


Want to
Advertise?

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

Single column, full page,
half page and quarter
page advertisements are
available.

Want to
Contribute?

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.
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2007 Austin Heroscape

Championship Report

By Michael

ow come and gone, and | think most participants

would have to agree that it was a great success.

The action started just a few minutes after the noon start

time due to a couple of latecomers. When all participants

were counted, we had a total of 24 players, which was a

little shy of the 30 that | was expecting. 20 of those play-

ers played in the regular tourney, and four of the younger
players played in a separate youth event.

—I—he first Austin Heroscape tournament of 2007 has
n

George’s Pizza was a great place to hold the tourney. We
had plenty of space and plenty of good food surrounding
us. | think it worked out really well, and | hope that they
will allow us to utilize their facility again in the future.

| really had good luck with very generous sponsors for
this tournament, and | think everyone was very pleased
with the amount of great prizes they were able to go
home with. The sponsors and donations were:

Time Well Spent Games - 190 dollars worth of
Heroscape stuff - www.timewellspentgames.com

Quest Machine - Wave 6 Shades and even cooler than
that, a copy of Heroes Incorporated - http://questma-
chine.com

Rochester Gamers' Community - Wildlife, Tongiaki and
Dead Man's Treasure www.rochestergaming.com
UnclesGames.com - Heroes of Durgeth and a Heroes of
Lindesfarme

VixenTor - Dice Tower
http:/Amwww.vixentorgames.com/index.html
GameDiva.com - Goblin Commander for PS2 and Lord
of the Rings: The Third Age for XBOX

LostHarbor.com - 30 dollar gift certificate

House Mouse Games - 25 dollar gift certificate
www.HouseMouseGames.com

Glen & Scott - Orm's Return

Noble Knight Games 10 and 5 dollar gift certificates
http:/Amww.nobleknight.com

deliverymanxas - Hormel Camp Chair

Codeman - One set of Trees! -5 Trees: Sizes 14, 12, 11,
11,10

The standings were as follows:
Youth Tourney 12 and under:
1 - Tyler Forhan 9 (+1270) - Rochester MN

2 - Sam Bennett 7 (+580) - Austin MN
3 - Devin Bowe 5 (+670) - Shakopee MN
4 - Michael Picha 3 (-1180) - Minneapolis MN

Tyler's winning army was:
Me-Burg-Sa x1

Sgt. Drake Alexander x1
Roman Legionairres x1
Krug x1

Arrow Gruts x2

Syvarris x1

Swog Rider x2

The standard tourney 13 and older:

1 - Michael Jordal - 12 (+760) - Austin MN
2 - Dale Jordal - 10 (+1045) - Forest City IA
3 - Pat Picha - 10 (+950) - Minneapolis MN
4 - Dave Baker - 10 (+870) - Omaha NE

5 - Nick Floyd - 10 (+790) - Shakopee MN

6 - Charles Simming - 10 (+115) - Birchwood MN

7 - Joe Knapper - 8 (+760) - Forest City IA

8 - Aaron Knapper - 8 (+370) - lowa City IA

9 - Thomas Jacobson - 8 (+265) - Elgin MN

10 - Scott Groat - 8 (+110) - Ames 1A

11 - Kirk Huffman - 8 (+80) - Elgin MN

12 - Bob Matos - 8 (+50) - Twin Cities Area MN
13 - Luke Bennett - 8 (-110) - Austin MN

14 - John Knapper - 8 (-325) - Forest City 1A
15 - Carl Forhan - 6 (-510) - Rochester MN

16 - Chris Casio - 6 (-660) - Twin Cities Area MN
17 - Chris Seyer - 6 (-1000) - Rochester MN
18 - Katie Jordal - 6 (-1005) - Forest City 1A

19 - Cyrus Kirby - 6 (-1030) - Byron MN

20 - Jeff King - 4 (-1410) - Rochester MN

The top 5 armies:

#1 Jormi_Boced
Raelin x1

Braxas x1

Knights x2

Krav Maga Agents x1
Eldgrim x1

#2 Codeman
Arrow Gruts x4
Swog Rider x4
Krug x1
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AE x1
Zettian Guards x1

#3 Pat Picha
Braxas x1
Mimring x1
Grimnak x1
Blade Gruts x1
Arrow Gruts x1

#4 deliverymaxas
Nittheim x1

Major Q9 x1

Krav Maga Agents x1
Raelin x1

#5 Phloid

Major Q9 x1

Raelin x1

Krav Maga Agents x1
Deathreavers x2
Laglor x1

The tourney is in full swing at George’s Pizza in Austin, MN.

| did feel a little bit bad for

winning my own tourney, but since | didn't run away with
all the prizes | guess it isn't so bad. | really expected Joe
“Spider_Poison” Knapper to win again, but | somehow
worked my way into the spot instead. The report of my
four games follows:

| started off my first game vs. Kirk on Searing Pass.

Kirk was playing an army that was a pretty bad match up
against mine, and he was not a real experienced Scaper,
so | felt pretty bad for him. He had:

Grimnak x1

Minions of Utgar x1

Ninjas of the Northern Wind x1

Kozuke Samurai x1

lzumi Samurai x1

Marro Warriors x1

| had Braxas in my army, who makes pretty short work of
all those unigue high defense squads. | spent my first two
turns on the knights to take a glyph with Eldgrim and his
overextend. | think it ended up being Kelda, so it didnt
really help me. | then moved Braxas up with Raelin pro-
tection and started decimating his squads with the poison
breath, but his minions didnt like that too much and pro-
ceeded to lay down a massive attack with all of them
rolling all skulls. | don't think | had ever seen that before.
Eventually Braxas fell to the amazing minion rolls, but not
before taking out a couple minions. My Krav then moved
into action and did most of the cleanup with a little help
from my knights.

The result was a full win for me with 350 points remaining.
3(+350)

My next round | played Nick from the cities. | think Nick is
an all around game player and especially into Euros, so
although this was his first Heroscape Tourney, he had a
good army and knew how to use it. He ended up placing
5th. We squared off on Annihilation Alley. His army con-
tained:

Major Q9 x1

Raelin x1

Krav Maga Agents x1

Deathreavers x2

Laglor x1

| started off moving Eldgrim the closest glyph which ended
up being Astrid. Score! | then moved my shield Raelin in
and started picking away with Braxas. Things were going
pretty well for me overall. Braxas did a really good job tak-
ing out rats and while trying to get Raelin, Laglor and his
Krav Maga. Eventually Braxas was able to accomplish all
of that, but alas all good things come to an end and while
Braxas was out of Raelin's protection, she died. Major Q9
put an end to my Krav Maga with the old 1 die at a time
trick (| still had one left, but it is hard to justify an order
marker on one), as well as taking out a couple of knights
here and there. It then came down to rats and Q9 vs. my
Knights, Eldgrimm and Raelin. Eldgrim and Raelin even-
tually fell, but meanwhile my Knights were able to posture
and pin Q9 and put an end to him.
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Final result was a full win with 240 remaining. 6 (+590)

Round 3 was Pat who ended up placing 3rd. He was
playing:

Braxas x1

Mimring x1

Grimnak x1

Blade Gruts x1

Arrow Gruts x1

We fought on Frozen Wellspring where | did my move
Eldgrim to the closest glyph thing, which turned out to be
Lodin. This ended up coming in handy later with my
Braxas poison breath rolls. He sent his Braxas on a sui-
cide mission right into my starting zone and had some
amazing rolls; he took out Raelin and my Krav, as well as
several knights in only a few tumns. Luckily | was able to
put quite a few wounds on her while this was going on,
but when she was finally
dead | only had my Braxas,
Eldgrim and one set of
knights left. | then sent my
Braxas in and was able to
clear out most of his
squads and kill Grimnak
while putting some wounds
on Mimring. Then Braxas
fell and it was up to my
knights to make the final
charge with the help of
Eldgrim. He was sitting on
a Glyph of Gerda by now
and that helped his remain-
ing guys stay on the board a
little longer than | would have liked them too, but | ended
up getting to through their defenses eventually.

Final result was a full win by 100 points. 9 (+690)

My last match was against my father Codeman, who
ended up placing second. We fought on Searing Pass
and he once again had his Orcish Horde with him. This
time it was composed of:

Arrow Gruts x4

Swog Rider x4

Krug x1

Airborne Elite x1

Zettian Guards x1

This was a really good game that came down to the wire.
There were several tums where initiative turned the tide
of the game. | once again used my knights and Eldgrim
at the start. 1 got to a glyph of summoning and sum-
moned down a swog rider that was sitting on the plateau

Kirk and Jeff roll attack and defense at the tourney.

with 3 gruts around him. Unfortunately, Eldgrim was
unable to kill him. Then Braxas moved in to lay waste to
the Orcish horde with his poison breath, but unfortunately
for me it seemed like he used up most of his breath in my
previous 3 games, and | was usually lucky to kill one orc
out of 3 with it. That continued to be the trend for most of
the beginning of the game, so | ended up using Braxas to
kill off swogs with his regular attack for most of the time.

Braxas was getting pretty wounded up here and there,
and my father was bringing Krug up to finish the job. |
ended up swooping Braxas in on Krug and got a really
lucky 5 of 6 skulls on his blanking defense, then the lava
gave him a second wound, but | knew if he won inititiative
| was screwed. He ended up rolling for his AE to drop this
round too, but he chose not to drop them since Krug was
ready to do some damage. Unfortunately for him, | won
intiative, and Braxas laid waste to Krug before he could
do damage. This round | was also able to take out all but
his one Zettian Guard. My
dad then proceeded to drop
his AE on the next round
and win Init. On his first tum
of that round he killed 2 of
my 3 Krav, Raelin and
Braxas. This was really bad
for me, as all my markers
were split between the Krav
and Braxas. One of my
remaining Krav had been
on the attack +1 glyph as
well, so this was really bad
for me, as he was then able
to take that over too and
proceeded to kil a couple
more of knights. | started moving my knights and Eldgrim,
who became an MVP for me by overextending to height
and killing one of his AE. One of my knights was able to
kill another AE and it came down to his two AE and one
Zettian vs. 4 of my knights and Eldgrim. Eldgrim died soon
after, and | was just hoping my knights could get good
defense. Luckily for me they pretty much did, and | was
able to kill his guy on the glyph, while his other AE was
running and gunning. | ended up winning initiative on the
next round, and was able to catch the AE and move down
to the remaining Zettian to kill him on the next round.

This ended up being a win by +70, which gave me a final
score of 12 (+760)

It was another great day of Scaping, and | look forward to
the next one. They are a lot of work to pull off, but bringing
all those Scapers together and Scaping all day is well
worth all of the planning and map building.
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Interview with Travis Legge:
Creator of Contagion

By Jeff King

speaking) with Travis Legge from Aegis Studios.

Travis is the developer of the independent D20-
based horror role-playing game known as Contagion.
So let's get right to the questions.

Recently | had the opportunity to sit down (cyberly

For those who will read this and might not know
about Cont agion (which means they have not been
listening to T ony and me - SHAME!), give us your
quick and dirty explanation of the game.

Contagion is a game of Celestial horror in a modern
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 humanity. Demons use
Hellspawn, their monstrous servants to torment
mankind, while God relies on Slayers as warriors cho-
sen 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.

What made you decide to produce your own sys -
tem?

A number of things. | have been a fan of the horror
genre since | can remember, and | have always wanted
to tell horror stories. With Contagion, not only do | get to
tell scary and disturbing tales, | get to encourage other
people to tell scary and disturbing tales with their friends.
| get to inspire storytelling. There is very little on this plan-
et cooler than that.

Did you always intend it to be a D20 product?

No. | spent about a year coming up with different rules
and dice systems. | wanted it to be so unique and new.
Then | realized that | could take the functional framework
of the OGL system, adjust and tweak it to fit my unique
vision, and have a final product that was familiar enough
to appeal to people, but had my own unique fingerprint
on it. Most gamers are familiar with the d20 system,
which | think gave me a lot of freedom in creating my
world. Players can delve into the unique flavor of the set-
ting without having to learn, from the ground up, an
entirely new dice system.

