


Want to
Advertise?

If you would like to
advertise in  The
Gamer’s Labyrinth,
please contact Igor at
Igor2tall@yahoo.com.

Single column, full
page, half page and q
uarter page advertise-
ments 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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A Game of Thrones Visitor Comes To Town

By Jeff King

Do you ever have one
of those moments
when you really just
want to “geek out” and
shout your excitement
about something game
related? No? It is just
me then? Well here is
my glorious moment of
“‘geekdom” for all to
share.

| have become fairly
active in the online
community for the A
Game of Thrones card
game, mostly asking
rules questions to get a
better understanding of
the mechanics of the
game. I also
announced my inten-
tion to start a meta here
in Rochester because
of how much | enjoy
this game. So, | was
getting a lot of positive
attention from one of
the greatest online
communities | have
been involved with in
some time. This group
has offered me great
advice and assistance
through the entire
process, as well as put-
ting up with my con-
stant questions about
rules and the timing of
events in the game.
And then came the
icing on the cake that
sealed my overall
enjoyment for this
game.

Fantasy Flight Games,
the creators of A Game
of Thrones, had just
announced that they
had hired a new card
developer for their col-
lectible card game divi-
sion and the candidate
was a member of the
online community:
Nate French. Suddenly
Nate found himself with
a new job and in a situ-
ation where he was
moving from Colorado
to Minnesota. So how
does a gamer make
this type of transition?
Simple: he makes a
gaming road trip out of
the move! Nate decid-
ed that he was going to
drive and hit all the
spots along the way
where he knew he
would find A Game of
Thrones players.

He traveled with his
cards and a notebook,
taking notes of game
mechanics that might
need review or infor-
mation with which to
update the online FAQ.
But at the heart of his
trip was the ability to
play the game one last
time just for the pure
enjoyment of it instead
of looking at the game
from a mechanical
standpoint. So why
was | so happy with
this choice? Because
Nate read some of my
posts on the boards
and asked if he could

make his final stop
here in Rochester and
play a few games with
me. | happily replied
that it would be great if
he wanted to stop in
and thoroughly stomp
me and my miserable
decks into the ground.
So skip ahead to
Sunday, February 11,
2006, at 1:30 in the
afternoon. We were
supposed to meet at
1:00 at Jimmy Jams,
but Nate was running
late. | was not worried
about it because |
knew he was traveling
from Madison and had
a bit of a trip. When
Nate arrived, there was
one small group play-
ing miniatures and
another group playing
Yu-Gi-Oh. We intro-
duced ourselves and
got right to the game.
Without going into too
many details and bor-
ing you needlessly (ask
me sometime though
and | will gladly wax
poetic), Nate took me
down hard on the first
game. We both decid-
ed to switch the decks
we were playing for the
second game and |
was lucky and barely
beat him at our second
game. During both
games, Nate talked me
through game mechan-
ics | was still a little
unclear on and pointed
out some of the
strengths in my decks.

He even complimented
my second deck and
said he would like to
build something similar.
Talk about a huge com-
pliment for someone
relatively new to the
game! It was at this
point we decided to
stop playing and chat
for a few minutes, and
then | let Nate get on
his way to Minneapolis
so he could find the
headquarters for
Fantasy Flight Games
and a hotel. Nate and |
ended our visit out at
his car, where he pro-
duced a couple binders
of promotional cards
and starting handing
me cards he thought |
would like to have for
my decks and some
nice cards to help com-
plete a collection. Talk
about a great way to
end the visit!

So that was it, the
extremely digested for-
mat of Nate French,
new card developer for
Fantasy Flight Games,
coming to Rochester in
order to play a couple
of games of A Game of
Thrones with a new
player he saw on the
bulletin boards asking
guestions. Stay tuned
for further 'battles' with
Nate as we will be
meeting at Con of the

North during the A
Game of Thrones
Tournament.
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Boardgames

By Sheldon

As the first person with board games as a hobby
to stumble across Rochester Gamers'
Community, | guess | get the duty of being the
board game liaison for the group. | think often
people who are really into board games get snob-
bish about it. | probably am no exception to that,
although | will try to be good about it. It is maybe
sort of like a professional wine taster who won't
buy anything but a specific old vintage for his own
personal pleasure, or a food critic who refuses to
eat at McDonalds even though it is far more pop-
ular and serves millions more than the joints he
gives 10 stars too.

