bit and delving into fantasy, RPG, and of course
board and card games. I love the excitement and
glamour of GenCon, but the historical miniatures pres-
ence is miniscule there. Historicon of course is the
Mecca of historical miniatures gaming, but I find the
cramped venue somewhat wanting in the creature
comforts I seek on my vacations. No convention can
be all things to all gamers, but my hope was that
Origins would be the right balance of what I want in a
convention. I wasn't disappointed.
I arrived in Columbus on July 4 just in time to settle into

my hotel room at the Crowne Plaza before a big later
afternoon thunderstorm hit the downtown area. I found
my way to the Convention Center, grateful for the shel-
tered skywalk. It was a bit of a hike and it would be
days before I found a slightly shorter, more direct route.
Despite the fact that it was a holiday, the registration
counters had been open all day long and the lines

were short. Since I had pre-registered for both my
badge and almost all of the events I wanted, I was able
to go directly to the pickup desk and grab my badge
and tickets. Everything was in perfect order. I spent the
rest of a fairly quiet Wednesday evening unpacking, but
only after visiting Barley's on High Street and sampling
several of their microbrews and appetizers for a "light"
dinner.

After a great night's sleep I woke up energized and
excited on Thursday morning, ready to tackle my first
day at Origins. I wandered down the miniatures hall,
Exhibit Hall C, which turned out to be imposingly cav-
ernous and could probably house a full-sized Zeppelin.
The first game I played was called "Bagration" which
was the codename for a Soviet offensive during World
War II which cleared the German forces from
Belorussian SSR and eastern Poland. The game was
played with 15mm miniatures using the popular
Flames of War rules from Battlefront.  This event was
set up and run by Game Korps, which is a gaming
group out of Indianapolis. I've participated in games run
by Game Korps in previous conventions and they
always do a terrific job. This time they were running a
"mega-game," the precise definition of which means "a
really big game with lots of players." An interesting
aspect of this game was the table. A fundamental limi-
tation of the physical size of a miniatures terrain board
is the need for players to be able to reach models on
the board, and most people can't lean over and com-
fortably reach further than about three feet. This pretty
much restricts the shortest dimension of the gaming
board to around six feet, assuming that most players
can reach in from either side of the board. The table set
up for this game was "U" shaped, allowing a large gam-
ing area that was still accessible from either inside or
outside of the "U."  Very clever.

Since I was early, I got to select which forces I con-
trolled. I elected to run a German Panther platoon com-
posed of only 3 tanks. Other players arrived eventually
and Hugh, the GM from Game Korps, parceled out the
various other German and Soviet forces to the five or
six of them.  My Panthers were deployed on the east

View of the south entrance to the Convention Center from
the Crowne Plaza Hotel.

Photo by Dave Allen
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side of the battlefield, adja-
cent to a few small wood-
ed areas. The Russians
were attacking mainly
from the north, but a flank-
ing force of T-34/85 tanks
entered the board near
my Panthers on the first
turn. The Soviet player
elected (for some reason)
to go toe-to-toe with my
Panthers, rather than skirt-
ing around them and get-
ting into the weaker
German rear area. I was
able to use the German
"Storm Trooper" rule nearly every turn to drive to the
edge of the woods, fire at the T-34's, and then pull back
into the woods so that the Soviet player wouldn't have
a shot at my tanks. Even when he did manage to hit
one of the Panthers, it only caused the crew to bail out
for one turn. Soon, all seven of the T-34's were blazing.
Meanwhile another Soviet player's group of three T-
34's rumbled down from the fighting in the north and
amazingly pulled up next to the burning T-34's and
tried to likewise engage my Panthers. Russians appar-
ently are slow learners. After I knocked out one of
these tanks, the remaining T-34's tried to run but I was
able to catch and destroy them before they escaped.
By the end of the game, my three Panthers had killed
ten T-34 tanks with no losses at all to the Panthers. I
can't take much credit for this success, since the
Panther is a very tough tank to lose with in any event

and the Soviet players
seem to not know this until
it was too late for them.
Elsewhere across the
game table things were
going about as equally
poorly for the Russians,
and the game ended with
an a-historical but con-
vincing German victory. I
give this gaming experi-
ence a grade of a solid A.

Between morning and
afternoon games I
stopped at one of the

mobile Origins souvenir carts in the main hallway and
picked up a badge holder (highly recommended), a lan-
yard, and shot glass, all emblazoned with the Origins
logo. When I mentioned that this was my first time at
Origins, they gave me a free Origins pin. That's the kind
of little thing that I remember and is likely to have me
coming back again to Origins.

I also took advantage of the break to visit the dealer
hall. Wow! My heart raced as I entered the huge deal-
er area and eyed all of the booths from all the well
known game companies and stores - Days of Wonder,
Adventure Games Ltd. (including Fantasy Flight),
Pinnacle Entertainment Group, Reaper Miniatures, Out
of the Box, Battlefront (Flames of War), The Last
Square, Wizards of the Coast, and of course many
more large and small vendors. I didn't have a long
shopping list, but before the convention was over I
picked up the following: a copy of  the Wings of War:
Dawn of War; three decks of Battlefront: Fantasy
Warfare; about two dozen foam miniatures hills and
two ruined buildings from Micropanzer Wargame
Studio; a dozen or so pond and swamp terrain pieces
made from recycled tire rubber from War Torn Worlds;
a resin 25mm scale Greek temple; a magnetic minia-
tures basing system  with about 200 magnetic bases; a
mixed bag of pewter miniatures pieces and parts, sold
by the ounce($2 per); a couple of discount RPG books;
a discounted copy of the board wargame  Red
Parachutes by Avalanche games; and my biggest tick-
et item, a trio of board war games from Lock 'N Load
Publishing, designed by Mark H. Walker. 

Flames of War "Bagration" game run by Game Korps.
Photo by Dave Allen

A couple of T-34's are already burning while two more are
doomed as they face the German Panthers.
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On Thursday afternoon I participated in a live action
role playing (LARP) game called "Incident at Bernelli's
World" run by Terrorwerks. This experience is a blend
of a paintball or a laser-tag game, live-action role play-
ing, and a haunted house tour. The game takes place
in a dedicated conference hall that has been subdivid-
ed into rooms with temporary partitions and connected
by "doors" that must be opened either forcefully or with
one of the various physical keys or electronic codes.
Sound effects, dim lighting, and dry ice "smoke" effects
add considerably to the atmosphere. During the pre-
game briefing you are given a "tactical" vest stuffed
with extra ammo magazines, a helmet, safety goggles,
and a G608 AEG Airsoft weapon and you and your
team are lead through a sci-fi scenario reminiscent of
the "Aliens" movie. On the way to achieving the objec-
tive, the team encounters both civilians and aliens. The
aliens want to tear you to shreds with sharp claws, so
of course they must be terminated with the Airsoft
weapon. There were about a dozen people in the
group I played with, not including the Terrorwerks com-
pany participants which included two Space Marine
Lieutenants  (who acted as LARP GM's), a Safety offi-
cer, and of course the actors portraying aliens and
civilians in the "nuclear power station" where the sce-
nario takes place. I don't want to say too much more
about what went on in this game in case it would spoil

someone's future experience, but let me just say that it
was a lot of fun, and well worth the $12 entry fee. I give
this event an A- only because of a few glitches in the
equipment I used.

On Friday morning I hit the convention center bright
and early and I hustled to my first game of the day, arriv-
ing about five minutes before the scheduled start time
of 8AM. I found the right table right away only to witness
the GM just starting to set up the "Tide of Iron" game he
was running. I had purchased my own copy of "Tide of
Iron"  about a week before I left for Origins,  and I had
even brought my copy of the rules with me to try to
learn them before the game. I never got around to that,
but I was looking forward to playing it and learning as I
went and I figured that playing a game a Origins would
be a good way to learn the rules quickly. While I
watched the GM set up the game, three other players
showed up, including the guy whose T-34's had faced
my Panthers the day before in "Bagration."  The four of
us were all a little annoyed that it took the GM until
about 8:30AM to actually get the game on the table. At
that point he announced that he hadn't ever played the
game, but he had read the rules and suggested that we
try to get through it together. Not a good sign. The GM
started to explain the rules in a very disconnected and
inefficient manner, and one of the potential players
started reading a newspaper. That player soon packed
up and walked away from the table without saying a
word. When the GM couldn't answer a simple question
about how many units could stack in one hex without
flipping through the rulebook,  it was clear that he real-
ly didn't know how to play the game. Before long anoth-
er potential player decided to give up and walked away
too. Since I had nothing better to do, I decided to stick
it out, and when the GM started simply reading the
rules aloud, I figured at least he was communicating
with us now and we eventually got around to starting
the game. There are several "layers" to the game, and
I recommended we strip away some of the "chrome"
(rules added to provide additional flavor or color to a
game, at the expense of adding to the complexity and
length of the game).  We played for an hour or so with
very little interaction with the GM and finally we decid-
ed that we had a feel for the basic game and that we
had had enough. I was more than happy to end early
to give me more time in the dealer hall. This event was
a perfect example of how NOT to run a game, and suf-

A Space Marine at the TerrorWerks booth.
Photo by Dave Allen
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fered from a completely unprepared GM. Imagine buy-
ing a ticket to concert and then the performer comes
on stage and admits to not knowing how to play the
guitar but says that if you bear with him he'll try to learn
if you'll wait for a bit. Yeah, right. No dice. Unfortunately,
this was the worst experience I have ever suffered
through at a convention and earns a grade of a solid F.