Talking with you a bit, | know you are a huge comic
book fan, so why go with a horror themed RPG?
Comics are my first love. Horror is a very close second.
At the time when we were creating Contagion, | had a
superhero comic in the works, which sadly never materi-
alized. | actually have some comic work coming up this
summer that I'm totally psyched about. It's called
Shadowgirls. David Rodriguez, the genius behind
Starkweather, approached me to pick up a few eight
page short stories as backups to the main plot, so those
should be showing up late summer/early fall.
Shadowqgirls is kind of a cross between Gilmore Girls and
the Cthulu mythos, so while it's a comic, there are defi-
nitely horror overtones. Seems | just can't get away from
monsters. | love them too much.

What do you feel set s Cont agion ap art from the rest
of the RPG systems currently available?

Contagion takes several horrorffantasy standards and
approaches them from a new angle. Our playable races
are very different from what you have seen in other
RPGs. We have tried to stay true to the horror genre,
while making things fresh and approaching the charac-
ters, the setting, and the stories from an angle that you
may not expect.

From a strictly systematic point of view, we have tried to
streamline rules that we felt were bulky and unwieldy, as
well as add in rules that give the player more control over
his character, as opposed to relying solely on the dice.
Contagion Points were a huge leap in my opinion. We
have added racial challenges to make supernatural PC's
more interesting and flawed. Also, we probably have
some of the coolest class features, racial features and
feats out there.

What made you decide to add the fant asy element s
(elves, orcs, etc...) to your modern day horror set -
ting?

All of the supernatural races in Contagion can be traced
back to some form of demonic intervention. Our elves
are the result of a terrible curse. They do not age and die,
but they can never rest. Their sleepless etemity drives
them slowly insane, but they are so afraid for their souls
that they have an instinctual refusal to commit suicide or
endanger themselves. The elves in Contagion are a pret-
ty far cry from the nature loving, free spirits portrayed in
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the fantasy genre, and | think that gives them a horrific
aspect. Horror is all about taking the familiar and making
it frightening and disturbing. Making the safe unsafe.
That was our goal with the standard fantasy races.

Can you give those of us who simply get to enjoy

the game af ter completion a little insight into what
you have to do to develop something like
Contagion?

I smoke a lot. | spend countless hours in front of my Mac
Mini, hammering out ideas, and doing research. | prob-
ably did more research while developing Virulence than
| have in my 2 years of college. Everything in Contagion
Is based, albeit loosely, on real world beliefs and myths.
| also sit around with the Senior Partners and bounce
ideas back and forth, which is probably the most reward-
ing part of the process apart from hearing that someone
played the game and loved it.

Are additional product s for the system, forinst ance
your recently released product Cont agion:
Virulence!, easier to make once the overall system

IS in place?

[ find that each product is more challenging than the last,

nize, but in the shadows, there are monsters. Things are
darker than they seem.

Contagion also pulls no punches, and this is especially
evident in Virulence. For a 130 page book, Virulence
offers an amazing amount of system expansion, while
still containing in depth setting and character material. 'm
probably proudest of the "player's guide” chapter, which
examines each playable class and tips for different
approaches from a strictly role-playing point of view. And
from a system standpoint, | absolutely adore Advanced
Arcane Spellcasting. | think it's a pretty innovative way to
deal with magic, and we got rid of "spells per day" which
| detest.

| picked up the book as soon as it came out and | am
enjoying my read so far . There is definitely a lot of
new material that | can use for future demos during

our gaming event s.

| am glad to hear it! | cant wait to hear how those turn out!

Now that Cont agion: V irulence! is out are you plan -
ning your next project?  Any hint s for our Cont agion
fans?

though I think that's largely
self inflicted. Every time we
set out to make a new
product, we try to improve
on the last thing we did.
From storyline and system
additions to art and layout,

| think the fans will truly enjoy some of

the monsters we are preparing to
unleash, but | would advise that it's not

going to be for the faint of heart.

Keep an eye on our site.
We will have several
adventure seeds coming
out in the near future. As far
as our next "Big" project,
we will be focusing on the
monsters in Contagion, the

each new book builds on what we have learned before
and reaches for loftier heights. We want our customers
to feel that they are getting our best work every time.
That is the challenge.

What was your biggest challenge in bringing
Contagion: V irulence! to market?

That's pretty hard to say. There have been so many. The
book was inttially slated for release last year. My partners
and | had some tragedies in our personal lives which led
us to shelve the whole thing for about four months. That
was probably the biggest obstacle; trying to straighten
out our careers and families while cranking out a book.
Everything ended well though, so | can't complain too
loudly.

What do you want people to know about Cont  agion:
Virulence! or Cont agion in general? What is it s
main selling point for you?

Contagion is perfect for people who like to see a vision
of the world slightly skewed and twisted. It's as if the part
of the world that is under the lights is just as we recog-

Hellspawn in our monster handbook, Hell's Henchmen.
We are approaching Hell's Henchmen in a unique way,
releasing each chapter as a standalone .pdf, for a very
low price point. When it's all done, we will compile the
chapters for a print release.

| think the fans will truly enjoy some of the monsters we
are preparing to unleash, but I would advise that it's not
going to be for the faint of heart. There's some pretty dis-
turbing stuff in Hell's Henchmen.

You are personally running a Cont agion
game....What are a few of the mood songs for the
night?

Yes | am. As far as mood music, | don't typically use it
while running games. My group, as a whole, finds it dis-
tracting. However, while writing, | rely largely on 70's and
80's rock, punk, goth, and the occasional pop song;
everything from the Buggles to Type O Negative.

We have some t attoo fans in RGC...So how about a
rundown on your personal ink, T ravis?
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| have a smiley face with a bullet hole on his forehead on

my right shoulder blade. It's pretty ghetto, so | plan to get

it fixed soon. | have an upside down cross on my left

wrist, a product of capricious youth. | was like 13 and a

bunch of my friends and | got matching upside down
crosses. How very metal of
us ;)

| have a purple Decepticon
logo on my left forearm. On
my left shoulder | have a
grafiiti logo for the band
Suicidal Tendencies. On
my right shoulder | have
the symbols for the Time
and Entropy spheres from
Mage: The Ascension. On
my right forearm | have the
Cobra logo.

Artwork provided by Aegis
Studios

My next tattoo is a toss up
between the Shredder on
my leg, or Skeletor on my
left arm, with Old English lettering that says O.G.
beneath it, because you don't get much more gangsta
than Skeletor.

A few of our forum members had some questions
for you as well.

ConanObrien asks the following:

How do you make sure that the RPG you develop
differs from the hundreds of RPG systems already

in play?

| rely mostly on my friends and play testers. Between the
group that play tests our books, there is something like
120 years of collective gaming experience. If someone
in that group says "this is just like ‘insert game here’ |
know | need to make changes. If everyone at the table
says "That's awesome! I've never seen that before!"
Then | know I'm on the right track.

How are you able to overcome the strict p  atents or
copyright s held by comp anies if you try to make a
combat system or anything else that closely resem -
bles that of a RPG already published?

The Open Gaming License allows publishers to utilize
the d20 system for their own publications. It's very simi-
lar to open source software. If you visit the Wizards of the
Coast Web site, you can find out exactly how all that
works. It's a little complicated, but the short version is that
there are options there for publishers.

skeloric want s to know about these issues:

Have there ever been any p articular problems asso -
ciated with the open game license that were even
slightly troubling?

Not with the OGL, no. The d20 system trademark license
is an entirely different beast though. Basically, anyone
can use the OGL system, with extreme creative freedom.
However if you want to put the d20 system logo on your
book, you have to acquire a separate license, which
places severe restrictions on the type of content you can
produce. This is why you don't see the d20 system logo
on Contagion books.

Does writing up a product to use the D20 system
ever seem extraordinarily difficult or has it ever felt a

litle unrewarding?

No, actually it's quite the opposite for me. I'm one of those
gamers who likes to bitch. | like to sit there and say, "Well
this rule would be so much better if it was THIS way." So
when we decided to use the OGL to make our book, it
was a chance for me to go and fix everything that |
thought was broken in the d20 system.

What other system would you like to write some -
thing for if you had the chance?

| would love to write for Shadowrun. It's one of my favorite
RPG settings of all time. | would also like to work on any
of the World of Darkness stuff. Mutants and Masterminds
would be a thrill, having the chance to unite my love of
comics and my love of gaming.

ang* would like to ask you the following:

I've played RPG's for awhile now
somewhere to learn more. Where do you st
How do you know you are not missing something?
One of the beautiful things about role-playing is that you
never stop learning. Each time you sit down at a gaming
table, it's a new experience. Don't worry about memoriz-
ing a million systems. That's what books are for. To quote
Henry Jones, Sr. "l wrote them down so | wouldn't have
to remember.”

, yet there is always
art?

That said, when writing a Contagion book, | spend count-
less hours cross referencing previously completed mate-
rial for continuity. Big publishers have editors whose
entire job is making sure that their published material is
internally consistent. If anyone is looking for an unpaid
internship...lol

Big project s generally run on timelines and are set-
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up in phases or st ages. What are the timelines and
phases of development?

Typically | have an idea and | toss it around with Darius
McCaskey and Toy Cesar. Once we come up with a
solid vision of how the book is going to be, | write it and
pass it off to Darius for editing. During that process, we
recruit artists and an Art Director, who help us create the
visual aspects of the book. As the project nears comple-
tion, we start with press releases, teasers, and the like,
then finally, publication.

This type of development is obviously too big for

one person. W ith so many aspect s of game devel -
opment how is the number of people decided for a
project?

We work with what we have. Back when we did Living
Dead, it was all me, Darius, and Jason Huntress

for the most part. Dean Petty did a bit of pickup
writing, but that was a pretty small project. If you

check out the credits page on Virulence, you can

see that a lot of people came together to make it

an awesome book, but we still could have used

more hands. You can't really have too much

help, as long as the project is directed with a clear

vision.

| don't see a lot of BA's for game develop -
ment out side of the computer technology
What kind of an education does itt ake to
work in such a field?

Most people would suggest an English degree |
suppose. Honestly, in my experience, the best
education is getting out there and doing it. Self-
publish, find cheap freelance work, write, write,
write, and build a portfolio of your writing.

I've actually played Cont agion now , so | ask
you: What's your favorite character?

That's a really tough question. | would probably
say my favorite race is the werewolf. Contagion
werewolves are tortured, chaotic, emotional
messes trying to survive despite their uncontrol-
lable urges to engage in slaughter and mayhem.
| think that werewolves are a great metaphor for
the struggles people go through with their emo-
tions every day, just on a much larger scale.

My favorite core class is the Arcane Student. |
think they have incredible versatility, and can
compliment any party of characters. They also
tend to be in the know, and | have always
enjoyed empowered and smart characters in
horror.

My favorite advanced class is probably the Magus. | love
wizards and sorcery, and | think we have created a very
unique class in the Magus, with some pretty cool soci-
eties of magic study. | also think that the Advanced
Arcane Spellcasting system is phenomenal.

Travis, thank you fort  aking the time to answer a few
guestions for Rochester Gamers' Community . We
appreciate your time and your game. Every demo |
have done for Cont agion has been met with appre -
ciation for the game, so you definitely have a few
fans in the Rochester , MN area.

Thanks for having me! It's been a pleasure!

Artwork provided by Aegis Studios
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Con of the North Reports

Report s by

Michael Jordal

Wade Schwendemann
Jeff King

Katherine Anderson

Michael' s View of the Con

Friday | left Austin to meet up with some other members
of the Rochester Gamers' Community and head up to
the convention. | rode up with Tony, Angi and Jeff, but
Wade, Bob and Kath came up too. | think we ended up
getting there around seven after some Arby's on the
way. Bob, Kath and Wade had all been there for a while
already and were into some gaming. | ran into Kath play-
ing an Aliens game and Wade was entrenched in some
Marvel Heroes.

| didn't really play anything at the actual con that night,
because all the events | was interested in were "full”
before | got there (Full means people took the tickets to
play in the game even if they didn't actually play in it), so
| wandered around and checked out the retailers and
some of the games that were in progress.

| wandered into the FFG (Fantasy Flight Games) room
and got to see lots of games in action. | watched most of
a game of Blue Moon City. | had seen it on Board
Games with Scott, and thought it looked pretty interest-
ing, so it was fun to actually watch a game of it even
though I didn't get to play. | think it is one | will be picking
up. | like the racing for the points mechanic and the deci-
sion making process of what to try and complete and
when to cash in. | think the draw deck definitely will influ-
ence one's strategy, but | don't think it determines it like
some games.

| also got a chance to talk to some FFG employees, and
found out a little bit about some of the things | can look
forward to in the future from them.