In mainstream America, board games break
down into the following: Classics that have been
around for years (Monopoly, Clue, etc), kids
games (roll a dice move around a track with the
latest cartoon characters pasted on the pieces),
and party games (trivia, drawing, guessing
games). People really into board games love to
HATE all three of these types. Some of it is just
jealousy. Like the fact that Monopoly is the high-
est selling game every single year, despite not
really being the best game every single year. As
a result, people bash it every chance they get to
try and knock it out of the number one spot. Even
though really it has to have some good qualities
or it never would have gotten to where it is today.
Some of it is deserved; many of the cartoon char-
acter/movie spawned games that litter depart-
ment stores are just plain terrible and obviously
weren't even play tested. This is part of what
induces strong feelings in the board game realm.
The fact that the newest board games don't make
it on to the shelves of regular stores annoys peo-
ple. The fact that a SpongeBob SquarePants ver-
sion of Life does appear on those shelves infuri-
ates people.

In America, video games get all kinds of media
attention. Magazines, newspapers, TV shows,

and Web sites all over the place constantly cover
the latest video games coming out. As a result,
stores are eager to carry the latest and greatest.
For board games it is not so. For a major store to
carry a board game, it has to either be well estab-
lished and popular already, or it has to feature
characters that are already popular. This has
shifted in the last five years quite a bit. | foresee a
wider variety of board games becoming available
at regular stores in the future.

That is not true in other places. In Germany, for
example, the people and the media follow board
game releases similar to how we follow video
game releases. It is more common there for
young people to know what board games are
coming out in the next months and which are from
their favorite designers. This type of attention and
competition fosters board game growth and qual-
ity. Settlers of Catan is a prime example of a prod-
uct of this system. In 1995 it was designed by
Klaus Teuber in Germany. "Die Siedler von
Catan" won "Spiel des Jahres" (German Game of
the Year) that year. It has since had its licensing
picked up by Mayfair Games and been translated
into English like we are familiar with. Settlers of
Catan has widely received a reputation for being
one of the best and easiest games to introduce to
people who are new to board games. Settlers of
Catan is often given credit for being the first game
to bridge the ocean and introduce German
designed games to America.

Now there is even a term coined "German-style
games". The term does not mean the game orig-
inated in Germany, it just means that it shares
many characteristics that Germany designed
games have made popular. For example in
Germany producing any game with any elements
of war has been very taboo, even fantasy fighting
is not present. These types of games have strong
themes associated with them, opposite of
abstract games like checkers or backgammon
with no themes. They usually do have some ele-
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ments of luck, but for the most part luck is mini-
mized in the design, making them games of skill.
The design strives to have simple, clever rules
rather than a long list of specialized rules. The
games tend to have a play length of between one
and two hours. Player interaction is not direct
conflict, but usually achieved indirectly. For exam-
ple, players may compete in auctions, compete
for resources or positions, or trade with each
other. These styles of games have grown in pop-
ularity since the mid 90s when Settlers paved the
way. Now American game companies and game
designers are influenced by this style of game
and even advertise that their games are German-
style games, or have German-style elements in
them. Though | have always enjoyed board
games from childhood on, it is this style of game
that really hooked me into making board games a
full blown hobby.

Now earlier | said that mainstream America can
be broken into three types, which is true. But that
doesn't mean that is all America has to offer. If we
look just outside of the mainstream, war games
have long been an American board game tradi-
tion. From the popular and simpler Risk and Axis
& Allies to something very complex like Advanced
Squad Leader. Companies like Avalon Hill, GMT
Games, or Columbia Games reproduce historical
battles, campaigns, and fantasy conflicts for you
to play general or commander in. This group of
board gamers can be among the most hard-core.
War games are a smaller niche in the hobby, I
think often due to the very long nature of the
games and complexity of the rules. Really though
games in this genre range the full spectrum from
being very long, complex, and realistic simula-
tions to being simple, light, and smaller. Though
the German-style games are my favorite, | do

enjoy a good battle now and then. German-style
games have influenced war games and vice
versa in recent years. A number of crossover
games have started to come out, games that fea-
ture some of the design elements of both tradi-
tional war games but also design elements typical
of German-style games