Friday afternoon I played "Ace of Aces" using the
Aerodrome 1.1 rules, and it was by far the best time I
have ever had at a convention game.  Aerodrome 1.1
is a World War I air-to-air combat game. The "Ace of
Aces" campaign is run by Aerodrome Great Lakes
from Columbus, Ohio .
(http://www.gridcogames.com/aerodrome_colum-
bus.htm)

Physically, the game is
very attractive since it
uses authentically painted
and decalled  1/72 mod-
els mounted on telescop-
ing stands affixed to
heavy acrylic hexagonal
bases. The players plot
their moves (three at a
time) on a vintage-looking
wooden control panel by
placing wooden pegs in
the appropriate holes rep-
resenting maneuvers and
firing attempts. The idea is

to maneuver into a firing position against an enemy air-
craft while staying out of the sights of the enemy. Sound
simple? Well, it would be, except of course you have no
idea how the other planes will move. Watching the pre-
plotted moves translated to the gaming table can be
quite nerve-racking as your plane is set upon by more
skillfull opponents (most of the veterans bring their own
plane models). 

One thing I found very entertaining was the awarding of
tokens to players as they scored victories - either hits
on an enemy aircraft or actual kills-which later can be
turned in at the GM's table for "points." The club that
runs the Aerodrome event keeps a record of every
player so that if you return to play again with this group,
your record can be reopened and added to. In my first
game, I managed to pull a rather fancy maneuver (an
Immelman Turn) and found myself facing a German
Albatross which I dispatched with my twin Lewis
machine guns. I had a kill on my first mission! I got the
feeling that a first-mission kill isn't terribly uncommon
but they played it up very well -- several people congrat-
ulated me and shook my hand, which I found both
amusing and flattering. After the mission, the entire
group stood and saluted me as I was promoted from
2nd Lt. ("butter bar") to 1st Lt. and was awarded a pair
of wings which now adorn my Origins badge holder. I
must say what made this game so great was the "role
playing" experience involved and the continuing, cam-
paign feel to the game (for example, the way records
are maintained.) The Aerodrome Great Lakes crew
runs this game at just about every major con, so don't

miss it if you get a chance
to play! I give this gaming
experience a grade of A+.

Friday evening I walked
down to the Exhibit Hall C
to checkout the game I
had signed up for at 7PM.
By this time I've learned to
casually walk up to the
game you are signed up to
play, and, as in the case of
the "Tide of Iron" fiasco, if
there are any bad signs
(sub-standard terrain, a
GM that appears disor-

Tide of Iron lacking players due to a poor GM.
Photo by Dave Allen

Spads and Fokkers mix it up in a game of Aerodrome 1.1
Photo by Dave Allen
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ganized. etc.) you can simply abort and go do some-
thing else without them even knowing that you were
there. This game was "Raid on Verserq Locks" using
the Space 1889 rules, which are of the Victorian sci-
ence fiction (VSF) genre. I almost aborted this game
when I saw that the terrain didn't really measure up to
convention standards. It was small and sparse - hard-
ly the eye candy you'd expect from a VSF game which
typically involves large, steam-powered automatons
with iron plates bulging and rivets about to pop,
spreading havoc and mayhem across an alien land-
scape etc. etc. etc. The group of players that mean-
while gathered seemed like a decent group of people,
and one of them was wearing a TMP badge (The
Miniatures Page - a very useful on-line message board
and resource for miniatures gaming - see www.them-
iniaturespage.com) and I recognized the user name,
so I stuck around. The GM was a bit disorganized and
harried, but a nice guy and trying hard (trust me, I know
how much work and stress running a game at a con-
vention can be).  The scenario involved an attack to
capture a lock complex on one of the canals on the
planet Mars. Technically this scenario was not really a
raid, despite the name, because in a raid the  aim of
the attackers would be to destroy or disrupt without the
intention of remaining, but I digress. In this case the
attacking forces were the rebelling Martians and the
defenders were the controlling Victorian British.  I was
given the command of a small Martian naval force
(represented in miniatures by Greek galleys) that were
to transport and disembark Martian infantry near the
locks so that the Martins could assault and capture the
locks. Not the most glamorous assignment I could
imagine, but I discharged my responsibilities faithfully
without losing any of my passengers, and I continued
to provide support for the attack by using the now
empty galleys to fire on the defenders at the lock. The
game moved pretty slowly, and at one point I excused
myself for a bio break and I never returned. Instead, I
ended up taking photos of some of the amazing minia-
tures terrain and figures that had been left up in the
Exhibit Hall C after the day's gaming. It isn't good form,
I admit, to abandon a game without even bothering to
tell the GM that you are leaving, but there were plenty
of players in this game and I am sure one of them took
over my meager role for me in my absence. I rate this
event a mediocre C, mainly for the uninspiring minia-
tures (painted in a single solid color with glossy paint),

the very small scale of the minis (6mm),  the sparse-
ness of the terrain, and the GM's failure to explain the
rules either before or during the game.

Saturday morning I played "Fire from the Sky" which
was a Savage Worlds game run by Dan Frolich.
Savage Worlds is an excellent RPG and skirmish level
miniatures rules set that I have used many times in the
past, albeit almost exclusively for historical miniatures
gaming (this is what I used at the RGC picnic in June
when I ran the Brecourt Manor WW2 game). I was
looking forward to playing this science fiction scenario
because I assumed it would use many of the rules for
magic, etc. that I don't normally get to use in my histor-
ically based games. I was not disappointed!

In this game, GM Dan used a game mechanism I had
not seen before -- hidden agendas. The use of hidden
agendas, wherein players do not know what the other
players are attempting to accomplish, made what was
already a very fun game even more interesting. In
Dan's game, each of the four players is given a card
that describes their specific objectives for the game.
That is, the card describes what they are supposed to
do in order to win the game. This may or may not
involve the other players, but of course no one knows
what the other person is up to since the information on
these cards is not shared with other players. I was in
command of a group of alien "greys" who were on a
scientific mission to Sol-3 (Earth) and were tasked to
probe as many of the local cattle as possible and return
to the mother ship (Frisbee painted gold).  Other play-
ers' commands included a rural family who turned out

"Raid on Verserq Locks" on the Red Planet.
Photo by Dave Allen
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to be witches, a group of
"Creature from the Black
Lagoon" type sea crea-
tures, and a group of zom-
bies led by an overlord.

As it turned out, I spent a
considerable amount of
my resources fighting with
another player whose
objective had nothing to
do with me and vice versa
(we could even have
cooperated, had we
known the others' agen-
da). 

The idea of hidden agendas may sound old hat to
many of you fantasy and RPG players, but to this old
historical miniatures buff, this idea was new and I am
likely to use it in some future historical games that I run.
See, I told you that I am not averse to trying different
games, mostly because I almost always learn some-
thing that I can bring back and apply to my primary
gaming interest (all together now: historical minia-
tures). Oh, by the way, I probed three of the four cattle
on the board, but none of my science officers made it
back to the spacecraft, so I lost. Overall, however,  this
game was a ton of fun which I credit to GM Dan's
imaginative scenario, superbly run game, and the
wonderful Savage Worlds rules. A solid A.