It is not in works currently, but FFG would like to be able
to offer the Blue Moon City expansion tiles to the US
market in some way.

StarCraft is still being worked on, but we should hopeful-
ly be seeing it soon.

The Battlefields expansion for Lord of the Rings is almost
out. They even had a copy there that some people were
able to play on Sunday. | wish | could have gotten in on
that, but it was fun to see how it will work. | think it should
integrate well with the monsters appearing and hamper-
ing the hobbits and the allies pushing them back and
rewarding the hobbits.

There will more than likely be another expansion for the
A Game of Thrones board game, but nothing is really
being worked on right now.

It was really fun to get the info and see some Blue Moon
City, but man, that FFG room was really hot.

That night back in the room all of the RGC members got
together and played a role playing game called
Contagion. Jeff was the DM and had us running around
trying to figure out how to get a zombie infestation under
control. It was a good time, but alcohol was being
imbibed and people were getting tired at 3 in the morn-
ing, so we didn't make it very far.

The next moming | checked availability on a couple of
games, but of course they were "full". Luckily for me,
when | walked into the hall | found a game of Star Wars:
Epic Duels finishing up. | decided to hop in on the next
one, as this is one | had been wanting to play. Itis a very
light game, but it is a ton of fun.

Next, | ended up getting in on a booster draft of A Game
of Thrones even though | had only demoed the game
once before.

During the draft | wasn't real sure what | should be grab-
bing, but | was trying to stick to one house. | decided that
house should be Targaryen, which worked out ok, but
there was another Targaryen drafter there, so | got a little
hosed that way.

My first game was against Tony from the RGC. He was
playing a Greyjoy/Lannister deck | believe. It ended up
being a fairly close game, since Tony is fairly new to the
game too. | ended up coming out on top though.

| was then matched up against Jeff from the RGC who is
probably the best player in the Rochester area. It was not
a very good game for me. He pretty much handed me
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my bottom. | had one move that | thought was fairly slick
and might get me back in it, but it only prolonged my
pain.

My last game was against Luke who is a FFG employ-
ee, and one of the guys who helps make and promote
the game. As you can probably guess, this was another
bad game for me. He basically pwned me like the little
newb | am.

I like the game, but | really can't afford to pour money into
it. I have a good time when | play it though, and | would-
n't mind getting into a booster draft or sealed deck again
sometime.

| ended up running into Dan Meyer after the AGoT tour-
ney was over. We tried wrangling a few players for some

Jeff plays A Game of Thrones CCG at Con of the North

Ra action, but everyone we asked was on their way to an
event or something, so we just sat down at an open table
and set up the game hoping someone would swing in.

While we were waiting for that, we broke out En Garde!
While we were playing a guy that | had met on
Heroscapers.com showed up and said he would play Ra
with us when we finished up.

| believe Dan ended up ending me fairly easily. | know he
commented that he likes Kung Fu Fighting better that En
Garde!, but | think | may like En Garde! sligthtly more.

We had our 3 for the minimum play requirements for Ra,
so we started up a game of that.

Dan crushed us. | had never played before, and Floyd
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said that he had played once or twice in the past, but it
had been a while. | think in the end Dan had double my
points and like triple that of Floyd's.

seemed to have a good time with it though.

We dropped down to 5 players and broke out
TransAmerica.

| generally like auction style
games, and this one was
no different. | did think it
was kind of funny that
Knizia designed two auc-
tion style games about

Arby's on Friday .

| had been sustaining myself on gra -
nola bars and Mountain Dew since the

We actually didn't finish this
one, as we had to move to
a different table midway
through the game.

ancient Egypt.

A couple of other guys ended up joining us for a second
game of Ra, so | got a chance at playing it with 5 as well
as 3. | did much better this time. The winner ended up
having 40 points and | was only 4 behind at 36. | think it
helped that the winner was sitting to my left and he
invoked Ra very often. The player to his left didn't do too
hot either. | think mostly because of his unfortunate seat-
ing position and the lack of others invoking Ra very often.

Dan ended up having to leave to play Fury of Dracula.
He offered to leave Ra for us, but we had some other
things in need of playing. We also lost Floyd at this point,
but picked up a couple more, so we played a 5 player
game of Castle.

| was expecting to lose this game even though | was the
most experienced, because it can be a rather cut throat
game and | assumed the rest of the players would team
up on me a bit.

The players ended up teaming up on the guy from their
gaming group who usually wins games instead. This
allowed me to sneak in for the win. It seemed like every-
one liked this one. It is fairly strategic with two players,
but it gets really chaotic with 5.

We then picked up a sixth player and played a game of
En Garde!

Being that En Garde is a take that style game, | figured
this time for sure the guy who owns the game would get
ganged up on, but they pretty much went after the same
player as last game and | was able to come out on top
again.

| really think 6 players are a litle much for this game. It
ends up with the players eliminated early having a lot of
time on their hands, and sometimes the game can seem
to drag on with that many. | think overall everyone

Another player had to get to an event, so we were left
with four players and an opportunity to break out Tigris
and Euphrates.

Surprisingly enough, | actually had never played this
highly acclaimed game. | had however played the two
player card game based off of it though, so | had a little
idea of what | was doing. There were two other newbies
playing and it was a good time. | think | need to play it a
time or two more before | make a concrete decision on
how | feel about it. It isn't my number 2 game like BGG
rates it, but | do appreciate the mechanics and especial-
ly the scoring system.

The game ended up being really close with two players
tied for 7 , one player at 6 and myself with 5 points.

My friend Kathleen also showed up while we were play-
ing this game. She lives relatively close to the con, and |
hadn't seen her in a while, so we went out to Perkins to
grab some grub. This was much needed, as | had been
sustaining myself on granola bars and Mountain Dew
since the Arby's on Friday.

| got back to the hotel close to 2, and | expected to go
check in on the game of Contagion and maybe hop back
in if possible, but from what | gathered, they never got
back into it due to Jagermeister.

| hung out there for about an hour, but then | needed to
get some sleep.

Sunday morning | got my stuff packed and ready to go
and went to the hall to make some purchases. The first
thing I picked up was a gift for my father. He had liked my
copy of Battleball, so | figured | should get him his own.

The first game | got in was Cosmic Encounter. | had actu-
ally recently purchased this one mostly based on Tom
Vassel's recommendation, so | was glad to get a chance
to learn it from someone that already knew how to play.
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| got smoked pretty handily, but | think | got a decent
grasp of the game and look forward to trying it out some-
time soon. | think the variable power roles will lead to a
lot of fun and replayability.

| then had a good conversation with one of the owners
of Unicorn Games. He also let me know that he could
probably make me a good deal on some of the stuff he
had there, so | asked him how much for Duel of Ages
and Amun Re. He offered me a deal | couldn't refuse. |
had played Amun Re before at a Chateau gaming night,
and it has been on my radar since then. | had never
played Duel of Ages, but it was another one that Tom
Vassel recommends, so | thought | should give it a shot.

Unfortunately, all good things must come to an end and
Kung Fu Fighting was my last game of the con. It was a
two player game with a guy | had just started talking to
when | was making my

particularly for his taste in drinks.

The weekend started off right with me leaving work about
1 hour early on Friday afternoon. | headed over to Jeffs
to pick up the white board and stand to bring with as their
car was likely to be full with people and their "stuff.” Bob
and Kath had already gotten to the hotel and were
checked in, with Bob telling me that he had only gotten
alternate tickets for most of his events. | was hoping that
he would get into what he wanted and that the same
would not happen to me.

Arriving at the event about 30 minutes before my first
event was supposed to start (if | got into it that was) |
immediately went through registration. This process was
surprisingly easy and they already had everything | need-
ed together for me. Not bad at all. | looked inside and |
had gotten the first event, Marvel Heroes at 6. As will
become clear after this report, | love this game, and | was

Unicorn Game purchases.

N ing out.
Once again hitting the Con J

| had a ton of fun just relaxing and nerd -

excited to play it. | had a few
minutes, so | caught up with
Bob and Kath and dropped
my stuff off.

scene with the RGC group
was a great experience, and | can't wait to start planning
for our next excursion.

| did make a geek list too if anyone wants to check it out:
http:/AMww.boardgamegeek.com/geeklist/19751

Wade Schwendemann’ s Report
Wow, what a weekend!

This past weekend as everyone on the boards knows
was the Con of the North. | have been to GenCon for the
last 11 years in a row but have only made a handful of
smaller cons throughout that span as school and later
work have kept me quite preoccupied. Adding a girl-
friend who lives out of town to that mix means that | was
amazed that | was able to make this one at all.

First off let me say that | really enjoyed getting a chance
to spend some time and play some games with the
group from RGC. | had met Tony only briefly, Bob twice
and Kath just once before, and this was my first time
meeting Angi and Michael. Everyone was great and |
know that | had a ton of fun just relaxing and nerding out.
| also got a chance to meet Luke from FFG who Jeff had
said was a really cool guy and also lived up to his billing,

The game was interesting. | was the only person who
had ever played before, and the person who was sup-
posed to be running the game wasn't there, so | took the
liberty of explaining it to everyone. This was pretty tough,
and was certainly good practice for the game day where
Il be running this game. For those who havent played
there are a LOT of things to go through, and over the
course of the weekend the least amount of time | heard
spent explaining the game was about 35 minutes.

The first game was the basic scenario. | was randomly
assigned the X-Men and managed to pull this one out. |
don't remember a lot of what happened in the game
except for seeing the true power of this team's power
ups. I think at first glance that you'd expect decreasing the
level of the hero to be the most important, but I'd say |
think that is the worst choice for this team and possibly
the worst one period, maybe not for the Marvel Knights,
although that remains to be seen.

This game ended in about 2 hours or so, and since the
time slot was supposed to be for 4 hours, we decided to
play again. Two of the players had to leave, so that left
me with one other from the last game and the judge, who
joined us. We picked a scenario at random and ended up
with the Acts of Viengeance, where villains can perform 2
scheming actions each time they scheme, making for
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very powerful villains. The villains were also randomly
assigned instead of being with their normal teams. Also
the winner was the player with the most points at the end
of round 5 except if any villain got all 3 parts of his mas-
ter plan into play, the player controlling that villain won
immediately. | was the MK with Dr. Doom as a villain; the
other players had the X-Men with Kingpin as a villain and
the Avengers with Magneto. The game ended up com-
ing to a point where | had to choose to troubleshoot and
take a lead that couldn't be beaten or not, because if |
didn't defeat Doom he would have gotten the third part
of his master plan and that player would have won. If |
didn't troubleshoot, the player with the X-Men could win
if he troubleshot and succeeded. | ended up not trou-
bleshooting and he ended up failing to defeat his head-
line, so | won that way. Not exactly a heroic victory, but
certainly fun. We played out my attack just for fun, and |
would have gotten destroyed, so it was the right strate-
gic decision.

After that | had kept everyone waiting for Contagion for
far too long, so | headed up to the room where everyone
else was. They were all waiting for me and | apologized
many times. Jeff and Tony had picked up a few extra
beers which were also much appreciated. Jeff ran a
game that was a lot of fun, and we played until about 3
or so when everyone was pretty tired. Our intent was to
return to the game the next night. After that | crashed out
on the air mattress that

It was a ton of fun with everyone at the table having a
great time. | got to play as a Noble Djinni disguised as an
elf elementalist wizard. Tons of fun and a great story
made for a great time.

| headed over to Marvel Heroes again and along the way
| met Brian, another of the guys from FFG who told me
that they wanted to give me a demo copy of one of their
games for instructing everyone on Friday night.

The Marvel Heroes game was not full, so | was able to
get a seat. Since | was last | let all the other players pick
first. | ended up with the X-Men again and was able to
win. The only other player at the table who had played
before was playing the Fantastic Four, so this one was
competitive, but | ended up troubleshooting two head-
lines in the last round to keep my 1 point lead intact. | think
everyone involved had a good time, or at least they said
they did. Tony came by during this game with the video
camera, which seemed amusing to the other players.

At 6 pm | had a Deadlands game scheduled. When |
signed up | didn't even know that they had completely
rewritten the game rules. | sat down and learned that half
of the stats that | had remembered were out of the game,
as were the poker chips for fate points and a couple of
other things. I'm fairly sure there are more things that
were taken out too, but | didnt look through the whole
book. The game played

Bob and Kath had brought.
It was much more comfort-
able than the pull out

| got to play as a Noble Djinni disguised
as an elf elementalist wizard.

quite well, my character
was a huckster (magic
user). This was a lot of fun

couch in the room could
possibly have been.