In my regular gaming group we have sometimes
joked that Cranium (a popular party board game)
took about the four or five of the worst games
made and managed to combine them into a sin-
gle game. That is harsh and snobbish, yes, and
probably undeservedly so. My sister really likes
that game, and so do a lot of people. Just not me.
When | play board games | try to out think my
opponents, | plot and plan and try to position my
pieces, manage my money, use my actions better
than the other players. Things like drawing, act-
ing, guessing words or lists, answering trivia just
doesn't really have a place for me personally in
board gaming (exception of playing games with
my kids). My goal is not to "convert" people.
Everyone has different tastes in games, and
clearly not everyone likes the same games as |
do. But | think, and have seen personal evidence
of, that there are a lot of people who would like
these type of board games if they just knew what
was out there and got the opportunity to try a few
of them.

| hope to write some reviews and articles in future
months for this newsletter. | will try to feature
some of the German-style games that are my
favorites. | will start with Fantasy Flight's board
game "A Game of Thrones". If you would like to
give me feedback or comments on this article go
to the RGC forums and leave a message for
Starscream.
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A Game of Thrones CCG: A How-"

By Jeff King

Maybe you have read my article about Nate French coming to Rochester to
play A Game of Thrones, or maybe you just like learning about new games,
or perhaps you are a fan of George R.R. Martin (and obviously someone
with good taste) and want to be involved in the various aspects of the great
environment he has created. If any or all of these apply to you, great! The
A Game of Thrones card game, created by Fantasy Flight Games and
based on the A Song of Ice and Fire series of novels penned by George
R.R. Martin, pits six houses against each other in the struggle to claim the
Iron Throne. Each player controls one of the six great houses on the battle-
field, in back alleys and in the political arena of power. The general goal of
the game: Be the first player to claim fifteen power. Now choose your liege
and enter the fray! This article will focus on the basic game play involved for
A Game of Thrones and leave the more advanced mechanics for another
article or a live demonstration.

Like any collectible card game, you need to get a hold of some cards and
build your own deck to play. There are starter decks and booster packs
available. You can approach your favorite gaming store to ask if they will
order them for you. Stores in the area you might want to consider are:

Book Review, Jimmy Jams, and Games By James. | strongly encourage
you to use a local store as a focal point, because it is in all of our best inter-
est to support the local gaming stores we have. Ok, now that my local pub-
lic service announcement is out of the way, let's look at A Game of Thrones!

There are six basic types of cards: House, Plot, Character, Attachments,
Locations, and Events.

House cards: The House card simply announces what house you will be
playing. At the beginning of each game, you lay down your house card to
show what house you are representing.

Plot cards: Each player has a seven-card plot deck that consists of seven
different plots. These are your short-term strategies for each round. The plot
deck is kept apart from the other cards. Plots give you income (used to pay
the cost of playing most Character, Attachment, and Location cards, as well
as a limited number of Event cards), initiative (used to determine who goes
first), and a majority of the time bonuses, penalties, and/or conditions for the
round. There is also a claim value, which tells you how much your opponent
must forfeit if they lose a challenge you initiate. For example, if your claim
value is 2 and you win a Military challenge that you initiated, your opponent
must Kill 2 of their characters that are in play. Aside from Military, there are
two other types of challenges: Intrigue (player forfeits cards from his/her
hand) and Power (player forfeits power from his/her house card). At the
beginning of each round, you and your opponent choose a plot and reveal
them at the same time. Any text on the plot is in effect until the round is over
and the next plot cards are chosen.

Character cards: Characters are the bread and butter of most decks.
These are the characters that are representing your side when you need to
attack or defend against military, intrigue, or power challenges. In most sixty
card decks (the typical deck minimum unless participating in draft or sealed
tournaments), half of the cards are characters. Characters have strength,
special abilities, and one to three of the challenge-type icons. Characters

‘0 Guide

Overview of the
six houses.

The six houses you
have to choose from
are: Stark, Lannister,
Greyjoy, Baratheon,
Martell, & Targaryen.

Stark: Good at killing
and military challenges.
This house has lots of
immunity to effects and
is strong on defense.