Later on Saturday I was in
the dealer hall again and I
just happened to wander
into the Pinnacle
Entertainment Group
(PEG) booth. I was greet-
ed by a nice salesperson
who tried to sell me the
newly-released Explorer's
Edition of Savage World
games. The Savage
Worlds Explorer's Edition
(SWEX)  is an interesting
marketing approach in that
it contains most of the core
rules for the Savage

Worlds system but is aimed at the prospective or new-
comer and sells for a mere $10. It is intended to let peo-
ple get their feet wet in the Savage Worlds system with-
out a huge initial investment.  I thanked the salesperson
but told him that I was already sold on the game sys-
tem, that I had the complete rules already, and that I
really didn't need the "starter kit." Just then a young per-
son in the booth asked if Shane (Shane Lacy Hensley,
CEO of Pinnacle) was around and the salesperson
said "Yes, right there." and sure enough I turned around
and there was Shane. After the first kid got his copy of
SWEX signed by Shane, I butted in and introduced
myself. I told him that I have been a fan of his since I
started playing "Fields of Honor," a generic set of 15mm
rules which work equally well with virtually any histori-
cal conflict set in the 19th century - American Civil War,
Boer War, Zulu Wars, Franco-Prussian War, Mexican-
American War, etc. I related how his wife Michelle had
talked me into purchasing a copy of Savage Worlds
when it was first introduced at GenCon in 2003, and I
was grateful that she did since it is a great rules system.
I went on to tell him about my "World War Weekends"
in which I invite friend from work and church over on
two consecutive weekend nights for an evening of
gaming, and how one of them in May 2006 used the
Savage Worlds rules to game out scenarios ranging
from the Prehistoric times to modern Iraq (see
http://www.universeofbattle.com/www4/www4.htm). A
little while later I went back to the booth toting my "show
and tell" photo album and Shane and Joe Unger, who
is head of Pinnacle marketing and lives, coincidentally,

Playing "Fire from the Sky" using the Savage Worlds RPG
rules. GM Dan Frohlich is at the upper right.

Photo by Dave Allen

Grey Alien officers tragically fight it out with some kind of
Sea Monsters while a Zombie Overlord hovers over the
action, waiting for a body to carry off.

Photo by Dave Allen
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in Eagan, Minnesota, were gracious enough to look
through it with me. Shane signed it with a very nice
message and asked if I could send him a link to the
online photos, which I did upon my return. This was the
highlight of my convention
visit.

I went back down to the
vendor hall for a "meet the
author" opportunity for
Richard Borg, the design-
er of Memoir '44 and
Battlelore. The event was
scheduled for 4PM but
Richard was fifteen min-
utes late, and when he got
there he was pounced
upon by two people who
wanted to interview him.
They took him back to
table for the interview and
I gave up trying to get to
talk to Richard and instead went browsing through the
dealer hall some more. The pretty lady at the
Micropanzer Terrain Studio sold me some more hills
and gave me the tub to carry them home in!

Saturday night I played "Nebelwerfer Farm" using
General Glen's Combat Rules. These are meant to be
very simple rules to be used with the kind of cheap
plastic soldiers you can find at discount stores in a bag
of 50 soldiers for a dollar or two. I've played these rules
before (at GenCon 2003) and they aren't bad. There
are a few rules (like Spotting) that I would do away with
because they complicate the game without much
added realism and violate the "prime directive" of the
game (which is to KISS). The game is played on a
large fabric map on which are superimposed squares
about six inches on a side. 

For this game they had a number of very nice scale
buildings and, of course, the four Nebelwerfers (a
Nebelwerfer is a six-barrelled 150mm rocket launch-
er). The game started with each of the eight players
leading a squad (6-8 men) of Germans and Russians
on the Eastern Front. The Russians were tasked with
destroying a quartet of accidentally abandoned
Nebelwerfers and the Germans were trying to prevent

them from being destroyed. Essentially the game was
a race to the objective. Both sides employed snipers,
and the Russians had some fantastic luck rolling 11 or
higher on 2d6 and soon the Russian snipers left four

Germans laying still in the
snow. Despite this attrition
the Germans made a
good game of it, but the
Russians eventually
knocked out three of the
four launchers and carried
the day. This event was
well run by Ottawa Red
Shirts, and gets a solid A.

I want to say a few things
about the War College at
Origins. That was another
of the things that attracted
me to this particular con-
vention.  The War College
is a series of presentations

by noted historians, authors, game designers,  and
other personalities. Topics span the gamut from how to
run a fantasy RPG game to an analysis of why
Napolean's invasion of Russia failed. I attended four
seminars in total (far fewer than I would have liked,
mostly because I was so busy gaming), including a
wonderful talk by author Carlo D'Este ("Patton: A

"Nebelwerfer Farm." The four Nebelwerfer launchers are
visible deployed in the upper center of the photo.
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Lt. Davidenko lobs a Molotov cocktail at a Nebelwerfer in
a desperate attempt to take one launcher out early in the
game. He soon thereafter became a Hero of the Soviet
Union, but was felled by a German sniper.

Photo by Dave Allen
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Genius for War"), a very interesting lecture on how the
Germans applied the lessons they'd learned on the
Eastern Front when they attacked the Allies in the
Ardennes in 1944 (presented by Charles Sharp), and
a "How to Run Games" seminar on Sunday morning
that was interesting despite focusing on RPG games.
The main message of the presenter of the latter was
that motivation and story telling are two critical ele-
ments to running a game; another lesson learned that
I can try to apply to my historical miniatures games.

The last game I played was the only game I signed up
for on Sunday. Mustangs and Messerschmidts is nom-
inally a WW2 air-to-air combat system using 1/72 plas-
tic models, but in this event we used models based on
a hypothetical late-Korean War scenario. The rules
rely heavily on the mechanics of the base on which the
models are mounted. The base rolls trio of wheels on
casters, including one wheel which is connected to a
"tiller" that can be set to a specific angle based on the
turn rate of the aircraft. Distance is measured by rota-
tions of the wheels, which can be counted by watching
for a white mark on one of the wheels to show up at
each rotation. The game requires a fairly large area to
play, and at Origins the event took place in a large con-
ference room with a carpeted floor. I found the rules too
complex to be much fun and the game relies too much
on the questionable mechanical precision of the
bases. I'm not sure how you would play this game in a
small room or a room with thick carpeting or no carpet-
ing at all. The biggest problem with the rules, in my
opinion, was how altitude was represented. From the

heavy wheeled base extends a "stick" which is about
six feet high and marked at regular intervals with marks
to represent altitude increments. The aircraft model is
mounted on a clamp which can be loosened and
moved up and down the stick to represent changes in
altitude. However, instead of the length (height) of the
stick representing the full range of the altitude the air-
craft, it represented only about 15,000 ft. so that it took
several "virtual" sticks to represent the full altitude
range. Each "virtual" stick was labeled to indicate its
height relative to the ground. Stick 1 was from 0 to
15,000 feet, stick 2 from 15,000 feet to 30,000 feet, etc.
Therefore, a model placed low on a physical stick might
actually be on "stick 2" and therefore be higher than a
model placed physically high up on "stick 1." This
seemed to defeat the whole purpose of having physical
models to represent visually the relationship of the air-
craft with respect to each other. 

In addition, the rules required a lot of looking things up
in charts, a lot of remembering or noting information
about the aircraft in game terms, and some other
annoying mechanics.

Despite these criticisms, the two gentlemen who ran
the game were very polite and I enjoyed chatting with
them on subjects ranging from military history to current
events and politics. We quit about halfway into the allot-
ted four hour time slot when the GAMA representative
came in to collect the paperwork from the GM. I gladly
concluded the game and made my way for the last time

Two soldiers of the German Wehrmacht guard a
Nebelwerfer projector during "Nebelwerfer Farm."
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Two 1/72 scale USN Cougars bank hard to intercept the
enemy in a game of Mustangs and Messerschmidts.
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to the dealer area. I give this game a C because of the
odd rules, but I do like the idea.

In the dealer hall, I finally ran into Richard Borg at the
DOW booth about 30 minutes before the end of the
con and showed him my scrapbook and he signed it.
We chatted for a while and talked about using 25mm
figures and 3D terrain for the Memoir '44 game sys-
tem. Richard is a very nice guy and an enthusiastic
gamer.

Late on Sunday I also stopped by the Lock 'N Load
booth and met Mark H. Walker. I've played his games
before and they are fantastic. The games I purchased
were Band of Heroes, Not One Step Back, and Swift
and Bold, all of which are tactical WW2 board games
using the same system. Mark was a great guy to talk
to and he was kind enough to look through my photo
album and sign it, and his wonderful wife Janice
snapped this photo of Mark and me.

Overall, my first time to Origins was a great experi-
ence. Despite going there completely alone, I met sev-
eral people there I knew and had no trouble making
friends. I loved the War College and wished I had
spent more time there. I missed the miniatures sculpt-
ing classes that GenCon provides, but to be honest I
haven't done much sculpting despite having attended
classes at past GenCons. If I had to pick right now

between Historicon, Origins, and GenCon, I think I
would go back to Origins - but, I will wait until I have to
make that decision to decide!