8am brought Bob up and about already, and | began to
get ready. | had a 10am event scheduled so | got
cleaned up and went down to the breakfast buffet with
Bob. Without a doubt it was worth the 9 bucks, and we
definitely ate our money's worth. | headed upstairs to
check out the events for the afternoon as | had just an
alternate ticket for the 2pm slot and wanted to play
something. The best | could find was another alternate
ticket for Marvel Heroes, which | scooped up thinking |
would like to play again and hear how others explain it,
so that | can do a better job on the game day. | also hit
the dealers' room quickly to pick up a copy of the game
and a couple other things.

Saturday's first event was my only D&D. The GM had
adapted the second edition Al-Qadim setting to 3.5 rules.

as well, with plenty of com-
bat and non-combat thrown in. Jeff and Bob came by to
grab some cash from me before going to the store and |
really appreciated it. The look on Bob's face when | asked
for Jagermeister was priceless.

The Deadlands ended a bit early, so | went to call the girl-
friend. | spent a little time on the phone, then headed up
to the room where | found Jeff, Bob, and Tony trying to
figure out what kind of pizza to get, and how many. We
finally settled on 2 larges, which was enough. Originally
the plan was to finish up Contagion or play Ca$H and
Gun$ or something like that, but instead we ended up
just talking as everyone trickled in. Eventually we looked
around and it was 3am again, so everyone crashed. The
most amusing part about this was looking at the white
board from the contagion game the night before and see-
ing a whole lot of squiggles all over the place with Jeff's
accurate assessment that, "That all made sense last
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night! Every one of us knew what it said then." He was
right of course, but this night none of it made sense. He
rewrote it in case we were going to play. | wish we had
gotten a picture of it before it was corrected; it made NO
sense in the light of sobriety.

Sunday | was slated to play Axis and Allies at 8 am, but
after going to bed at around 3:30 again, | decided that |
would instead take Jeff up on his offer of using his Marvel
Heroes ticket again. First | hit the buffet at around 9, with
Bob, Tony and Angie. Then | headed over to Marvel
Heroes. | had decided in advance to see if | could win
with the Avengers, assuming the other players would let
me use that team. There were only 2 other players at the
table so the judge was going to play until Bob walked up
and | talked him into joining the game playing as the
Marvel Knights, a team he hadn't played at all yet. It was
nice to get to play with someone | knew for the first time
this weekend, excepting Contagion of course. Well, |
made a couple tactical errors early and ended up letting
the Red Skull (Avengers nemesis) get 2 of his master
plans into play. The third would mean that | would lose 5
victory points, and probably the game. In the end the
player controlling the X-Men would have won if | had
tried to troubleshoot the last headline on the board and
failed to defeat the Red Skull, and he and | would have
tied if | did manage to beat the Skull. Instead | opted to
let the player controlling the Fantastic Four try for the
headline, giving him a one point victory. Honestly, if you
can't win, why not let a little kid give it a shot? | think with
slightly better resource management | could have won,
but that's the whole point of a strategy game after all.

So, in summary, this was an excellent weekend and
anyone who can, should try to attend next year. | liked
the smallish feel of the place. It was always easy to see
where your friends were (especially since all you had to
do was look at the FFG board game or AGoT CCG
rooms) and the games were all fun. We had a great after
hours time too. No blue lizards this time around (mine
apparently doesn't count), but | really enjoyed myself.
Hopefully I've learned how

Jeff King’ s Report

Friday

Michael, Angi, Tony and | all headed up to the convention
together. We made really good time and had no problem
getting settled in our room first before grabbing our regis-
tration packets. The only event | had for Friday evening is
a constructed deck tournament for A Game of Thrones.
Tony wanted to play in the tournament as well, so |
loaned him one of my extra decks. Rob, a Minnesota
player, showed up as well. Luke sat in to give us four
players. With such a small turnout, and knowing every-
one really well already, Tony and | were able to get a
pause in the tournament to head up the street to get
some liquid refreshments for later. Once back, we fin-
ished up the final round of the tournament. My Lannister
Knights of the Realm once again held up fairly well and |
took first place overall for the tournament (I think | might
have actually placed second, but Luke does not get to
keep first as a FFG employee). After the tournament we
walked around a little bit and checked the rest of the con-
vention out before heading up stairs to start preparing for
Contagion.

We started Contagion a little late. As Wade said, he was
finishing up a second play of Marvel Heroes. Everyone
picked out their characters and we finished fleshing out
those that needed it. Luke joined us for a few drinks and
some conversation, but decided to call it a night when we
were ready to start playing Contagion. With Wade back
in the fold and with a character in hand, we started our
Contagion adventure. The scenario started with all of the
characters coming back to the town of New Hope after
taking some vacation to recover from a nasty fight with a
vampire nest that cost the team two of their members.
Upon returning, they are told about a sudden rise in zom-
bie attacks. The team is charged with investigating as
much as possible, and to try to do their best to keep the
locals in the dark about what is really going on. The team
was unable to find out anything very significant about the
attacks or the time of year so they eventually decided to
investigate the cemetery.

to explain the game well
after doing it once and
hearing it 3 more times (in
addition to teaching it to
Bob and Kath about 2
weeks ago, when Kath
beat us like we stole some-

thing). members.

The scenario started with all of the
characters coming back to the town of
New Hope after taking some vacation to
recover from a nasty fight with a vam -
pire nest that cost the team two of their

Upon entering the ceme-
tery the two Slayers were
able to sense a supernatu-
ral presence that leads
them to a group of zombies
fresh out of the grave. After
a fierce battle that almost
cost the Clergy character

his life, the zombies are
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defeated and the team leaves to recover from the battle.
The next day they find out that there was another zom-
bie attack very near where they fought their battle. This
is the point we stopped because of the time and every-
one getting tired. Well, except for Kath who somehow
has the ability to sleep with people talking at high volume
all around her. She had turned in a bit earlier and we
were all in awed amazement of her ability to sleep
through the rest of our zombie battle. This little adventure
will also be forever remembered for the discovery of a
new language that lost all meaning the next day: drunk-
en scribble. Contagion seemed to go over really well
with a few questions about possibly starting it up as a
monthly campaign. So that was very cool. | am glad peo-
ple are digging Contagion as much as Tony and | do. It
really is a cool game.

Saturday

The next day came way too early, but | get sort of use to
those when | hit conventions. | opted to take the last
shower for our room, so | could just veg on the bed for
awhile. Once | hit the shower and got ready, it was time
for the AGame of Thrones draft tournament. Once again
Tony and | decided to check out this event. There were
two guys from Mankato who only play AGOT once a
year; during the convention. It was cool to talk to them
and get to know them a bit during the draft. Michael wan-
dered over while we were waiting to start the draft, so he
sat in and joined us. The draft was a lot of fun. | first start-
ed off trying to stick with one house (Lannister) but then
| quickly realized that | would not be able to get enough
cards to make that work, so | started collecting both
Lannister and Baratheon cards. In the end | came up
with a fairly decent deck, and one that could get me
some fast power (which | needed since | was now going
to have to claim 20 power instead of just 15). My first
match was against Luke. This was a good match and |
had an early lead that looked promising, but Luke was
able to deliver a crushing blow to my power rush char-
acter, which put me slightly behind him and we reversed
roles on who was catching who. In the end, Luke won
this match. My second match was against Michael |
believe. | was a little worried going in because Michael
was able to draft a single house so he had a 5 point
advantage walking in to the game. My power rush char-
acter hit the board and | was off to a nice start again,
building up a lot of power on the character. Once again,
the character was killed and all my power went back into
the pool. | had to collect it all again and Michael would
have time to catch me. With a lot of my Renown charac-
ters hitting the board | was able to make up the lost

power and pull out the victory. Michael had a pretty
decent deck, especially for someone who had only
played the game once before. My last match had me
playing against Tony. This was a good match as well, but
my power rush character hit the table and stayed there
during this match and there was little Tony could do with-
out some way to get the character off the playing field. |
kept laying down fodder for any loss during a military
challenge, which allowed me to keep the power rush
character alive and bring me the victory. | think in the end,
| wound up with second on this tournament. | think one
of the Mankato guys had the same win-loss as me, but
he beat Luke which was the tie-breaker.

Tony and | had wanted to get into a Mutants and
Masterminds game that was suppose to start after the
draft, but we both had alternate tickets and everyone
showed up for the game. | did get a chance to sit down
with Bob and show him how to play AGoT with the starter
deck that Luke had on hand. After that we just chilled a
bit and walked around some. We were both going to play
in the multiplayer AGoT game later that night.

The multiplayer AGoT tournament started up and Tony
and | both sat in for this event. Perhaps | was a bit too
tired, but this was probably my least favorite part of the
convention. One of the players during the multiplayer
game kept making comments that just put me off and |
was ready to choke him before the first round ended. |
walked away after the first round and went to get that
evening's round of alcohol with Bob. After getting drinks
and a few snacks, Bob and I just chilled in his room. This
was super cool and allowed Bob and | a chance to talk
about a variety of things. Bob is an awesome guy and |
am glad he and Kath decided to join us for the weekend.
Eventually everyone started filing in to Bob's room and
we started drinking and chatting. We had intended to play
more Contagion and some Ca$h'n Gun$ but that never
happened and we just spent the night hanging out with
good people, drinking and talking. Luke did join us for the
entire night this time; in fact we had him crash on the
couch to be safe. | was in a great mood during this part
of the night, mainly due to the great RGC members we
had at the convention. Everyone got a little crazy and
once again Kath showed us her sleeping skills while sur-
rounded by a bunch of insane, drunk gamers. ;-}

Sunday

| was scheduled for a Marvel Heroes session but | decid-
ed to give my ticket to Wade and just sort of wander a bit
on Sunday. | was actually happy that | did. Wade got a lot
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of use and enjoyment out of being able to play Marvel
Heroes again, and | got to schmooze a bit with some of
the vendors. One vendor in particular had some interest
in Rochester in general. So Michael and | talked to him
for awhile, and | continued to talk to him once Michael
went to find a table to game at. Both Michael and | got
some great deals from the vendor (Unicorn Games). But
even beyond the conversation and the good deals, we
got to talking about the possibility of a convention in
Rochester. The dealer offered to buy all of our vendor
space and then sub-lease it to stores that he deals with
directly. It was a very cool offer and we both exchanged
business cards. Shortly after this lengthy conversation
we decided to call it good for the convention.

Purchases: Doom Expansion, Blokus Trigon, Hey That's
My Fish, Shear Panic, Let's Kil, Gloom, and Gloom:
Unhappy Home (I have both of these but on the older,
poor quality cards, so | decided to buy the reprinted ver-
sions).

Katherine Anderson’ s Report

Now | will forever be immortalized for my super power:
falling asleep at a Con!

| was just super tired after a long but super fun day at the
Con. And to tell you the truth, a herd of elephants, bat-
ting Transformers and a Disney parade could have
come through and | wouldn't know it. | was just that out
of it. Even I'm surprised at how out of it | was.

Others pretty much seemed to sum up the weekend.
| think one of the funniest times was when we were in
our hotel room and just having fun.

Friday | met Luke for the first time. | had to comment on
his shirt with the cool artwork on it. | love artwork. So in
return for the comment he gave me A Game of Thrones
paperback book and a couple of demo cards. | really
liked him right off. Just something about him. It was very
cool that he hung out with us for a lot of the weekend. |
told him if he decides to come down for March 10th
gaming day, | have a spare bedroom and extra bath-
room that he can use.

| played Aliens: Quest for the Queen twice. The game
was based off the original 80's board game but the man
who ran it really did some nice work to make it come to
life with toys which | liked. He used 6 inch army men
marked for each character plus he used 6 inch Aliens to

play. He made the rooms on the board out of cereal
boxes and tubing which | thought was cool. | couldn't help
but think | could make this since | have a ton of Aliens and
the 6 inch humans. . . well | have a lot of figs for that. So
don't be surprised if one day | do this! | even have a cou-
ple of Queens, facehuggers, chestbusters and eggs.

On Saturday morning | played Fantasy Flight Games'
Warrior Knight. Since it was the first time | played it, | was-
n't that good at it. It was a four hour game which could
have gone on much longer. | was glad it was over
because it was four hours already and we hadn't gotten
far in my opinion. Mostly due to a learning curve and that
the guy who was teaching it had to refer to the book and
hadn't played it for over a year. Maybe with that knowl-
edge under my belt next time | would do better.