Lannister: A good
house for kneeling your
opponent's characters.
Lannister is good at
drawing cards and
making your opponent
discard cards, as well
as trait manipulation.
Lannister is strongest in
the intrigue challenges.

Greyjoy:  This house
has a little bit of every-
thing. Greyjoy has lots
of saves, location
manipulation, and char-
acter control. Basically
if you want to attempt to
stop your opponent
from doing what they
want, this is the house
to play. Of the three
types of challenges you
can initiate, Greyjoy is
best at military chal-
lenges.

Baratheon: The
strongest at power
challenges. Plenty of
characters from the
Baratheon house have
renown, which allows
characters to claim
power for successful
challenges. If you want
to build a power grab-
bing deck that focuses
on winning as quickly
as possible, this might
be the house to use.
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can only participate in a challenge-type if they bear the corresponding icon.

Attachment cards: Attachments are just what they sound like- cards that
you can attach to characters, locations, and your house card. They modify
the cards they are played on in some way, such as giving you additional
income, increasing a character's strength, or giving a character an addition-
al challenge-type icon to name a few.

Event cards: Events are played from your hand and so are not shown until
they are used, unlike most of the other cards we are discussing. Events alter
what is currently happening in the game, such as saving a character from
being killed, boosting strength, or canceling a challenge. Event cards can
also cancel the effects of other event cards, and a multitude of other possi-
bilities.

Location cards:  Locations provide possibilities as numerous as event
cards do. Some benefits include additional income, lowering the cost to play
cards, and saving characters. With very few exceptions, locations do not
participate in challenges like characters do.

The first decision you need to make is which of the six houses you want to
play. Each of the houses has different areas of strength which will be dis-
cussed briefly at the end of this article.

Okay, so you have picked out a house and made your first deck. So how do
you actually play the game? There is a Game Setup phase that happens
right as the game starts and then there are six repeating phases that make
up the main framework of the game. These six phases (in order) are Plot,
Draw, Marshalling, Challenges, Dominance, and Standing. Let's examine all
six phases individually.

In the setup phase, each player displays his/her house card. Two decks are
on the table- the seven-card plot deck and the remaining deck of character,
attachment, location and event cards, called the House deck. Each player
shuffles his/her house deck and draws seven cards from it. You are allowed
one mulligan if unhappy with your draw. Each player has five gold to spend
on character and location cards, or attachment cards with the keyword
"Setup" on them. Any gold not spent is lost. The selected cards are played
face down and each player draws from their House deck to have seven
cards in their hand again. At this point, all of the face-down cards are turned
face up, and the set up phase is complete.

Now comes the plot phase. After choosing a card from their plot deck, play-
ers simultaneously reveal their selections to each other. The owner of the
card with the highest initiative decides who goes first. In the case of a tie,
the player with the least amount of power decides who goes first. The play-
er chosen to go first gets to decide in what order the plot cards resolve.
Resolution then proceeds in clockwise order. Once all plot cards have been
resolved, the draw phase begins. Once players have exhausted their seven
plot cards, the seventh plot card stays on the table (in the used plot pile)
while the other six go back into a plot deck from which the player makes
his/her selection.

The draw phase is pretty straightforward. Unless there are cards in play that
alter it, each player draws two cards from their house deck and adds them
to their hand. If you are out of cards in your house deck you cannot draw
anymore cards. There is no limit to the amount of cards you may have in
your hand.

Martell: Has a running
theme of vengeance.
Basically Martell can
punish an opponent
almost every time they
do something success-
fully against you. The
intrigue challenge is
where house Martell's
strength lies.

Targaryen:  Good at
killing opponent's char-
acters by a slow and
deliberate reduction of

strength. House
Targaryen does not
really lean strongly

towards any of the
three challenge types.
There are also plenty
of neutral, non-house
specific cards and
characters that can be
used to supplement

Want To Be
Taught AGoT?