I love designing games and scenarios, and running
games, so I am always on the lookout for ways to make
the games I run more fun for the players. At Origins, the
three gaming ideas I took away from my participation in
games are the following;:

-Award tokens for incremental results in a scenario, not
just "Won" or "Lost" and keep track of people who have
played games you have run in case they come back to
play games in the future and you can reward them with
special benefits. 

-Hidden agendas add an interesting twist to multiplay-
er games.

-Make motivations in games as personal as possible,
that is, based on something stronger than money (e.g.
family, revenge, etc.)

Some random events from Origins that don't warrant
much time explaining are some nice chats with Hugh
Harvey from the Game Korps and GMT games devel-
oper Bill Cooper, having "dessert" at a sushi restaurant
that sends their menu items out on a conveyor belt and
allows you to pick them off at will, the auction very well
run by Toad and Troll that sold my PS3 for $435, Noble
Roman's Works pizza (oh my goodness),  people in the
hallway don't know what side of the hallway to walk on
(this is the United States, people - we drive and walk on
the right side), people in the hallways at hotels who
think they are at a theme park and speak and laugh at
the top of their lungs 24 hours a day, people on cell
phones that seem oblivious to the here and now, and
(again) Barley's Brewpub on High Street. Their beer
ranged from excellent (the Pale Ale) to mediocre
(Wheat), and the food was very good. Their sauerkraut
balls were excellent - basically hush puppies with
sauerkraut, sausage, and cheese mixed in.  When I
die, I want to come back as a sauerkraut ball.
Mmmmm…….

Dave with game designer and author  Mark H. Walker of
Lock 'N' Load Publishing.

Photo courtesy of Dave Allen
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By Michael Jordal

Ithink the TTO III came off as a great success.
We ended up having a total of 60 entrants
from all over the Midwest with Minnesota

being represented the most, but some players
traveled from as far away as Chicago and
Kansas. The six rounds went by like a blur, but
this is what I remember.

On Friday night I got a couple more practice
games in and finally decided on my army of:
Braxas
Raelin
4x Stingers

I was also tempted to run the following army, but
I chose not to, and Ian Hanson ran it instead:
Me Burq Sa
Raelin
Marucs
4x Romans

Round 1

My first round matched me
with Justin (from Cedar
Rapids?) who ended up
placing 33rd. We were on
Thawing Tundra, and he
played:
Major Q9
Nakita Agents
Microcorp
Isamu
2x Zombies

This game went really well
for me. He advanced his
Microcorp with Nakita
shields. Luckily for me the
Nakitas targeting only
worked once, and my
Stingers made short work
of them thanks to it. This
left his Microcorp vulnera-

ble as well, but they did get some wounds on my
Raelin and Braxas too I believe as I moved her
up. Then Q9 jumped into the mix and got more
wounds on Braxas and dropped a couple of
stingers, but eventually Braxas and the Stingers
pounded through his defenses. Isamu charged
Raelin to make the assassination attempt, but
Raelin just barely survived, and my Stingers
made him pay for touching their leader. Then
Braxas pretty much just turned the zombies into
a pile of acidic fetid flesh. When it was all said in
done I won with 2 stingers dead, 3 wounds on
Raelin and 7 wounds on Braxas.

Full Win 3 (+530)

Round 2

My second game pitted me against MoMo, which
is never a good matchup. MoMo ended up plac-
ing 14th overall. We faced off on Waters of Life,
and he ran:
2x Rats
Q9
3 Stingers

Tree Town Open III Report

Some of the prizes at the Tree Town Open in Forest City, Iowa.
Photo by Dale Jordal
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Isamu
Raelin

I was really decimating MoMo this game,
despite his status as a Knapper and a monkey
roller. I was able to hold Jalgard and Wannock
and took out Raelin and Q9 rather early. It
seemed like the game was all but over with and
I would be taking a victory with almost all my
points still on the table, but then I rolled 4 back
to back critical misses with my Stingers and I
almost gave him the game. I think my Stingers
only juiced successfully once that game. I then
squeaked out a win with Raelin and 2 squads of
Stingers left.

Full Win 3 (+200)

Cumulative: 6(+730)

Round 3

My next match up was an interesting one
against Mitch from Team Nowhere. I have to say
Team Nowhere did exceptionally well. I think all
four of them placed in the top 15 with a second
and third place finish being among those. We
played on Annihilation Alley, and Mitch ended up
in 9th place with an army of:
The Hive

6x Stingers

This army was very
familiar to me, as I
played one just like it at
Gen Con, except with
the 500 points, I had
only 5 Stingers with 40
points of filler. The Hive
got the advantageous
position of being able to
be placed next to a tree
in this game, so the
TTO Rule gave the
Hive and additional
defense against my
ranged attacks. I
thought it was pretty
funny that the Hive was
gaining cover from the

little tree in front of it. This game was mostly a
battle of attrition. He got really good rolls most of
the time for the Hive and recycled probably a
couple of squads of Stingers, but both of our juic-
ing rolls were bad. We both critical juiced twice,
and then I think we both pretty much quit doing it
after that in this game. I advanced Raelin with
the Stingers first, and he obviously advanced his
Stingers. He got to the glyphs first, which actual-
ly both happened to be Valda. I was ok with that,
as I really didn’t care too much if he had the extra
movement with that army. We rarely fought over
them, but they did come in handy a few times.
Braxas came in mid-game and cleared out a lot
of Stingers before he died, but eventually he fell
along with Raelin, and I cleaned up the rest of
his Stingers with mine, and then I took out the
hive last. I thought about trying the hive earlier in
the game, but I felt that it was worth it to allow
him to rebirth them in order to take out the
Stingers in my vicinity throughout the game, as
they were a more direct threat.

Full Win +120

Cumulative: 9(+850)

Round 4

Round four saw me facing Wytefang on Hot

Dave plays while Don looks on at the TTO III.
Photo by Dale Jordal
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Heights. He ended up placing 35th. This was
another interesting matchup with a similar army
to mine. Wytefang was looking for revenge,
because at Gen Con I beat him on Hot Heights.
I was looking for a
repeat performance.
Wytefang’s army was:
Braxas
Kozuke
Krav Maga
2x Stingers

All I can say is that the
Stingers definitely saw
some love at the TTO,
and overall placed
pretty well. I advanced
Raelin and then the
Stingers. I was able to
get the summoning
glyph, so I grabbed
one of his Krav that
had already made its
way partly up the
mountain, and put it in
the water next to me to
kill it. He then blanked
on another Krav, and
just like that they were
pretty much out of the
picture. I then moved in my Braxas, and he
made mostly short work of the Kozuke and
Stingers, but in the process, I lost Raelin some
Stingers and got Braxas some wounds. There
was a glyph of Gerda out for this game as well,
but a lot of times it didn’t really have much effect
with Braxas and all. The end of the game came
down to Braxas vs. Braxas, and they traded
blows for quite a while, but finally mine fell, and
I sent in the Stingers to finish Braxas off. This
was overall a pretty solid win for me, but I must
say I did get some lucky rolls throughout, but the
luck really swung towards the end, and instead
of a big win, I came up with just a solid win by
+180.

Full Win 3(+180)

Cumulative: 12(+1030)

Round 5

The fifth round saw only 3 undefeated players
still around. I got paired up with Clarrisimus,

while Spider_Poison played Eclipse. Clarrisimus
played very tough opponents almost every
round, and ended up in 21st. Luckily for me his
army was a terrible match for mine, and I took a
pretty decisive win in this match. We played on
Thawing Tundra, and his army was:
Laglor
2x Microcorp
2x Minnions

I Knew Braxas would eat the minions and
Microcorp for lunch, but I decided to send out the
Stingers and Raelin first to try and gain some
board control and setup a mid game Braxas
attack. That worked out pretty well for me over-
all. The Stingers and Micrcorp traded some fire,
and I was able to get the Glyph of Crevcor, which
came in handy. The other glyph ended up not
coming into play. Raelin eventually fell to the
nasty Microcorp attack once they climbed the

Michael plays on Thawing Tundra.
Photo by Dale Jordal
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snow hill, and the Stingers traded blows as well.
Then Braxas made his arrival, and the
Microcorp suits could no longer save them.
Braxas then went on a rampage and breathed
her acid on the Monkey as well. The minions
decided it was time for them to charge. They
managed to get a few wounds on Braxas, but
the poison breath is just what the doctor ordered
for high point/high defense figures like the
Minions, and quickly they were dispatched, net-
ting me a win of +390.