My second game was at 8 pm, Fury of Dracula. | really
enjoyed it and | hope to play it again. | had never played
it before but | thought it was really fun.

In between time of the games, | hung out with my friend
Brian who was demoing Brick Wars which is a game
totally made of Legos. It was a very cute set up. Another
friend of mine showed up, Erik. He just hung around a lit-
tle.

Tony and Angi got Bob and me McD's. Later Bob, Angi
and | hung out at the hot tub. No prawns (however it is
spelled). We were kind of disappointed not so see
LARPIng in the pool. There was indeed LARPers and |
could hear them when | was playing Fury of Dracula. The
kid | was playing with didn't know what LARPIng was or
anything about it so he was a bit confused.

| hung out with Brian some more on Sunday, and we
played Aliens together where we each had to take four
characters. Then we walked about the dealer's room
afterward.

Later we all hung out again in our room which was fun.
It was another successful trip for RGC, and | think

many members are already looking forward to next
year’s trip.
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Mar vel Her

By Wade Schwendemann

piderman vs. Venom, Wolverine vs.
SSabertooth, The Avengers vs. Ultron. If you

can think of a combination of heroes and
villains from the Marvel Universe, they can face
each other in battle on the streets of New York in
Fantasy Flight's latest European import, the
Marvel Heroes board game. Replay the classic
battles or see how other heroes might fare
against your favorite villains.

This game at its most basic is about the heroes
and villains and their interaction. There is anoth-
er way to earn points towards victory but eventu-
ally you'll have to face down your enemies in sin-
gle combat.

The game play is a little complex, and I'll detail it
briefly. Each player controls one team of four
heroes. They are The Avengers (Captain
America, Iron Man, Thor, and the Hulk), The
Fantastic Four (Mr. Fantastic, the Thing, the
Human Torch, and the Invisible Woman), The X
Men (Cyclops, Jean Grey, Storm, and Wolverine),
and the Marvel Knights (Dr. Strange, Elektra,
Daredevil, and Spiderman). Each team has their
own strengths and weaknesses, as well as a
nemesis (the Red Skull, Doctor Doom, Magneto,
and the Kingpin respectively) who has his/her
own schemes and plots to advance. The players
each also control one nemesis as well. The other
heroes and villains are represented through dif-
ferent resource and villain cards.

After the players have each selected their teams,
and handed the corresponding nemesis to their
opponents, a scenario is decided upon. The
basic scenario requires that players only achieve
a certain number of victory points; others modify
the rules of the game, making it more difficult for
players to defeat villains, or harder for them to
power up their team.

Players each start on equal footing with a certain
number of plot points. These represent the
investments in their team and the heroes who
can take on the headlines, the threats happening
all across New York. If you want to prepare the
Hulk, his power level requires a greater invest-
ment than Daredevil. Headlines are rated on
their difficulty level as well as their type and sub-
type. If you want someone to take on danger
there is no one better than Spiderman, but if you
have a mystery that requires solving, it might be

0€ES

better to make Jean Grey ready to troubleshoot,
determining the precise amount of trouble being
caused in the area.

The heroes also have different skill sets that rep-
resent their areas of expertise. Mr. Fantastic is
skilled in science and mystical problems, while
Cap specializes in rescue and protection. The
hero's rating in the primary headline type reduces
the overall threat level (determined randomly)
while the secondary ability modifies just how pow-
erful those dice can be.

Once you've decided which heroes to make ready
to fight and which ones to provide support for
those ready heroes, you may have some points
left over. Now it's time to recruit allies! A helping
hand from another hero at an opportune time can
snatch victory from the jaws of defeat many times
over. The cost to play these allies is in the points
you invest in them at the start of the round, but
they don't leave your side unless a villain's power
makes them.

Once you've set up your team for the round its
time to get those heroes out on the streets of New
York where they can beat up the bad guys.
Movement is often the first action you'll undertake
in a round since you have to go to an area to trou-
bleshoot it, determining exactly what is causing
the problems. It is during the troubleshooting
phase that the other players are against you.
Once they've determined how much trouble is in
the area they can they work together to play the
villain card from their hands that is most likely to
defeat your team, preventing you from earning
your points and advancing toward victory.
However, the players must be careful. Some vil-
lains are 'most wanted' and if they defeat their cur-
rent opponent, they can stick around to wreck
havoc on the other teams as well, including the
player who initially played them.

Combat is done in secret, with the active player
and the player controlling the villain choosing
which super power, with its appropriate ratings,
they want to fight with for that round. Each power
contains a rating for a fighting skill, a body
defense, and an outwit contest. If Cyclops uses
his optic blast, he has an incredible fighting rating,
but he risks all for this attack, as his is overextend-
ed and doesn't defend well. He is also effectively
off balance and doesn't have his wits about him
either. In contrast, if he uses a more controlled
area blast he doesn't do as much damage, but he
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is better able to defend himself as well as plan his
next move, if there is one. Heroes always start
with the initiative, and the attacker wins ties in
physical combat, a change from most games.
Some heroes and villains can only lose one
aspect of combat before being knocked out
(Elektra, Invisible Woman, Captain America
among others) while others can take up to three
(Thing, Hulk, Thor)

Some headlines are special, representing the
potential involvement of the mastermind villains.
These headlines are generally worth more points
for the same threat level because that threat level
can be increased by the masterminds. The main
villains can also choose to collect more villain
cards for the controlling player, giving them more
options on who to use as their lackey, or to make
that lead villain more threatening by boosting
their dice. This decision is left to the player con-
trolling that villain, but the other players are free
to offer their opinions. In addition, the villains all
have master plans that they are attempting to
advance, and they can choose to do this once per
round they are involved. If they do so, they are
placing themselves in front of the heroes. If the
hero team defeats the lead villain, they then have
to decide if they want to face their nemesis imme-
diately afterwards. The risks are great, as they
are likely already have their resources depleted
and may even be partially wounded., The
rewards are also great, however, if they defeat
the nemesis; they earn a team power up immedi-
ately. This can give them a significant strategic
edge over the other players. However, if the
heroes fight and lose, or if they don't fight, the vil-
lain's master plan moves forward. If it reaches
fruition the team will lose victory points, so each
team must be careful not to allow their villain's
plan to advance too far.

Outside of combat, there is the story track. This
represents the things that are happening in the
lives of the heroes outside of combat and repre-
sent significant events along the Marvel timeline.
Each team has the option of taking a story action
at any point during its turn. That team collects a
resource card, very valuable as this is the only
way to earn them outside of a special ability or
the use of a select few cards they may already
have. They can also choose to reorganize the
story placing, their team's event at the end,
advancing the track and awarding that card to the
team represented on the card that falls off, or
leaving the track as is. Each team that collects
a story card in this fashion receives one victory
point, as the player has taken the time to work on
the non combat aspects of his team and is
rewarded for doing so. Collecting three of these

story cards allows a team to earn one of its power
ups during the next planning phase.

Each team member has different ready powers,
all of which require resource cards to activate.
These generally provide a significant boost to the
upcoming battle or combat phase. They each
also have a different ability when they are in sup-
port. Some are played as an action and result in
more resource cards or plot points, giving you
more options for next round. Each team also has
one member whose ability supports combat,
allowing them to influence the fight without being
totally readied for it. There is also one team mem-
ber whose abilities come into play during the trou-
bleshooting phase only.

This is a game that involves a lot of timing deci-
sions, a lot of deducing what your opponents are
going to do, both with the way they have planned
their team as well as with the powers they might
be using in combat. If you are going later in the
round this is pivotal, as you don't want to be
improperly prepared for a headline lest you be
defeated and let your opponents take the lead on
you. It is also a game of resource management,
as you have to decide which heroes to make
ready and how many points to invest in that team
as well as how many points and cards to invest in
allies. Should you play Nightcrawler, using 2 plot
points and only have 3 left to make your actual
team ready or is he more valuable in your hand,
as a resource card that can be discarded to
Wolverine's regeneration power? You are also
managing your actions since you get five of them
per round, and you don't want your superhero
team to get scooped on their headline. If some-
one else gets there first, you might not be able to
use your team in the manner you best prepared it
for. Then again, if you don't take the time to use
the appropriate support abilities of your heroes or
advance their back story, you might find yourself
in the middle of a fight without any cards to dis-
card to Human Torch's Nova Blast ability, a mis-
take that can easily cost you the battle.

The game does have its flaws. There is a lot of
dice rolling which can result in a situation you
were perfectly prepared for suddenly turning
against you at the last minute. 1 think this does
actually represent the way battles can go in the
comics. If someone hits that vital spot or ducks
behind a wall at just the right time you can see the
tide of battle turn just as easily. It does in fact dis-
tract from the strategy aspect of the game know-
ing that even the best laid plans can be subverted
by random chance, but | take solace in the fact
that eventually the dice will do that to everyone,
so all you have to do is continue to make the best
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decisions and you'll likely be successful.

The story aspect of the game does feel a bit
forced at times, but | think it is a manageable
aspect. You don't see heroes fighting 24/7 in the
comics, and it can also be thought of as repre-
senting time spent developing your team's pow-
ers.

Whether the teams are balanced or not is an
assessment that probably needs to be made after
several plays.
I've found an
order to the
teams in my
opinion, but I'l
leave that dis-
covery to you.
Sometimes just
the excitement
of playing your
favorite heroes
can take a
mediocre team
to the next level.
Other times
players might
be too excited
to recreate their
favorite battles
even when that
isn't the best
strategic deci-
sion.

In summary,
Marvel Heroes
is a strategy
game with sev-
eral layers. The
surface is really
cool painted
miniature
heroes and vil-
lains and a lot of
different super-
powers. A little
deeper glance
shows the dif-
ferent ways the
team interacts
and the way the
cards help or
hinder what
you're trying to
do. Deeper still
is the interaction
between the
players and the
planning based

on what you think everyone else is going to do,
just like the heart of any strategy game.

Furthermore, the background subject matter is
just plain fun! I've enjoyed watching the success
of Marvel at the box office recently and | can't wait
for more there. In the meantime I'll recreate the
stories I've seen before and want to see in the
future any chance | get.

Deathstalkers by Katherine Anderson
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Family Game Night

By Gretchen King

never - and my husband informs me I'm right -

considered myself a gamer. For one thing, the
games my sisters and parents and | played were
your garden-variety card and board games:
Trouble, Rummy, Crazy 8's, Trivia Pursuit and so
on. We even started a few games of Monopoly,
though never to my recollection did we finish one
- unless you can count trying to paper-cut each
other's throats with stolen pink fifties finishing. It
was usually at this point that our parents would
step in and end the game, so it works in a way.
Once I, the youngest, was out of grade school, we
didn't play much anymore anyway. My sisters and
| had other things we were busy with, and the fam-
ily game times were reserved for vacations or the
rare evening at home together.

I 've always enjoyed playing games, but | have

When | started my own family, | stocked our son
Ethan's room with all the standard children's
games, which we dutifully played and enjoyed,
more for our son's pleasure in them than our own.
My husband, Jeff, and | collected a few of the
standard adult's games - Scrabble and so on -
which we played less dutifully and with more sin-
cere enjoyment, but it wasn't until he started play-
ing A Game of Thrones that | realized the depth of
the gaming geek that lurks within him!

Suddenly, our modest collection of games began
expanding exponentially. Instead of just card
games, there were collectible card games. We
weren't just playing games, we were role-playing
games. There were board games, word games,
not to mention the entire genre of miniatures. |
have to admit that | was feeling pretty dubious
about the kinds of games I'd always associated
with parents’ basements and Mountain Dew.
However, while | don't love every game I've tried
so far, | have to admit some of them are pretty
cool. In fact, | plan to play in a Game of Thrones
event with my husband in June (and | plan to wipe

the floor with him should it come to that). (Ed.
Note: I'll let the "wipe the floor with me" comment
go, because 1 think it is cool that she's willing to
travel with me to participate in a major AGoT tour-
nament. Next stop - Gaming Conventions!) For
me, though, the best part of being drawn inex-
orably into this gamer's whirlpool - at the bottom of
which lies, | suspect, somebody's parents' base-
ment and a secret cache of Mountain Dew - has
been the inception of our Weekly Family Game
Night (I have to put it capital letters because of the
reverence you can hear in my son's voice when he
talks about it). "The family that plays together stays
together.” Okay, it's really trite, and we all cringe
when we hear those tired maxims repeated so
ubiquitously. The thing is, | think in this case, at
least, the reason it's used ad nauseam is that it's
true.