Jeff will be conductin
demonstrations of
Game of Thrones at
Jimmy Jams most
Wednesdays between
5:30 PM and 9:00 PM
and Fridays between
6:30 PM to 8:15 PM.
Fridays are also Game
of Throne demo nights
at Chateau Theatres
between 8:30 PM and
11:30 PM in the party
room right next to the
ticket office. | will also
set some time aside to
demo on Saturdays,
but not on a regular
basis like the above
mention days. If you
have an&/ guestions, or
would like to set up a
demo time, just shoot
me an email at: dark-
wind@therealm-
rpg.com. You can also
find the current set of
basic rules online at:
http://www.agame-
ofthrones.com/PDF/ag
otwedrules.pdf.
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The marshalling phase is where you spend the
income from your plot card and any bonus
income cards you already had in play. The active
player spends gold on characters, locations, and
attachments. Play begins with the player who was
chosen as the first player and again proceeds in
a clockwise manner. This is the only phase in
which you can spend gold, and only when you are
the active player. Any gold not spent is lost.

Order of play remains the same in the Challenges
phase. The players, starting with the player who
was chosen as the first player, may initiate a mil-
itary, intrigue, and/or power challenge in any
order they desire. To clarify, each player has one
turn and within that one turn may elect to initiate
any, all, or none of the three challenge types, but
each challenge type can only be used once
unless a player has a card allowing him or her to
initiate additional challenges. Additional chal-
lenges must also be initiated within the player's
one turn.

The goal of a military challenge is to force your
opponent to Kill their characters. The goal of an
intrigue challenge is to force your opponent to dis-
card cards from their hand. The goal of a power
challenge is to take power directly from your
opponent's house and place it on your house.

Each challenge must be resolved before the next
one begins. There are three steps to each chal-
lenge issued: Declare attackers, Declare defend-
ers, and Resolve. Additional cards (such as
Events) and card abilities can be played before
and between these steps, but not during. The
active player will declare which type of challenge
they are initiating and which characters are
attacking. These characters are knelt. The
defending player can let the challenge go unop-
posed (if the defender's participating characters'
strength is reduced to zero, that is also consid-
ered unopposed), allowing the attacker to claim
one power for his/her house, or the defending
player can select and kneel defending characters.
All participating characters remain knelt until the
standing phase unless affected by a card ability
or event card, for example.

To resolve the challenge, the total strength of the
attackers is compared to the total strength of the
defenders and whoever has the highest wins. If
the defender wins, the have simply repelled an
attack and claim nothing. If the attacker wins,
their plot card claim value tells the defender how
much they must forfeit. This again is characters
killed for Military challenges, cards from their
hand for Intrigue, and power from their House
card for Power. When the active player has initi-
ated all the challenges they are going to for their
turn, the next player (again going clockwise)
becomes the active player and is allowed to initi-
ate their series of challenges with any characters
they still have standing. Once all players have ini-
tiated their challenges phase, the game moves to
the dominance phase.

The dominance phase is pretty straightforward.
Each player counts up the total strength of all
characters they still have standing. Whoever has
the most strength wins dominance and claims a
power for their house. If there is a tie for highest
total strength, no one wins dominance.

Finally we reach the standing phase. In this
phase you stand all characters, locations, and
attachments that have been knelt. Once the
standing phase is complete, a new round starts
and play begins again back at the plot phase.

And that is a typical round in A Game of Thrones.
There are some advanced mechanics that could
be discussed and keywords that affect various
elements of the game, but the heart of the game
Is described above. Again, the first player to claim
a total of fifteen power (counting both the power
on the House card and on characters in play)
wins the game.
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On Line RPGs: An

By PJ

Most of you know what D&D is and most of you
have heard of Magic: The Gathering, but when |
try to talk about on-line RPGs, | always get the
same look, so I'm going to attempt to fill everyone
in just a little more.

There are 2 major types of on-line RPGs. No, I'm
not talking about MMOLRPGs. Those are no fun.
I'm talking  about the kind that you actually get
to use your own imagination in creating a charac-
ter. Now I'm a Star Trek fan, so I'm more familiar
with the Star Trek versions of these, so I'm going
to use them as the example.

For each type, the player just writes up a bio for a
character. No dice (usually) no real limitations
except for the player's own imagination, and
sometimes based on the "universe" they're in,
such as Star Trek, SeaQuest, X-men, D&D, etc.

The first type | got involved with is called a sim:
short for simulation. These take place in chat
rooms and are much more "action" oriented. Each
week a set group of players, or the crew of a
"ship" get together in a specified chat room,
(whether on AIM/AOL, IRC, or whatever) and
much like D&D a GM, or CO, gives a scenario or
briefing, then the crew role plays out the mission
to its end. Each sim lasts for usually about an
hour, so longer missions usually take place over a
few weeks to a month.