Full Win 3(+390)

Cumulative: 15(+1420)

Round 6

Going into the final round against Spider_Posion
wasn’t a new experience for me, and unfortu-
nately it is usually never a good one. We rolled
off to see which map we played, and it ended up
being Waters of Life. This was another army that
was somewhat similar to mine. He had:
4x Stingers
2x Rats

Raelin
Isamu
Kaemon Awa

I thought this would be
a pretty good match
up, and I think it should
have been, but a cou-
ple 4 skull rolls on
Braxas with me blank-
ing and getting one
shield, and then the
same thing happening
to Raelin ensured this
game would be pretty
quick and painful.
Luckily my Stingers did
turn on the heat some
and saved me some
face to only lose by
290.

Full Loss 3(-290)

Cumulative 16(+1130)

With that final score, I wrapped up a fourth place
finish, and I can be proud of that. When it got
around to the fourth place pick for the prize table,
there were some Sentinels of Jandar calling me,
but as I reached for them, I heard some protests
from the crowd, so I asked if the Armocs were ok
to take, and they seemed to approve. I also got
Herocard Shogun and the Ferrion Expansion
pack, so I was very happy. The sponsors really
came through for us, and I believe everyone left
feeling that their 10 dollar entry fee was well
worth it.

I was a little worried about playing in this year’s
tourney because of the amount of players, but I
think it still went smoothly even with my partici-
pation. I know it was a lot more work than when
it was 8 of us at my parent’s house, but I definite-
ly think it was well worth all the time and effort to
see how much fun everyone had. I can’t wait for
TTO IV!!!

Sheldon plays Luke on Thawing Tundra at the TTO III.
Photo by Dale Jordal
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Gen Con XL Report
By Wade Schwendeman

While this was the 40th anniversary of
GenCon there are many, many things
that make it XL, not just the numbers.  It

is extra live, extra large, extra-legendary escapist
leisure.  It was another incredible time spent at,
"The Best 4 Days in Gaming."   I've been attend-
ing GenCon for 13 years now, and this one, like
all the others, did not disappoint in any way. 

The event really started on Wednesday, where I
spent most of the day at work at least slightly dis-
tracted in anticipation.  After a delay on the tarmac
in Minneapolis due to some runway construction,
we left for Indianapolis. I spent most of the flight,
with a free first class upgrade, playing Puerto
Rico on my laptop and eventually I landed in Indy
and met up with a friend who had waited so we
could split a cab.  

One of the best parts of GenCon is that I get to
see a ton of my friends of many years who I don't
see very often.  Guys I've know for years growing
up in Detroit who have now scattered to all parts
of the country gather together for this event, with
a year's worth of stories to tell, experiences to
share.  We come from San Antonio, New York,
Omaha, Rochester, and of course Detroit to
spend these days together doing what we love to
do.  Not every event is shared, but enough of
them are to make it a great time regardless.  
So, after a brief taxi ride from the airport we
arrived and checked into the Westin.  This is one
of the many hotels attached via skywalk to the
Indiana Convention Center, but is probably my
favorite in terms of location, as it is near enough
to the food and gaming in the other hotels to be
convenient and also has the best direct conven-
tion center access.  Literally across the street
from the main hall, it's the best access for any-
thing you want in there.  

Wednesday night saw me arrive late, with other
people experiencing similar delays.  My friend

Alex from San Antonio was planning on running a
Hackmaster game for the crew that night, but
given the delays and the people who hadn't creat-
ed a character before, we ended up just collecting
people over time and getting things ready to go for
Thursday night.  Somehow we still ended up get-
ting to sleep around 2am, but that's how it goes
when you're serious about your hobbies.  

Of course, in order to maximize my experience, I
scheduled a ton of events in advance with plenty
of time built in for shopping in the great hall, play-
ing pick up games, and generally experiencing the
flavor.  The first scheduled event was Thursday at
8am, and of course it was light on the players, but
me and 2 others showed up for a D20 Star Wars
RPG event.  This was part of a series of events the
same group runs every year, and I had played
several before, so I had a lot of fun playing a
Miraluka Jedi Consular.  For those who are famil-
iar with the Knights of the Old Republic series,
Miraluka is the race represented by the character
Visas Marr in KotOR 2, blind but seeing through
the force.  Jedi Consular is the Yoda type, able to
fight well but with more emphasis on the force
powers.  I have developed this character over the
past 3 GenCons and I always love a chance to
play him.  A great start to a great con if ever there
was one.  

This game was supposed to take until noon, but
ended before 11 due to our efficiency and decision
making.  I decided to head over to the exhibitors
hall and see if I could catch any of the opening
ceremony.  It was all over except for the clean up,
but I went inside and headed to the Wizards of the
Coast/Hasbro booth to try to get a Heroscape
promo figure and the Swarm of the Marro set, as
well as Wave 7.  I was even fortunate enough to
get a friend with me to get a 2nd free figure, but
there were no new master sets or Wave 7 to be
had, and I learned that in order to get one I basi-
cally needed to be there when the hall opened and
run to the booth, then wait in line.  As you'll see,
there was even more to learn.  
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After lunch, I went with a friend to a tournament
for the 2nd edition Axis and Allies board game.
This is not the current edition, but is the one we
all grew up with and have a ton of heart for.
We've played in this tournament 6 of the last 8
years, and we were in the masters tournaments
when this was the current edition only 3 years
ago.  It's not quite as well attended as it once was,
but it is always a ton of fun.  The game as it is sold
is incredibly unbalanced towards the allies, but a
bidding system for who gets to play them and
gives up X amount of money to the other team to
start the game balances it out.  Also, a 4 hour time
limit, with outlined rules for judgment balances it
out and makes sure it doesn't take forever.  After
that there is strategy and dice rolling, much more
the former than the latter though.  We played, and
I think the team we faced was not 2 people who
knew one another but 2 who met there and were
formed into a team at that point.  They accepted
a bid I'd consider ridiculously low, and we defeat-
ed them fairly handily.  I can't remember if they
conceded or we won via adjudication, but there
was no doubt that had the game continued, we
would have crushed them.  One down, 3 to go for
the championship.  

This took us up until about 7pm, so after a quick
bite to eat my partner headed off to DM an origi-
nal D&D event and I met up my friend Lorenzo
from Omaha to play in D20 Legend of the 5 Rings
game.  I ended up playing the GM pre-generated
ninja character, while Lorenzo played a specialist
monk character.  We were charged with retrieving
a powerful artifact in service to our lord, but we
quickly determined that our lord had been corrupt-
ed and of course we ended up facing and killing
her in the end.  This wasn't too hard to guess, but
the shugenja took out the main enemy with a
lucky spell, which ended up shortening the final
encounter considerably.  Another argument for
the GM screen in my opinion.  If the spell works,
it works, but I think it would have been more fun
to have the battle continue rather than just let the
players basically walk away with a cheap win.  In
a campaign game where the players will be play-
ing these characters again, fine, let them win, but
at GenCon, where it's a one time adventure any-
how, make the final battle more exciting, even if it
takes a couple of fudged die rolls.  I'm more inter-

ested in the excitement of a tough contest than a
cheap win, at least with a character I've never
played before and never will again anyhow.
Besides, I couldn't steal the artifact as the ninja
anyhow, since it was mystically guarded.  I did
manage to craft poison and use it without the other
players knowing though.  Considering their honor
that would have been fun to sort out, but ninjas
know that whatever it takes to get the job done is
what is appropriate, and honor comes from a job
well done in service of one's lord, unless they've
been corrupted in some way.  

After this we assembled our crew of 8 out of the 9
people in our rooms and started out on our 2 night
Hackmaster adventure.  For those of you who
don't know, Hackmaster is kind of a looking glass
version of first edition Advanced Dungeons and
Dragons.  A lot of the rules and mechanics are the
same, but there has been extensive addition,
including addition by subtraction, to make the
game different and better, or at least more suited

An Orc at the Tablestar Games booth in the dealer hall at
Gen Con 2007

Photo by Dale Jordal
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to our group.  If I had time to GM a system, I'd
consider this one as a strong possibility.  We start-
ed out and got into the first couple parts without
incident.  Many of us were playing for the first
time, me included, so we spent some time getting
used to the rules, including the honor system.
This system alone was responsible for several
incidents of huge outbursts of laughter, increasing
the overall fun of the event.  My character was an
Elven Battlemage, a new class for the system.  It
involves basically a magic user who can memo-
rize extra attack spells
and wear armor effec-
tively.  He was a ton of
fun to play and hopeful-
ly we'll get to do that
again.  One of the other
fun things about Hackmaster is the flaws your
character has.  Mine had male pattern baldness,
which I bought off by taking the shaving/grooming
skill and keeping his head bald, pretty entertain-
ing I thought.  Another player's character had a
lisp, which he had to role-play.  We finally called it
a night at about 4am.  