Let's face it, finding ways to stay connected with
your family is not easy. | can't always navigate the
differences to relate to my 36 year old husband let
alone my 6 year old son - though at times they at
least appear to me to be virtually the same age.
My point is that commonality can be a scarce com-
modity between generation gaps and busy sched-
ules, so when you find something that everyone
can get on board with and actually have fun doing,
it's a valuable resource. Games appeal to all ages,
plus, they have the added benefit of bringing a
wide variety to the table. With everything that's out
there, it's easy to find a little something for every-
one, especially now that we're exploring realms
beyond Chutes and Ladders and Candyland.
Great games as far as they go, but they don't offer
much stimulation for the grown-ups. With Jeff's
rapid acquisition of any and all things game-relat-
ed, however, he's nabbed us some great games
that all of us can enjoy. Our son literally counts
down to Thursday nights, and it's the only night of
the week when he will voluntarily sit down and get
his homework done right away, just so that we can
get to the games. Here's a brief rundown on some
of our stand-out favorites:
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Hisss! - This is a great game, though more on the
Candyland level for the adults. Everyone takes
turns flipping over tiles trying to match up snake
parts - head, body, tail - by color. When you make
a snhake, you "hissssss" while picking it up. Silly,
simple, and cute, a hit with our son and perfect for
when you don't have much time.

Hey! That's My Fish! - The best part about this
game is that it affords the opportunity to use strat-
egy for older kids and adults, but younger kids can
just play and have fun. Players move little pen-
guins around on tiles with various amounts of fish
on them trying to collect the most - you guessed it
- fish. You can try to maneuver toward the biggest
catch, cut the other players off, or just zip around
all willy-nilly.

Dawn Under - Remember that old game,
Memory? This game is kind of like that on crack.
Everyone tries to seal
their  friendly-looking
vampires up in graves
before dawn comes.
You're not trying to
make any matches, but
you do have to remem-
ber what's under about
a billion tiles or you
might end up with some
of your neighbor's vam-
pires. Fun game and a
cute theme, but be pre-
pared to be sitting there
for awhile. Stick with
Hisss! for the younger
crowd.

The Secret Door - What's cool about Secret Door
is that everybody is playing together instead of
against each other. Players work as a team to
uncover which three items in an old mansion have
been hidden behind a secret door. Even more like
Memory in that you eliminate items by making
matches until time runs out; the three items whose
matches are missing are the hidden objects. This
is definitely another game any age can play since
players can help each other, and it goes pretty
quickly.

Ninjas of the Northern Wind from Hasbro’s Heroscape

Sunken City - Kind of tricky to explain this game
briefly, but I can say that we all really like it. You're
basically trying to collect treasure from buildings
before Neptune moves around and sinks them.
Sunken City has a lot of cool pieces that are fun to
move around, and can be played with or without
giving some thought to strategy. Really young kids
might not do as well with this one, but could prob-
ably squeak by with some help.

Niagara - Fantastic game! The layout and pieces
are really fun and fresh and the concept is easy
enough for all ages. Players pretend they are
canoeing around collecting jewels and trying not to
go over the falls. Whoever collects the right num-
ber and kind of jewels wins.

Heroscape - This is a miniature battle game, so of
course it's going to grab any kid's eye and plenty
of adults as well. There are two levels of play so it
can be adjusted
for the players'
ages. This game
can get a little
lengthy, and it's a
bit of an invest-
ment, but Ethan
absolutely loves
it. Another nice
thing is that
you're not only
playing the game
together, but
everyone can
help build the
maps you play
on. Just another
opportunity for some quality time.

So to everyone who, like | used to, thinks that
board games begin and end with the Game of Life,
see what else is out there. To all the die-hard
gamers who already know what's out there, make
it a family affair. Share your enthusiasm and see
how much fun you can all have together. And on a
final note, guess where we hold our Weekly Family
Game Night? In Ethan's parents’ basement. Go
figure. (Ed. Note: And the mini-fridge in the base-
ment is stocked with Mountain Dew!)

Page 23



RGC! Enjoy your br

for tonight wetora30

By Jeff King

k, the title does not have as much impact
as the actual quote from the movie. Still,
you have to love the unexpected perks

that come with being a part of RGC from time to
time. What am | talking about? Let me explain.

The week before our March 10th quarterly game
day our vice-president, Tony gets a call from
Mitch, the manager of Cinemagic Chateau
Theatre (a regular monthly gaming spot for our
group). Mitch wants our group to grab as many
people as we can and head to St. Michael, MN to
demo games for the entire weekend. In
exchange, he is giving everyone we bring with
free passes to see the movie 300 on the IMAX.
Unfortunately, we had a prior commitment for
Saturday (our quarterly gaming event) but we let
Mitch know we can see if people would be willing
to do something Sunday. He is happy with that
and we get a little over a day to see how many
people we can scrape together for a Sunday
game demo over 2 hours away. At first, | was
worried we would not get a lot of takers, after all,
a lot of people were already committing a full day
that Saturday to run gaming events. But never
underestimate the power of the gaming geek and
free movie passes to a gaming geek's wet dream
of a movie. ;-} Between Tony and | we are able
to get roughly 20 people together to participate in
the gaming demo, oh and that whole movie thing
too.

Fast forward to Sunday; we have a few people
bail out, but a few people replace them and we
still balance out to roughly 20 people. Everyone
works out their respective car pool situations and
we make it to the theatre. We set up 3 games
and basically spend the day gaming. That's it.

We got to do what we love to do, just in another
city. Mitch gives us a nice tour of the theatre and
takes us back to continue gaming. | set up
Descent again (I also demoed it at the quarterly
game day and ran a session right after the game
day) with a group that had never played before.
Everyone had a great time with the game. The
cool thing is Descent is on my list of '‘board games
for role-players' that | want to run a day event for
sometime. The group that sat down with me to
play is all part of a role-playing group together. So
knowing that everyone enjoyed Descent being pri-
marily role-players let me know that | was on the
right track with my idea and at least some of the
games | have on the list.

Now, Mitch really could have stopped with the tour
and the 300 showing and life would have been
good for the RGC members at this little event. But
Mitch did not stop there and let me just say he
took very good care of our group. Mitch provided
everyone with free soda for the day and busted
out 6 free pizzas for the group. Mitch also took
the group and got them in line early for the movie
so we would be able to pick the seats we wanted,
instead of dealing with the “lottery” of seating
based on getting in line with the rest of the crowd.
Everyone who went with us had a great time and
walked away happy and extremely pumped after
seeing the movie. Many have commented that
the movie is now ruined for them on a smaller
screen thanks to the IMAX presentation. ;-}

So there you go. This was an extremely cool
event on several levels. One, itis the first time the
organization has been sought out first to provide a
gaming experience. Usually it is us looking to
host events somewhere, but Mitch was familiar
with our organization from the events we have
had at Chateau and contacted us to provide that
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same environment in a different city. Two, it
allowed us to offer a truly unique perk to our RGC
members.

Thanks to everyone that decided to pull together
and make this happen. | know everyone enjoyed
it and had a great time seeing the movie and
playing a few games, but it was also cool that we
could take the short who and turn it into a nice
event with a decent turnout.

Also, RGC would like to thank Mitch for providing
us with a special day and for all the work he has
done with our organization this past year. We
really appreciate both the space provided at
Chateau Theatres for a monthly board game night
and the opportunity to demo games in another

city.
Ed. Note: Since the writing of this article, Mitch

has been promoted to Cinemagic's Director of
Entertainment. Congratulations Mitch!

Artwork by Katherine Anderson
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Review of Memoir '44

By Dave Allen

been a "hard core" historical miniatures

gamer. | have spent countless hours paint-
ing and basing thousands of metal 15 mm and 25
mm figures, constructing terrain out of plaster,
foam, and particle board, and poring over rule-
books of 100 pages or more. Memoir '44 is a rel-
atively simple game of tactical combat between
Allied and German forces in northern France in
1944, using plastic playing pieces on a two-
dimensional game board. So, why would | even
consider buying and playing a game like Memoir
‘447 After all, the unpainted plastic figures, the
two-dimensional board, and the simple rules
would seem to have little to offer a grizzled old
historical miniatures gaming veteran like me. The
answer is simple: after hearing about Memoir '44,
it sounded like fun, so | took a chance and picked
up a copy. After several games with friends and
family, I've decided that | really love this game! In
this review I'll explain a little about the game and
why | like it so much. If you are interested in a fun,
playable, historically-based game, you might
want to give Memoir '44 a try, too.

For more years than | care to admit, | have

First, what do you get for your money? Well, quite
a bit, really. Each side comes with 72 plastic play-
ing pieces representing the various forces,
including 24 tanks, 6 artillery pieces, and 42 sol-
diers. The Allied tanks are modeled after the
American M4 Sherman tank and the Axis tanks
are modeled after the Panzer IV. Both are in 10
mm scale (about 1/160) and are nicely detailed.
The soldier figures are 1/72 scale, so they are
larger (in proportion) than the tanks, which takes
a bit of getting used to. In addition, you get 36
plastic playing pieces representing obstacles
(sandbags, tank obstacles, and barbed wire) that
can be used by either side as specified in each
scenario.

The game board is a heavy cardboard affair
about 17 inches by 26 inches. One side is printed
with generic "European countryside" and the

other side is printed to represent a section of the
Normandy beach where the D-Day landings took
place. Both sides are overprinted with a grid of 2-
inch hexagons which are used to regulate move-
ment and determine range during combat. The
game also comes with 44 terrain tiles which are
the same size and hexagonal shape as the grid
on the game board. These terrain tiles represent
rivers, towns, woods, and hills and can be used to
configure the game board to portray specific his-
toric areas. Other heavy cardboard counters rep-
resenting bunkers and bridges are also included.

The rulebook contains 17 scenarios representing
historic actions that occurred on D-Day and
throughout the summer of 1944. For example, the
introductory scenario portrays the glider-borne
attack by the British against the Pegasus Bridge,
which was the very first action during the historic
June 6 invasion. More complex scenarios pit
tanks, artillery, and infantry against each other as
the Allies attempt to storm the beaches of
Normandy and expand the bridgehead inland.

A deck of 60 colorful command cards and 9 "quick
reference" cards completes the deal. The produc-
tion values of all of the game components are up
to the usual standards of Days of Wonder. That is,
they are beautiful and top-shelf. Even at the full
retail price of $50, this game is a bargain.

How does it play? Well, the game mechanics are
relatively simple. Each player holds a hand of four
to six command cards (depending upon the sce-
nario) and can play one card per turn. A typical
command card will allow a player to order (move
and/or fight) a specific number of units in a sector
(left flank, center, or right flank). Other cards allow
certain other capabilities, like air attacks or a gen-
eral advance. The use of command cards is a
very simple but effective way to represent the
"friction” or "fog of war," meaning your forces don't
always do exactly what you want them to do
exactly when you want them to do it. Some
gamers don't like this kind of "interference” in their
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game play (that is a subject worthy of another
article) but | think this card-driven play mechanic
keeps the game moving quickly and smoothly in
Memoir '44.

A unit is normally composed of four infantry fig-
ures, three tank models, or two artillery piece
models. Units can move and/or fight, but only
when activated ("ordered") by playing a com-
mand card. Movement is from one to three
hexes, depending on the unit type, and fighting
can be against adjacent units (close assault) or
over a range of up to six hexes, again depending
upon the type of unit firing. To fight, units roll a
specific number of the special combat dice that
come with the game. The dice are printed with
symbols representing infantry, armor, a grenade,
a flag, or a star. The first two represent hits
against the respective unit type, the grenade is a
hit against any unit type, and a star is usually (but
not always) a miss. A hit causes one figure or
model to be removed from the targeted unit. A
unit is eliminated when the last figure or model is
removed. A flag will usually require a unit to
retreat, but a player can optionally remove a fig-
ure or model instead of retreating, and has to
remove a figure or model if there is no retreat
possible for that unit.

Winning occurs by meeting the conditions of the
specific scenario, but generally involves inflicting
casualties on the enemy and sometimes captur-
ing and holding specific hexes on the board.
Cardboard tokens representing "medals" are
awarded for completely wiping out a unit (elimi-
nating every figure in it) and for capturing and
holding key terrain features such as a bridge or a
town. Normally it takes four or so "medals" to win,
and the first player to do so ends the game.