Character development is rare depending on the
sim, and usually only happens on limited basis
unless the individual players join together, in IM or
e-mail, to write a joint log. There is one limitation,
and that is that everyone has to be in the same
place at the same time. So while it's borderless,
it's rare when someone from Australia is on-line at
the same time as someone from Minnesota. This
means that the sim is usually limited to a few time
zones.

The second type of on-line RPG | got involved
with is a PBeM or Play By e-Mail. There are
PBBB (Play By Bulletin Board) but the two are vir-
tually identical. You create a character in an iden-
tical manner to a sim, but the main difference is
how the game is played. As the name implies, it's
all done by e-mail, usually utilizing yahoo groups,
or an equivalent. A player writes a post, which is
basically a short story about what their character
is doing in the plot. This can be limiting in that

usually you can't write for other player's charac-
ters, but that's where a joint post comes in.

Similar to a joint log, it allows a group of two or
more players to interact and write in their own
style, without encroaching on the other's writing
style.

This form allows for more character development,
and the missions usually last much longer. The
good thing about a PBeM is since no one has to
be in the same place at the same time, the game
is timeless, and borderless. |, for example, play
with someone from Hong Kong and with several
players from Australia, and Europe.

Of course there are rules like any game, and all
sims I've been in have one common rule.
Basically you can't make your character too pow-
erful, and the GM can deny a character if s/he
thinks it's too powerful. So even though there are
no dice to say my Orc has strength of 2, there
aren't usually super heroes, or gods that can
complete every mission by themselves. Most
players are generally good at writing their own
limitations, and will even throw stuff in, such as
struggling through the academy.

Other common rules are, age restrictions, espe-
cially for "PG-13" and "R" sims. There are some
that only allow cannon races, or no shape-
shifters. For the PBeMs there are usually post
requirements, usually about 3 or 4 a month. Of
course, as mentioned above, the biggest no-no is
writing for someone else.

If you'd like to know more; the first sim group |
joined is located at, http://www.sector0O01.com/
they've been around since at least as long as |
have been playing ( | started in 1994) and are in
no danger of dieing anytime soon. I'm currently
playing on the U.S.S. Lexington.

I'm also on one PBeM ( http://usstokyo.wabbits-
den.com/ ) and one PBBB (http://uss-independ-
ence.org ) The U.S.S. Tokyo is a part of a "fleet"
or group called the Obsidian Fleet, and the U.S.S.
Independence is like the name implies, a stand
alone, with no support from a group.
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Why | Play Game

work and
Your life goes by too

By Igor

Games are often
frowned upon by
working class

America. | have met
many people who
have told me that
what | do on my
weekends is a waste
of time. A lot of par-
ents think that Role-
playing Games, or
card games, or any
games for that mat-
ter are just tools to
avoid doing work. |
am tired of this
rationality, and |
need to get this off
my chest.

All  through high
school | only had 3
friends. They were
the friends that |
played Magic the
Gathering with.
Every weekend we
would play for 6-8
hours, and we would
have a ball. Things
got out of hand
sometimes, for

example, we would
start laughing so
hard and rolling
around on the floor
either throwing pil-
lows at the guy who
was winning, or hit-
ting him with a big
inflated boxing
glove. Those days
will stay in my mem-
ory forever. Back
then, it was my only
time out of the
house, and out with-
out my mom or my
brother. The freedom
that it gave me, to
just hang around
with other people,
was memorable.

Then, when | started
going to college and
| began making
friends who played
Role-playing Games,
| got hooked. My
friends and 1 still
played Magic and a
little Yu-Gi-Oh, but
we always looked
forward to do some
role-playing. As soon
as | started spending
any money on RPG
books or dice, or
CCG cards, my mom
or my brother would

say "Why do you
waste your time with
those childish

games? Why don't
you focus on some-
thing important?"