Friday morning I awoke with purpose.  I was not
to be denied my Swarm of the Marro box set so
easily.  I got up early, went to McDonalds for a
quick breakfast, and ran into the great hall for the
WotC booth with the intent of getting that while my
friend Tom from Detroit picked up another promo
fig for me to bring back to Rochester.  Well, I got
into line quickly and was a little concerned I might
not get one, since I didn't know how many they
had.  Then I saw Michael from Austin
(Jormi_Boced from the RGC boards) in front of
me and he told me that he had seen their inven-
tory and I had nothing to worry about, that I would
be fine.  By the time I got to the front they had sold
through their allotment of Wave 7 however, so I
still don't have the vampires or knights.
Eventually, they will make it to a store nearby or
I'll pick them up on line.  While I was in line to buy
the master set I realized that there was a huge
line for the promo fig, and while we're friends,
Tom had better things to do than wait in line for
something he didn't even want, so I didn't get
another promo fig.  Since I wasn't playing in any
of the Heroscape events at all, there was no other
way for me to get another fig, leaving me with only

2 and several disappointed friends in Rochester.  

That task accomplished, I planned to head back to
the room, drop off my stuff, and head over to the
true dungeon event I had with 7 other of my
friends.  The hotel room, however, had other plans
for me.  I accessed the room no problem, but
somehow the security latch had closed with no
one in the room.  This meant that I couldn't get in
at all.  By some miracle I had my ticket with me
and was able to just carry my stuff with me to the

event and leave the
game, nervously, at bag
check while we played.  

For those who don't
know, True Dungeon is

a game where each player takes on one of the
class roles from D&D 3.5, and goes through a
mock up area that is very well assembled with
realistic sights and sounds.  It is a basic dungeon
crawl where combat is via a slider disc with the
creature you're fighting depicted on a sort of shuf-
fleboard, with different parts representing different
die rolls.  Spellcasters have to memorize different
things based on their type and their spell effective-
ness is based on how well they remember what
they were supposed to.  Your character is buffed
by different tokens, including magic items.  You're
given one set of random tokens before the event,
but more are available for purchase.  I played the
cleric, and we managed to make it through the
hardcore version.  Events like this with the whole
crew together are a ton of fun, and this was no dif-
ferent.  I also ran into Max (Medron Pryde on the
RGC boards) here, and we chatted for a bit.  This
year there was a new twist, and there was a puz-
zle based path and a combat based path.  We
went the puzzle route; his team was on the com-
bat tip.  We finished about the same time though,
and did our post game wrap up at the same time
as well.  When I left, the game was still safely at
bag check, making me very happy.  I then dropped
it off in the room and headed for lunch with Alex,
discussing our tactics for the upcoming second
round game of Axis and Allies.  

This game proved to be quite different from the
first.  The bid went at a much higher level but we
played the allies again.  I think the bid level was

Friday morning I awoke with purpose.  I
was not to be denied my Swarm of the
Marro box set so easily .
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too low still, and I have a soft spot for the axis
since they are at such a disadvantage, but I won't
take a lower bid just to play them in a tournament.
We played through the whole game and it was
fairly close after a desperation move by the
Japanese player worked out incredibly well for
him.  He was able to increase his technology
through lucky rolling.  Of course, this is part of the
game, but it put a sure win for us into doubt, at
least in my eyes.   

Then came the worst part of the tournament: the
judging.  The judges include the event organizer
and a few of the people he has watched play well
for years. They have a system that they employ
that they don't completely share with everyone,
but the rules were set up this year to be much
cleared, stating that the axis basically have the
burden of proof, and if
they aren't close to win-
ning, or the game is a
stalemate, that they
lose.  They weren't
close at all, and we
moved forward once
again.  It was a bit
annoying that when we went back into the room
about 90 minutes later that one of our opponents
was still trying to argue his case to the judge,
telling him that he felt he'd win that game 9 times
out of 10 after telling us that he felt it was 50/50.
A different game, featuring what was to be our
next round opponents was even worse, with one
player being extremely vocal and vigorous in his
defense.  The judges had ruled against his team
but they later reversed their decision.  I had never
seen this player before, but I knew that he would
not be someone who would necessarily be fun to
play against, since he would obviously look for
ways to press his advantage via any possible rul-
ing benefit, which makes for a less fun game.  I
can play like that, but games are supposed to be
fun too.  

After Axis, I met up with Lorenzo again while Alex
went to DM for the second time.  We then met up
with Tom and headed over to check on Morton's
List: The End to Boredom.  This is a game my
friends Jesse from New York and Nathan from
Detroit wrote after we developed it while bored

one night.  Some of you may remember I donated
a copy of this game for the RGC March game day
event.  The concept is that a group of people all
agree to do whatever is rolled randomly for one
hour, and then do it.  Literally anything is possible
through the list, from the very mundane to the
incredibly chaotic.  Since they were running the
game they didn't always do the quests, they were
chilling in their room.  I went and borrowed a copy
of Settlers of Catan from the gaming library and
taught Jesse and Lorenzo since Tom had played
before.  We were about half way done when Alex
called and said he was ready for the second part
of the Hackmaster adventure.  Everyone headed
up to the RPGA room where we had played
before, after collecting what they had forgotten.  

This is a good time to relate a story.  Nathan had
recently been working
at an outdoor concert
selling merchandise,
and had seen someone
trying to steal some of it
and gave chase.  It was
an outdoor event and he
ended up running

through several people and their things, and trip-
ping on some tent wires.  In addition to the guy
getting away, he ended up with a broken thumb
and foot, and was on a little rascal scooter the
whole weekend.  Undaunted, he donned a ninja
costume and rode around with signs like, "Victim
of a deadly shuriken attack," "Only a ninja can
harm a ninja," and "Took one for the clan," on the
vehicle.  He actually won several costume contest
ribbons for this outfit.  While retrieving his charac-
ter sheet, he decided that even though he forgot to
get off on the second floor and was on the ground
level and needed to go up one flight, he would
take the escalator on the cart, like a true wounded
ninja might, instead of the elevator.  After the dust
had settled, three random people were helping
him and the disassembled cart get up the escala-
tor, and helping him put it back together (they were
engineers) and generally making sure he was ok.
After ensuring that ourselves, we proceeded to
taunt him mercilessly for the rest of the weekend.
I wish I had seen this firsthand, but I only got a
secondhand account of the event.  It is probably
the most legendary story of the weekend, at least

Undaunted, he donned a ninja costume
and rode around with signs like,
"Victim of a deadly shuriken attack,"
"Only a ninja can harm a ninja," and
"Took one for the clan," on the vehicle.
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from our crew.  

Finally assembled and recovered we proceeded
with the hackmaster adventure.  This time my
friend Morgan joined up with us, and it was
incredibly fun.  We went through a very interest-
ing adventure where we dealt with a house that
literally sucked the life out of you, and serious
perversions of nature that were effectively
undead.  A great story, great player interaction, a
great time overall.  We finished up around 4am
again.  

My internal clock doesn't allow for too much sleep
and this trip is no exception.  I woke up around 10
on Saturday, got cleaned up, and gave my girl-
friend Nikki a call, something I had done over the
weekend, but not nearly as much as I usually do.
We talked for awhile, and then I went and had
some lunch.  I went to the booth in the great hall
and determined that I wasn't going to get another
master set or promo fig, and I decided that would
have to do.    Not what I was hoping for, but some-
times you can't do everything you want to.
After stopping in to say hi to Michael in the
Heroscape room, I decided I wanted to play a

game of Settlers of
Catan.  I went to the
table, and was able to
sit down with generic
tickets instead of the
event tickets.  GenCon
has individual tickets for
each event, but if you
don't have one and
show up, as long as the
game isn't full you'll be
able to play anyhow.  I
was able to do that, and
met some people from
the region.  No one from
anywhere near
Rochester though,
unfortunately.  I was
able to get fairly good
board position and
ended up with two quick
cities, another settle-
ment, another city,
longest road, and 2
development cards
worth one point each in
about 25 minutes.
Literally everyone said it
was the fastest game of
Catan they had ever
played or even heard of.
That was pretty fun.  We
decided to play again
and despite having
nothing for most of the
game I ended up com-
ing back from at least 4

The Goblin King in the Wizards of the Coast CCG tournament area at Gen Con 2007.
Photo by Dale Jordal
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points down to win this one on what was certain
to be the last round of the game.  I really like the
game and meant to pick one up, but time ran out
on me since I don't like to buy too much before
Sunday as there are often discounts and I don't
like to carry it around either.  