What do | like about this game? A lot, actually.
First, the game is ready to play right out of the
box. The playing pieces are already separated,
S0 no tedious separating them from their sprues
like some games. No punching out cardboard
counters or cutting up cards. Setup is quick too,
and each scenario description includes a full-
color map showing the location of the terrain tiles
and the units for each side. From the moment you
remove the shrink wrap, you could easily be

pushing your troops and tanks across the game
board in your first game within an hour. Play is
quick, too - games last 30-45 minutes usually.
That means that each player can play one side in
a scenario and then switch sides and play it again,
and the player who collects the most "medals”
between the two plays wins the game. A super
idea -- the ultimate in play balance -- and made
possible only by the smooth game mechanics and
well-crafted rules.

An original playing piece can be seen on the left and a
custom painted piece by Dave Allen can be seen on the
right

Second, as a veteran gamer | was impressed by
the way Memoir '44 represents some fairly sophis-
ticated concepts using very simple game mechan-
ics. | mentioned the "fog of war" earlier that mod-
els the difference in command, control, and com-
munication that opposing sides might have in a
real battle. To represent the initial surprise, for
example, of the Normandy landings, the German
player sometimes starts with fewer cards in his
hand than the Allied player. This means that the
Allied player will have more options, and therefore
an advantage, in picking where and when to fight.
There are other rules that | haven't mentioned that
are slightly more complex but fit it naturally and
cleanly with the basic rules. For example, there
are rules for armor overrun which make tanks very
effective in the open, but less so in rough terrain,
which is very realistic. There are also rules for
special units such as elite forces (paratroopers or
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US Rangers), heavy armor (Tigers!), and Free
Resistance fighters. All of these rules add flavor
and variety to the game without causing it to
become so complex that it is no longer fun to

play.

What don't | like about this game? Not a lot, actu-
ally. TI'll refrain from comparing Memoir '44 to
miniatures games like Flames of War because,
lacking a three-dimensional board, Memoir '44
isn't strictly a miniatures game. However, Memoir
‘44 does play more like a miniatures game than
most board games (and it plays more like a board
game than most miniatures games!)

American tanks face a German artillery piece emplaced
behind sandbags.

There were some things that just didn't seem
right at first. For example, there is no reduction
in attack capability for units that are at less than
full strength. A unit with just one infantry figure
remaining rolls three dice in close assault, just
like a full-strength unit of four figures. However,
the thing to bear in mind is that the loss of figures
doesn't necessarily represent the material
destruction of equipment, weapons, and vehicles,
or the death or wounding of soldiers. Instead, a
reduction in the number of figures or models in a
unit represents some loss of cohesion, morale, or
the motivation to fight. So, there may be the same
number of tanks or soldiers fighting in a unit that
has had a figure removed from it as a result of an
attack, but they are near the breaking point due to

the experience of having fire directed at them by
the enemy. Since players are awarded points
("medals™) for destroyed enemy units, the best
thing to do with a unit that is down to only one or
two figures is to move it out of harm's way and
back to a rear area of the battlefield, just like a
commander would tend to do with a bloodied and
faltering unit in real life.

There were also some things that took some get-
ting used to. One is the scale of the game. There
isn't any. Or, more accurately, the scale is abstract
and variable depending on the scenario. A unit
can represent a squad, platoon, or even a battal-
ion on the real battlefield. The most important
thing to keep in mind is that, despite appear-
ances, a infantry unit doesn't represent four indi-
vidual soldiers with rifles, it represents (for exam-
ple) a few dozen infantrymen with a mixture of
rifles, submachine and light machine guns,
grenades, demolition (satchel) charges, shoulder
fired anti-tank weapons (bazooka, Panzerfaust,
etc.) and perhaps even light field guns,
flamethrowers, medium or heavy machine guns,
and other support weapons. Likewise, an armor
unit is not just four tanks, but rather includes some
combination of light, medium, and heavy tanks,
tank destroyers or self-propelled guns, reconnais-
sance vehicles, and even accompanying infantry.
So, while Memoir '44 is a tactical level game it
should not be viewed as a "skirmish" game in
which one model equals one tank, one figure rep-
resents, one soldier, etc. It is more closely relat-
ed, perhaps, to board games in which counters
represents platoon or company-sized units.

There is plenty of room in Memoir '44 for "house
rules” to add to the realism factor at the expense
of some of the simplicity and game balance. For
instance, in the real world, infantry are very effec-
tive against armor at close range or in terrain
(woods, towns, etc.) but do poorly against armor
in the open where the main and heavy machine
guns of a tank can be put to good use against the
soft bodies and vehicles of the typical infantry unit.
So, one "house rule" states that an infantry unit
can only attack a tank unit in close combat (that is,
in an adjacent hex). | like this rule since it is sim-
ple and improves the realism of the game, but
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arguably it
degrades the
capabilities of
infantry units a bit
and may imbal-
ance certain sce-
narios in favor of
one side or the
other. This "house
rule” and many
others can be
found online, and |
pick and chose
those "house
rules” that 1 find
enhance the gam-
ing experience for
me personally.
Your mileage may
vary.

There are Memoir
‘44 expansion
packs available to

American infantry.

represent the forces and battles on the Eastern
Front (Germany vs. the USSR) and in the Pacific
(US vs. Japan). | don't own them, so | can't
review them. If there is interest, | can cover them

in a future review.

German tanks.

Overall, I think Memoir '44 is a great game. Itis a

bargain and fun for anyone, but especially so for

those looking for a break from the more complex

miniatures games, or those who are looking at

getting into miniatures gaming but want a "quick
start."

Being the kind of obsessive
gamer that | am, | couldn't
leave well enough alone and
decided to paint the original
figures and tanks that came
with my copy of Memoir '44.
You can see one of the origi-
nal, unpainted German figures
next to one | painted in one of
the photos. | also added other
1/72 figures, basing them on
custom-made acrylic bases
that approximate the size of
the bases of the original fig-
ures. Don't ask me how much
money | spent on all of that.
They do look pretty cool,
though, even if | do say so
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RGC Mo ves Forw ard With
Convention Planning

By Jeff King

of the previous publication | made mention

that | hoped | could talk a bit more about
RGC's plans to work towards a local convention
in the next Letter from the President. The bad
news is | did not mention the convention during
the write-up. The good news is that | did not think
a small mention would be enough and | am dedi-
cating this article to discuss what RGC is doing to
work towards a conven-

D uring the Letter from the President section

one of the hotel rooms during a break in the gam-
ing action and he came up with a good idea that
we ran with. If we could get 10 people to donate
$5 a week between now and the time we are plan-
ning the convention we would meet our goal. |
added on the possibility of paying back a percent-
age of the donations for those people that would
rather invest instead of donate. As of today, we
have 8.5 of our 10 slots filled with people donating
towards the convention fund.

April 21st, 2007, also

tion.

RGC's greatest challenge for hosting a
local convention has always been the
funding of such a task.

RGC's greatest chal-
lenge for hosting a local

saw our first official con-
vention planning meet-
ing with a group of dedi-
cated individuals who

convention has always
been the funding of
such a task. No real surprise there. Most things
come down to money, right? RGC was constant-
ly coming together to figure out the feasibility of a
convention only to hit the budget wall hard. We
would pick ourselves up and agree to examine
the convention angle again at a later date. Of
course, the later date would come and we would
hit the same wall. Finally, the core group decid-
ed to address the issue instead of seeing if the
issue would go away.

It is no secret that RGC is not a money making
machine by any means. We have a modest
amount of people who pay for the privilege to
steer the organization and to elect the board of
directors. We make due with these funds as best
we can and typically use it to fuel our quarterly
game events. We rely heavily on donations
(monetary or prize donations) as much as we do
on volunteers. So what could we do to raise the
start up funds needed (estimated at $3000) to
move forward with planning a convention?

The answer came in the form of a discussion dur-
ing Con of the North. Bob and | were talking in

are all willing to do what
it takes to make sure we
can run a local convention. The meeting was a
huge success in my mind and we walked away
with research tasks and budget considerations.
We plan to hold a meeting every month, typically
the third Saturday of the month, and we invite
anyone who wants to help make a convention in
Rochester a reality.

We are currently planning on the convention
being held September 19th-21st, 2008, at the
Kahler Hotel. We have started looking at items
that will allow us to formulate a true budget versus
a projected one. We have examined several
issues from handling the registration process to
what we want to use for badges. The location has
been examined and approved for use. We also
have some ongoing discussions with potential
vendors. Several research tasks were assigned
to individuals and progress reports will be given at
the monthly meetings.

All in all, the convention planning is well under
way. If | were you, | would reserve the weekend
of September 19th, 2008, for gaming.
Rochester's convention is coming...
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Miniatures Gaming Podcasts

By Dave Allen

ooking for love? Companionship?
L Loyalty? Then get a dog. Looking for

reviews, recommendations, and news
about miniatures gaming? Then you might
be interested to know that there are a vari-
ety of miniatures gaming podcasts avail-
able for free downloading. Sometimes your
hands and eyes are busy doing something
else - driving, doing laundry, or resting up
after viewing the latest solar eclipse. At
those times, if your ears are available and
your brain craves something to do with
your miniatures hobby, then check out
these podcasts.

The AllAboutMiniatures podcast can be
found at allaboutminiatures.libsyn.com.
This podcast features John Martin and Dan
Wideman. These guys review all sorts of
games, mostly miniatures but not always.
They are a fun pair to listen to. In a way
John and Dan are the "Martin and Lewis" of
miniatures podcasts but I'm sure which one
is which...l guess John Martin would have
to be Martin and Dan is Lewis....but any-
way, check out AllAboutMiniatures at
allaboutminiatures.libsyn.com

The Meeples and Miniatures podcast can
be downloaded from meeplesandminia-
tures.libsyn.com. This podcast is produced
by Neil Shuck, a very nice British gentle-
man (at least from his accent he sounds
British.) Neil's podcasts deal with a variety
of card, board, and miniatures games, and
he frequently has recommendations for
quick, simple games as well as more in-
depth games. For example, in Episode 5,
Neil provides what he calls a 'quickie’
review of 'AT-43' from Rackam and
'‘Battlefield Evolution' from Mongoose
Publishing. He says he's not looking at the

rules yet but rather just the quality of the
pre-painted miniatures that are available
for both ranges. I'm not really sure what a
"meeple"” is -- maybe Neil explained that in
an earlier episode that | haven't heard yet -
- but check out Meeples and Miniatures
podcast at
meeplesandminiatures.libsyn.com

The Model Makers Podcast is found at
www.themodelmakerspodcast.com

This is produced by David Drage, another
fine British gentleman who is very much
into building terrain and sculpting minia-
tures, and who is a great source of both
information and inspiration. His podcast is
very well supported with photos and even
transcripts of the shows on the website. In
Episode 3, David talks about tools for
sculpting miniatures and about the various
definitions of figure scale and size. In
Episode 2 he describes building a model of
a crannog, which is an artificial island that
the early inhabitants of Ireland and
Scotland built out in a lake as a means of
defending a settlement against attack. He
also talks about using figure armatures
when sculpting your own minis.

Another podcast that | want to alert you to
is the Solo Wargaming Show found at
solowargamingshow.mypodcast.com writ-
ten and performed by Deano C. Ware. The
Solo Wargaming show, as you might have
guessed by the title, deals exclusively with
board and miniatures games that require
only one player (that is, you). Many people,
including myself, play at least some of their
games solo because of convenience or just
for a different experience than playing
another player face to face. Deano's pod-
cast provides a lot of useful information on
solo wargaming. For example, in Episode 4
he discusses the initial set up and consid-
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erations for starting your own solo
wargaming campaign. Campaigns from
Don Featherstone's, Stuart Asquith's, and
other miniature wargaming books are ana-
lyzed from a solo gaming perspective. In
Episode 3 Deano reviews the board game
"Patton's Best" wherein players take solo
command of a WWIlI Sherman tank.
Episode 3 also debuts the Solo Footlocker
which details certain tools or game
mechanics useful to the solo wargamer.
For example, The Solo Footlocker in
Episode 3 describes a mechanism for
determining the "fragility factor” of units in
your solo wargames.