They would never
understand when |
told them that |

needed a time where
| didn't do anything
important, or took
my self seriously and
just got to unload my
emotions built up
from the week.
Dungeons and
Dragons was great
for letting me
unleash my frustra-
tions from college
and work. | would
grab my dice, flop
my feet up on the
couch, grab a diet
coke, and let my
dice do the speaking
for me. Later | began
making more friends
and began buying
more books to play
Heroes Unlimited,
and the Modern D20
system. To me it is
money well spent; to
my mom, it’'s money
that could have been
used to pay off the
car.

Although | tend to be

a pretty cheap
gamer- I don't
splurge and buy
boxes of Magic
Cards or Board

Games for 80 dol-
lars, or books at full
price- | think as a
young person you
need to focus on
something besides

school.

quickly, and you
don't want to regret
missing the best
years of your life,
because you wanted
to pay off your car a
year earlier.
Besides, you might
learn something
when you're gaming,
| know | have
learned a lot. | have
learned to be a logi-
cal thinker, thanks to
people like Mr.
Mojo.l have learned
to count in my head
again, and | have
learned to use this
thing that sits on top
of my shoulders
called my head. | am
forced to memorize
things, remember
clues, solve equa-
tions and ask com-
plex questions.

Don't be too quick to
judge the Gamer
who spends a few
bucks on his sup-
plies. He may just
develop the imagina-
tion needed to invent
something spectacu-
lar, or become a very
intelligent person.
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Austin Minnesota Heroscape Championship

By Michael Jordal

On March 18th, 16 generals brought their
450 point armies to meet on the fields of
Valhalla and determine who would be the
Austin Minnesota's Heroscape Champion.

The armies fought on the fields of Soulrazor
Canyon and The Meat Grinder in matches
that usually ended with the decimation of
one army, but a few times they were drawn
out for an hour with the winner determined
by being the general with the highest point
value of troops left on the field.

The top armies were comprised of the fol-
lowing:

Spider_Poison's Army (4-0)
1x Sgt. Drake Alexander

1x Krav Maga

1x Syvvaris

1x lzumi Samurai

1x Raelin

Gibberish_47's Army (3-1)
2Xx 4th Mass. Line

2Xx Roman Legionaires

1x Marcu Decimus

1x Airborne Elite

John's Army (3-1)
2x Sentinels

2x Microcorp

1x Guilty McCreech

Codeman's Army (3-1)
3x Grut Archers

2x Swog Rider

1x Mimring

1x Krug

Supergeek's Army (3-1)
1x Microcorps

1x Elite Onyx Vipers

1x Aubrien Archers

1x Venoc Warlord

1x Deadeye Dan

Jormi_Boced's Army (2-2-1)
1x Sgt. Drake Alexander

1x Krav Maga

1x Syvvaris

1x Deathwalker 7000

1x Guilty McCreech

Tournament S tandings

1st place - Spider_Poison - 12 (+770)
2nd place - Gibberish_47 - 10 (+1240)
3rd place - John - 10 (+810)
4th place - Codeman - 10 (+400)
5th Place - Supergeek - 10 (+120)
6th Place - Jormi_Boced - 9 (+395)
7th Place - Matt - 8 (+340)
8th Place - Nooblar 8 (+135)
9th Place - Christian 8 (-135)
10th Place - Luke 8 (-675)
11th Place - Aaron 7(+390)
12th Place - Taylor 6 (-510)
13th Place - Sam 6 (-920)
14th Place - Michael 6 (-930)
15th Place - Rhonda 5 (-105)
16th Place - Katie 4 (-925)

Many thanks were offered up to our spon-
sors that helped make the event a reality.
Piggy Blues allowed us to use their space.
Robert's Specialty Company donated shirts
for all the participants. Troll and Toad
offered a Heroes of Laur expansion.

UnclesGames.com donated a 25 dollar gift
certificate to their online store. Noble Knight
Games gave us a 10 dollar gift certificate to
their online store, and Thought Hammer
donated a Heroes of Laur expansion set.
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Along with the boosters | picked up, there
were plenty of prizes for all.

Game 1

My first game pitted me against Aaron on
The Meat Grinder.