Next it was time for Axis and Allies again, after a
quick bite to eat.  We got to the table and only one
of our opponents was there, and he was playing
in another game.  He told us that he'd be able to
play both games at the same time, and he had no
idea where his partner was.  We waited for about
15 minutes and his partner didn't show, so we
started, with him playing 2 games at once.  He
had a partner in the other game though.  He
accepted the same bid as yesterday's opponents,
still too low.  He basically put all his eggs in one
basket, and then his partner showed up.  We
played for about an hour, and then the first oppo-
nent made a move his partner didn't agree with
while he was in the bathroom, and lost.  It was
basically game ending; all that was over was
mop-up for us.  His partner conceded and left,
and in about 15 minutes he did the same.  It was
over in 1.5 hours, and
the judge was shocked
when we told him we
were done already.
Luckily, we didn't get to
a point where the oppo-
nent who had com-
plained so much had
anything to complain about other than his partner.
It's nice to have a partner you're friends with out-
side the convention; it prevents a lot of headache.  

Since we got done so early, Alex and I decided to
indulge our former addiction and played a little
limited Magic: the Gathering with Lorenzo.  We
each bought 3 packs of 10th edition, featuring
cards Alex and I had actually played with before,
and proceeded to play a completely made up for-
mat for about 2 hours.  We had a blast just play-
ing again, and it reminded me of a time when that
game was nothing but pure fun.  There were sev-
eral very entertaining interactions and reminis-
cences during the game.  I'll never play at the
level I once did again, but its fun to do once a
year, just for old time's sake.  

Finishing Axis and Allies early also left time for a
real dinner instead of just fast food.  Alex, Lorenzo
and I instead chose to go to Hooters and have
some wings and such. I know it's a cliché, but I
really do like the food there.  In fact, this trip, the
only thing that was any good was the food.  The
waitress was rude, inconsiderate and inattentive.
I can handle one of those, but all three left her with
quite a poor tip and three people who won't return
to that place for a few years at least.  

Once we were done with that, we prepared to
descend upon the Morton's List 990th Ninja Clan
Showdown.  Since our recent vacation to Japan
included Nathan and Jesse, the Morton's List cre-
ators, and Alex, Lorenzo and Me, we all dressed
up in t-shirts that Nathan and Jesse had made
commemorating the trip and wrestling masks we
picked while we were there and acted as celebrity
judges during the event they ran.  The crowd of
about 80 was incredibly excited and they all left
with a great experience after playing hide and
seek at GenCon for an hour.  Jesse and Nathan
put on quite a show and the crowd really just ate it

up.  I'm thrilled to see
them doing well; they've
worked on this for a long
long time.  This event is
one of two that could
compete with Nathan's
fall for most memorable.  

That event finished up around midnight, and we all
went back to the hotel room to change.  Everyone
got ready to go out and we headed out to the
White Wolf party.  Every year the White Wolf pub-
lishing company hosts a party at an industrial club
about eight blocks from the convention center.
After a cab ride in which we knew more about
where we were going than the cabbie, in a city
we've only visited four days per year for the last
six years and have never lived even close to, we
headed in.  This party is always surreal; there are
a ton of gamers and Goth kids at a place you'd
almost never see them otherwise.  Well, at least
the gamers would never be there.  This party is
also open bar, but since we got there so late and
since we did have the Axis and Allies finals at 9AM
we only had about three drinks then left after last

Alex, Lorenzo and I instead chose to go
to Hooters and have some wings and
such. I know it's a cliché, but I really do
like the food there.
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call and headed back to the hotel.  Once we got
back we packed.  At this point, Alex told me that
he had had Tom bring all his old role-play books
from Detroit, since Alex moved about a year ago
and had left some things behind.  He ended up
selling me all his 7th Sea books for a ridiculously
low price, which was great since I really like that
game and hope to use them at some point.  It's a
fun game with a lot of intriguing twists and turns
and a non D20 system, which I also enjoy.  After
packing and all the organization, we went to bed
around 3:30am.  

Sunday morning (the post sleep part) came too
soon, and before we knew it we were showering,
checking out of the hotel, dropping off our stuff at
the front desk, grabbing a quick bite and heading
over to the finals of the Axis and Allies tourna-
ment.  Alex and I had never faced our opponents
before, although one of them had won the tourna-
ment a year before with a different partner, so we
knew he was a good player.  The second player
quickly proved himself to be skilled as well.  We
were once again (for the 4th time out of 4) the
allies after they accepted a bid I find far too low.
They did make us give up a little more than any
other team, but their strategy failed again.  We did
make a critical mistake in this game, and I'll never
make it again.  I'm actually glad for that now, since
I know I'll never forget that again.  I felt we had
this game in hand the entire time although Alex
seemed to feel it was in doubt at the time of judg-
ment.  This is a total reversal of the norm, where
he usually thinks we're ahead and I think we're
behind.  We won a fairly quick decision (and I
think we would have won if we played it out any-
how) and were in first place for the tournament,
complete with a first place trophy.  This is actual-
ly the first time we've won the whole thing as a
team and that was very satisfying, since we do
only play together once a year and rarely sepa-
rately.  We're obviously getting better, and we
hope to defend the title next year.  This too could
hang with Nathan's fall and the Morton's List Ninja
Clan showdown as the most memorable,
although I doubt I'll forget any of them anytime
soon.  

After a quick run in with Dan from my Thursday
night D&D group, it was back to the great hall to

shop for a few games and gifts.  I got to the
Mayfair games booth about an hour after they had
sold their last copy of Settlers of Catan but I was
able to get a few gifts, a game for a friend who
couldn't make the trip and a few last minute
impulse purchases from vendors who didn't want
to lug more inventory home.  I don't know where
I'm going to put it either, but I'm glad to have it right
now.  At this point I actually ran into a friend from
college who I see about once every two  years.
We tried to get together all weekend but he was
always in an event when I was free and vice
versa.  Finally we checked out a game that we had
seen while in Japan involving a video projection of
card game monsters doing battle over a PS3.
This game was HUGE in the Japanese arcades,
kids were lined up five deep to play it.  It's a cross
between a CCG and a video game, and you can
play over whatever the Playstation version of
Xbox Live is called.  It is slightly different that the
Japanese version since this one does not involve
how fast you can move the cards, only the strate-
gy, but I still predict it will be a huge hit here.  The
graphics were amazing, particularly during the
actual battle sequences.  

Finally we met up with Jesse and Nathan who
were getting ready to drive back to Detroit before
Jesse flew home after visiting family.  We headed
back to the food court and sat down for a little
debriefing and story telling.  Alex and I headed to
the airport, and then parted ways.  After a few
delays, based on the construction and weather in
Minnesota, I finally made it back to Rochester.  
GenCon is an amazing event that truly caters to
gamers of all genres.  If you enjoy a game, there
are people playing it here.  On the plane I broke it
down for the woman sitting next to me, who was
from outside Fargo.  Anything gaming related you
want to do you can do it.  One guy I spoke with
spent a ton of time going to seminars on painting
miniatures and learning how to do that well.  There
are continuous anime movies, costume contests,
role playing, miniature gaming, card games, Euro
games, board games, reality gaming, live action,
dice games, new game demos and a million other
things.  You could go for 5 years straight and not
do the same thing twice with ease.  It's an experi-
ence any true gamer would relish forever, and
once you go, you'll only want to go back more.
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Osh Con 2007: View from the Gamer's Wife
By Kate Jordal

Author's Warning- If you are expecting to
read about a large number of games,
including full reviews of them- don't

bother reading this!

Moral of the story: Casual gamers can enjoy
Cons, too!

I was a little unsure about attending OshCon,
mostly given the fact that my attention span
for games is pretty short.  Thirty minutes per
game is about right for me, and I'd say I max
out at about two hours per game (I know- it's
hard to believe I can be married to Michael!).
I do enjoy the occasional day or evening of
games with friends or family, but I questioned
being able to handle a
whole weekend.  But
after finding out that
so many of our friends
would be attending, I
decided to try it!