Last but not least is my own podcast, the
Miniatures Gaming Podcast found at minia-
turesgaming.mypodcast.com. My podcast
Is aimed at anyone who is new to, or con-

sidering getting into, miniatures gaming. My
goal is to lower the cost of entry into this
hobby by providing some recommendations
on how to do miniatures and terrain "on the
cheap." For example, | explain how to paint
inexpensive plastic "army men" that can be
found at discount and "dollar" stores (see
photo). | also provide a set of very simple
rules that introduce new gamers into the
basic concepts of miniatures gaming. I've
gotten some great feedback, so | think I've
helped at least a few people take those first
tentative steps toward the money pit of
miniatures gaming (forgive me!).

So, if you are podcast-savvy, check out
these podcasts for your miniatures gaming
listening pleasure. Enjoy!

German infantry close assaults American infantry in the woods. The right-most German figure, and the American figure
holding the rifle up to his shoulder, are original with the game but have been painted. The other figures are from Revell

and ltaleri.
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By Jeff King

ontagion uses the Open Game License
‘ from Wizards of the Coast. So anyone
familiar with d20 is well on their way to
knowing the Contagion system. This review will
focus on Contagion: Virulence which is the latest

sourcebook for the Contagion horror role-playing
system.

The first chapter of the book deals with the histo-
ry of the world as it pertains to the Contagion
environment. You get to learn a bit about the start
of the war between heaven and hell and how
each era in our world was affected by the war.
The history brings you all the way up to our own
timeline. To be honest, if | had to choose one por-
tion of the book that | do not care for, it would be
this chapter. Do not get me wrong though, the
writing is excellent and parts of it draw me back
for a few glimpses. | am just not big on pre-made
histories and like to fill a lot of that stuff in myself.
That is just my personal GM style and there are
plenty of people who will love having as much of
the back story as possible.

The second chapter brings us a good sampling of
existing agencies or schools for the arcane. You
might think that this would be another area that |
do not care for, but | actually enjoy looking at the
different schools and their connection to the
Contagion world. This is a great section for play-
ers that are looking to play a magic-oriented char-
acter for background information. It is also a
great section for GMs to have that much needed
seedy government organization.

The third chapter deals with the eight choirs
(types) of angels. Each comes with a description,
a brief history, the choir's philosophy, and
archangel for each choir. This is another great
section, especially for GMs. Whatever you do, do
not think that the angels are all soft and feathery
and always on mankind's side, because you may
be in for a rude awakening on Judgment Day!

Contagion: Virulence Review

This was definitely a great section to read and to
get to know the different faces of angels.

The fourth chapter deals with the eight castes of
demons. You get the same information as listed
for the angels, including the archduke for each
caste. Again, this is a great section for GMs to uti-
lize. Who wouldn't want to toss a few demons in
the path of unsuspecting players? | love the
Mastim's archduchess, Ba'al. The fact that she
oversees thousands of religions and cults and the
reason she started doing it is simply poetic in my
mind. Very cool chapter.

The fifth chapter takes a look at the core classes
from the main book, and adds one or two, and
gives a nice write up on how each class interacts
with the Contagion environment. It is a nice
primer for players trying to determine what class
they should play. It might give a few GMs some
fresh ideas for NPCs as well. | think this is espe-
cially true for the Vagrant class write up, because
that has been my hardest sell to get people to give
more than a casual glance at. Once the core
classes are out of the way, we get a taste of some
advance and prestige classes that players can
strive for. These classes definitely add another
layer to distinguish characters and make them
less “cookie cutter.” | look forward to more addi-
tions like this in future sourcebooks.

The sixth chapter gives us some new races for the
players to choose from. | personally tend to leave
the more fantasy-oriented races out of the picture,
or make them extremely rare. Again, that is my
personal GM style. | want my horror games to be
horror and my fantasy games to be fantasy. | just
have a hard time picturing a half-orc running
around in the here and now. Although the TV
series Angel did it well enough. The bottom line is
that the information is presented here for you to
decide how best to fit in into your campaign (or
not). We also get a look at some of the new core
classes, advanced classes, and prestige classes
that players can choose from. There are some

Page 33




new feats to help customize characters a bit
more. We are also introduced to the metamagic
feats for spellcasters. This is a cool set of feats
that allow spellcasters to customize their spells.
Next we are introduced to some new occupations
that players can choose for their characters.
Next up is a nice addition to the Contagion
mechanics and that is the advanced arcane spell-
casting system. | am not sure how others will feel
about it, but I love the addition of burn from
arcane magic. Magic is a force that should be
tampered with lightly,

and burn represents

what happens when

that warning is not

heeded.

We round out the
book with new spells
for the spellcasting
classes. This was a
much needed addi-
tion to Contagion and
| hope to see more
original spells in
future sourcebooks.
While not all of the
spells listed are origi-
nal, there is enough
flavor mixed in to set
them apart. Some
things you just expect
a spellcaster to be
able to do and are a
staple to include, but
it was nice to see
some of the newer
stuff that did not
come straight out of
the norm for a D20
system.

My overall impres-
sion of the book is
that it is a solid addi-
tion to the Contagion
world. The schools,
angels, and demons
offer new areas for
players and GMs to

explore. The primer for core classes will give
players a few choices to think about. There are
very few areas within the sourcebook that | will
personally ignore for my games, but nothing that
is not worth taking a look at and deciding for your-
self. The advanced arcane spellcasting system
offers some new twists for arcane magic. The
addition of new spells is a major bonus as well.
Mix all of that with a personal shout out to RGC in
the credits and how can you fail?

RGC gets a shout out in the latest Contagion supplement.
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Classic Battletech Review

universe on the PC, SNES, Genesis, Playstation,
and Xbox, and the excellent MechCommander
series can be found on the PC.

By Max Prohaska

ig robots. Awesome weapons. Tons of
Barmor. Amazing explosions. Those were
the basic ideas that resulted in this game,
inspired by Japanese anime that was big in the

early 1980s like Macross, Dougram, and Crusher
Joe.

FASA created a universe, a basic set of combat
rules, and a feel designed for the western audi-
ence, and then purchased a license to use
images from those anime, not yet seen in
America. The universe drops you, the player, into
a future where mankind lives in perpetual warfare
known as the Succession Wars. The leaders of
the surviving Successor States seek to rebuild
the glories of the long lost Star League, prefer-
ably over the dead bodies of their enemies. The
MechWarrior is the front line of this war, the ulti-
mate armored knight, piloting a giant thirty-foot
tall robot called a BattleMech. You are the
MechWarrior, using lasers, missiles, autocan-
nons, and sometimes even the simple fist to rele-
gate your enemy to bitter defeat and then salvage
his remains.

Since BattleDroids' introduction in 1984, its
rebranding as BattleTech in 1985, and its
rebranding again as Classic BattleTech in 2002,
more than 100 novels, scores of game expan-
sions, supplements, and totally new games have
introduced new ways of fighting such as the vehi-
cles and buildings in CityTech, the infantry-scale
BattleTroops, the space-based AeroTech, the
duels on the game world of Solaris VII, the large
unit actions of BattleForce, and even the stellar-
scale gaming of Succession Wars played similar-
ly to Risk. The MechWarrior (Now Classic
BattleTech) Role Playing Game even allows play-
ers to flesh out their MechWatrriors or other char-
acters and play them outside the cockpit with
other players, usually in a group setting with a
gamemaster. Video games have been made,
including the MechWarrior and MechAssault
series that have introduced many gamers to the

The pinnacle of those games is the Virtual World
pods that actually allow you to get inside the cock-
pit of a BattleMech and pilot the machine into bat-
tle against other people or computer opponents.
The player sits inside the pod and closes the
hatch, with only the displays lighting the interior. A
joystick, throttle, and numerous buttons on dis-
plays filling the cockpit allow the player to control
his or her BattleMech. It is the closest experience
to actually piloting a BattleMech ever invented.
The most recent additions to the BattleTech uni-
verse are MechWarrior: Dark Age and
MechWarrior: Age of Destruction, sporting pre-
painted plastic miniatures and pushing a com-
bined arms approach to warfare. They've brought
new recognition and new fans to the BattleTech
universe. In all, an estimated twenty-five million
people have played a BattleTech game or read a
BattleTech novel. Have you?

The BattleTech board game of course started it
all. You play it on a map sheet, with hexes print-
ed on it to allow for easy counting of ranges,
movement, and for determining locations of all
units. Many players, especially those who come
over from MechWarrior: DA or AoG place terrain
without hex grids on it and move around and
measure distances using a flexible ruler as that is
the way those games are played. BattleTech eas-
ily supports either style.

You have a record sheet for each unit that details
its weapons, how fast it moves, and shows how
much armor it has. Game play is resolved with
dice, usually two six-sided dice being rolled to see
if weapons hit and which location they damage if
they do hit, and pencils are used to mark that
damage on the sheets.

BattleTech is a mix of tactics, strategy, and luck
due to these elements. A good BattleMech in the
right place, or the luck of the dice at an opportune
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time can break the best strategy. They bring in
an exciting randomness to the game. A player
screaming for a head hit while they roll can be
both funny and terrifying depending on which
BattleMech you are playing.

Eight BattleTech boxed games with maps and
playing pieces have been released since 1984,
along with four rules compendiums. The new
publishers of BattleTech have recently published
the latest of these compendiums, known as Total

A screenshot from the MechWarrior video game franchise.

Warfare. Total Warfare is the new tournament
rules for BattleTech. Any tournament game will
use those rules. No additions. No subtractions.
The rules are there. The book comes with basic
universe information, stories to pull you into the
universe, pictures showing hand-painted minia-
tures made by professionals that look amazing,
and the book is full color with a hard cover. Many
of you are used to seeing other games coming
out with this hardcover, full color, style in recent
years. Total Warfare is BattleTech's answer to
that new style, a relaunch of a game with more
than twenty years of play balancing. And the real
fun part, a BattleMech designed and printed on a
record sheet in 1984 can still be played in 2007.
There have been no mass removals of old units
and forced repurchasing of new units in order to
play in BattleTech.

Now those who don't own Total Warfare are not
out of luck. If you have internet access you can
go to http://www.classicbattletech.com and "Leap
Into Action” to download the Quick Start Rules,
Introductory Rules, a BattleTech Universe guide,
color BattleMech, vehicle, and infantry paper cut
outs, a map, and record sheets for free. Let me
repeat who word for those of you that just sorta
skipped over it. Free.

If you are interested in playing BattleTech, if you
used to play it and don't anymore, if
you never have and want to see
what it's like, you can go to the Web
site and download free rules, free
color gaming pieces, free map, and
even a free Universe guide so you
can learn about the universe if you
want and decide which realm you'd
like to fight for, assuming you want
to fight for a realm rather than as a
mercenary out for your own pocket
book. All of this is Free.

The streamlined Quick Start Rules
are great for teaching people
BattleTech, and for experienced
players who just want to run through
a game fast. The rules are stripped
down to allow for maximum destruc-
tion of BattleMechs in a minimum
amount of time. Somebody's speak-
ing my language here. The Introductory Rules are
more detailed, akin to the rules seen in the boxed
sets. Total Warfare is the tournament rules, very
detailed.

In short, BattleTech allows you to play anything
from fast-paced games over beer and pretzels to
more serious and detailed games. | love to sit
back with friends and talk, laugh, eat a little bit,
and just relax as we blow each other away with
extreme prejudice. That fun factor is why it con-
tinues to be a successful gaming universe after
twenty-three years of publication.

There are thousands of Web sites out there that
support the BattleTech game and universe. Here
are some of the official ones, but don't forget your
local brick and mortar store like Jimmy Jams here
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in Rochester. They give us a place to get togeth-
er in real life.

http://www.classicbattletech.com

The official BattleTech website. It has forums,
free downloads to sample the game and official
developer-written news blogs. Very informative
site.

http://www.ironwindmetals.com
The official miniature manufacturer for
BattleTech. You can order from them as well.

http://www.virtualworld.com
The official BattleTech Pod builders, for extreme
BattleTech play.

http://lwww.battlecorps.com

The official BattleTech online fiction site, mem-
bers can also use the nicest forums on the web.

Battletech being played out on a paper hex map.

Their shop sells Miniatures, Map Sets, and gam-
ing supplements to anybody.

http://www.gf9.com
The producers of official BattleTech/MechWarrior
dice and terrain.

http://www.heavymetalpro.com

Official BattleTech design and record sheet print-
ing programs can be found here. They also have
great forums that | love and spend too much time
at.
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