Michael and I left Austin at around 3 p.m. on
Friday.  The ride up was pretty smooth until
somewhere between La Crosse and
Redgranite, WI, where we hit torrential down-
pours.  We seem to have this luck with
Wisconsin as the same thing happened when
we were driving home from our honeymoon in
Door County.  We decided to stop in
Redgranite at the Curve-Inn Café, which we
remembered from our honeymoon as having
great homemade pies.  However, when we
walked into the restaurant we were told they
were closing in five minutes.  Bummer- espe-
cially considering we got completely drenched
running to the door.  So, we stopped at a gas
station to wait it out instead.  Eventually we
made it to Osh Kosh around 9 p.m., so we did-
n't make the greatest time, but at this point,
we were just thankful to have made it in one
piece.  

After checking into the dorms (a nice perk of

Osh Con- under $50 for the whole weekend),
we met up with our friends Jeff and Gretchen,
and after some discussion about what to do,
we decided to just go in the common room of
the dorms and play some games.  As I recall,
we played "Wits and Wagers" and "King's
Gate", two of my favorite games, so it was a
fun night for me.  Michael wasn't feeling too
well- he had a bad cold and very sore throat-
so we didn't stay up all that late, and he had to
run Heroscape right away the next morning.
We woke up around 7:30, mostly due to the
uncomfortable beds (it was cheap, but it was
hardly the Hilton), so we got ready for the day
and decided to go to IHOP for breakfast, since
strangely I had never eaten at one before.  I
don't remember what Michael had, but I had
the pumpkin pancakes- yum!  

After breakfast, we
headed over to
Shopko to get some
odds and ends includ-
ing new pillows- we
really didn't think we

could handle another night with the dorm pil-
lows, which were curiously lumpy and rock
hard at the same time.  Then we headed back
to campus so Michael could get set up for
Heroscape.  

We got our name badges and found out where
to set up.  I looked around the room while
Michael got ready.  I was surprised to see that
the Con was basically held in just one big
room.  Gretchen and Jeff were nowhere to be
found yet, so I eventually just sat down at
Michael's table while he answered questions
about Heroscape.  Just as I pulled out a book
to read, our friends Travis and Amy showed
up.  Amy wanted me to play "Zooloretto" with
her, which I had never even heard of, let alone
played, so I was a little hesitant.  I think my
first question was the one I usually ask
Michael- "how long is it?"  She assured me it
would only take about thirty minutes or so and
she also said it had cute baby animals in it,

I was a little unsure about attending
OshCon, mostly given the fact that my
attention span for games is pretty
short.
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including flamingos, so it sounded like fun to
me!  We joined in with a nice group of people
who were very patient teachers.

It turned out that I really enjoyed this game.
The baby animals were very cute, even
though I was disappointed that they decided
to leave out the flamingos due to the number
of players, and I thought the concept was
unique and fun.  I was the only newbie in the
group but I actually did quite well.  I think I
ended up coming in second but I don't really
remember (once again, I am sure you are sur-
prised at this coming from Michael's wife, con-
sidering he always knows not only where he
finishes but where everyone else finished as
well!).  By the time we were finished,
Gretchen and Jeff had come down and
Gretchen wanted to go to lunch.  I was very
excited by this- someone who remembers that
humans like to eat at regular intervals!  When
Michael is gaming he rarely even takes bath-
room breaks, let alone food breaks.
Gretchen, Amy, Travis and I ventured across
the street to Erberts and Gerberts and we
brought food back for Michael and Jeff.  I had
never had Erberts and Gerberts before and I
must say my first experience with it was quite

good- aside from the fact that I burned my
tongue on my chicken and dumpling soup.  

After lunch, our friends Tony and Ang showed
up- the last of the group from RGC.  Once they
were settled, Gretchen said she would teach
us (Ang, Amy, and me) how to play "Gloom".  If
you haven't tried this game, I would highly rec-
ommend it!  The funny text and unique style of
the cards are reason enough, but it is also
extremely fun.  I know that we played twice
and it seems like Gretchen won the first one
and Amy won the second, but again, I can't
remember exactly.  All I know is that I had
found two games that I hoped Michael would
soon add to our ginormous collection.

By this time, I was a little gamed out, so the
four of us ladies went for a walk since it was
gorgeous out.  We had an Osh Kosh guide and
found out that there was supposedly a giant
pair of Osh Kosh overalls somewhere in town,
so we were trying to figure out how to find
those, but eventually we just settled for walk-
ing around campus.  By the time we got back
it was about suppertime, so Gretchen, Tony,
Ang, Michael and I walked over to Papa Johns
to get some pizza.  After the pizza, we heard

that there were some people
dressed up as zombies, so we
decided to go check that out,
which was pretty cool.

I decided to see what Michael
was playing at this point.  He
happened to be playing
"Through the Desert" with Travis
and Amy and a couple other
people.  I like that game too,
except it always makes me hun-
gry for sweet tarts because
that's what the game pieces look
like to me.  Next, they were
going to play "Hey!  That's My
Fish!" which I had always want-
ed to see played, mainly
because I thought the name was
funny.  I decided to watch
because they already had four
players and I didn't want some-

Gretchen and Kate at the French Quarter in Osh Kosh, Wis. after a day of
gaming at OshCon.

Photo by Michael Jordal



Page 41

one to have to sit out.  I thought it looked like
a fun game.  After that, they played
"Bohnanza" which was almost impossible for
me to resist, because that is definitely in my
top five games, but Gretchen and I decided to
go upstairs and get ready for our "night on the
town" instead.  

Michael was feeling even worse today and I
wasn't sure if we would end up being able to
go out or not, but he decided he could handle
it for a while.  We went to a bar that I think
was called "The French Quarter" but I could
be wrong- I just know it had something to do
with something French.  Luckily, it was right
across the street from the dorms.  At this point
Travis and Amy had left so it was just Jeff,
Gretchen, Tony, Ang, Michael, and me.  I don't
know what to say about
our time at the bar
other than a very good
time was had by all and
Michael's throat felt a
lot better after he start-
ed drinking Seven and Sevens- one of my
drinks of choice.  I tend to like "man" drinks-
gin and tonics, seven and sevens, dirty marti-
nis, that kind of thing.  We were having all
kinds of silly fun.  The zombies said they were
going to meet up with us there, but they never
did, sadly.  

After closing the place down, we walked back
over to the dorms.  I am very happy to report
that Michael had no trouble with the blue light
this time (something he is still teased about
from Osh Con 2006).  Eventually we all made
it to our respective rooms and called it a night.

The next day I woke up around 9 a.m. feeling
the worst I had felt in a long time, but it was-
n't a hangover; I had caught Michael's cold
and burning sore throat.  Michael had to run
something at 10:00, so he got up and show-
ered while I went back to sleep for a while.
Eventually I woke up again and figured I had
better attempt a shower, but before I could get
to the bathroom, Gretchen knocked on my
door to see if I wanted to go get some
Hardees breakfast with her.  It was about

10:15 or so at this point and we thought break-
fast only went until 10:30, so we were in a
hurry.  The lady at the front desk told us there
was a Hardees within walking distance, so we
set out.  Somewhere along the way, we made
a wrong turn so I think it ended up being about
10:35 or so when we got there.  We were in a
panic at the thought of missing breakfast, but
we lucked out since it turns out Hardees
serves breakfast until 11:00 on Sundays.  

When we got back to campus, we went over
the Con for a while.  Michael was running Slug
Fest games, and "Red Dragon Inn" is one of
my other favorites, but I was barely conscious
at this point thanks to catching his awful
plague.  I felt like I had been run over by a bus
and I probably looked like I had, too.  Gretchen

and I got ourselves
checked out of the
dorms and then
ended up going to
the common room
and watching TV

(TLC) for a while.  I think I fell asleep at one
point.  

By 2:00, Michael was packing up, so we did a
little shopping around the Con and ended up
purchasing "Hey! That's My Fish!" which I was
very excited about.  Then we had to make one
final stop at the gyro place across from the
dorms that we kept hearing about all weekend.
It would have been great if I could have tasted
or swallowed more successfully.  The trip
home was fairly uneventful as I ended up
sleeping as much as I could.

Overall, it was a fantastic weekend.  I liked
every new game I tried (all two of them), it did-
n't cost us too much money, and we had a
great time with our friends.  It did end up cost-
ing me two sick days from work, but it was well
worth it.  To anyone who hasn't attended a con
before, I'd highly recommend Osh Con as a
first one.  I definitely plan to make the trip
again next year!

The zombies said they were going to
meet up with us there, but they never
did, sadly .