Aaron's Army

2x Sentinels

2x Microcorp

1x Guilty McCreech

=450 points

My Army

Sgt. Drake Alexander
Krav Maga

Syvvaris
Deathwalker 7000
Guilty McCreech
=440

This was a very close game. Aaron's army
couldn't touch Syvvaris for most of the
game. They would swing and whiff or
Syvvaris would deftly maneuver and block
the sentinels attack. Meanwhile | was shoot-
ing down Sentinels and Microcorp with my
Krav and Syvvaris. He was causing me
some anxiety with a sentinel in the middle of
the grinder on Astrid, so | sent Drake in. Big
mistake. Some other sentinels swooped in
and beat boxed Drake. | proceed to lose him
but take out one more sentinel in the
process. He then finally dispatched
Syvvaris.

The game finally ended with me destroying
2 sets of sentinels and 1 Microcorp for a
total of 320 points. He had destroyed Drake,

Syvvaris and the Krav for a total of 310
points. Unfotunately it ended up being a tie
as | stupidly chose to handicap myself for
the tourney with a 440 point army because |
thought Guilty was too cool. | had 130
remaining on the table while he also had
130 remaining. If only | would have grabbed
the blade or arrow gruts like | was thinking
about doing. Oh well, you live, you learn.

Game 2
This game was vs. Nooblar on Soulrazor
Canyon.

Nooblar's army consisted of:
2x Armox Vipers

2x Aubrien Archers

1x Venoc Warlord

1x Dead Eye Dan

This game was a massacre for me. | think |
lost inititiative every round except for the
first. My guys couldn't hit the broad side of a
barn door, and defended themselves like
limp spaghetti noodles.

There really isn't too much else to say. The
snakes ran across the board with much
speed and beat boxed all my units. One
Krav fell first, followed by gquilty and
Syvvaris. Drake couldn't slice any of the
slippery suckers. The Krav forgot to put bul-
lets in their gun and Syvvaris just couldn't
hit the mark. Drake got badly beaten in an
Armoc beat box, and finally fell to a shot in
the foot by Dead Eye Dan | believe.

Surprisingly enough the MVP of this game
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was the Deathwalker 7000. His 3 attack was
able to take out more snakes than the rest
of my army put together, and he was on low
ground. It was still fun to play Nooblar. He
was definitely a very nice guy, and | enjoyed
meeting him.

Game 3

This game was against Mike on Soulrazor
Canyon.

Mike was fielding an interesting army.
1x Valguard

1x Greeks

1x Parmenio

1x James Murphy

1x Dead Eye Dan

1x Johnny Shotgun

This was a rough game for Mike. My Krav
climbed the hill right away and started laying
waste to his units. He tried to get Deadeye
up his hill, but my Krav shot him in the hat
and killed him first.

Drake was taking the canyon and getting
some lumps in there from shotgun blasts.

| got Syvvaris up the hill too. He was bond-
ing the Greeks with Valguard. | was like,
"what, oh yeah, he is an Einar Warlord."”
Anyway, the Krav and Syvvaris were able to
lay waste to the rest of the army from the
comfort of the canyon walls. | felt pretty bad
for Mike this game.

The power of the Krav was really just too
much for his army.

Game 4
This game was against Taylor on The Meat
Grinder.

Taylor's army was:
1x Thorgrim

1x Raelin

1x Grimnak

1x lzumi

1x Krav Maga

All | can say is that | felt real bad for Taylor
this game. He couldn't defend at all, and my
units were on fire. He started moving the
lzumi, Raelin and Grimnak around the side
towards my position while | moved Syvvaris
and the Krav up to height and started taking
shots.

His first wave was falling so he sent
Thorgrim and his Krav Maga up the middle.
| countered by taking Drake in to drop the
Krav while my range finished off the
flankers.

My plan went as expected as the range took
out the rest of the flankers and Drake took
out each of the Krav in succession ending

with Thorgrim, so nobody got the warrior's
spirit.

| ended the tournament 2-1-1, which earned
me sixth place. | had a ton of fun, and it
seems like everyone else did too, so | will
be looking to hold another tournament in the
next few months.
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A Game of Thron:
Boardgame Sessi

By Sheldon
Johnson

The point of view is
mostly from that of
the House of
Greyjoy, as that is
who | controlled and
is the only House |
know the motives
and perspective of.

Each of the five
players drew a ran-
dom House at the
start. Jeff started up
north as the Stark
House. To the south
west of him on an
island | drew House
Greyjoy. Directly
underneath me was
Steve with House
Lannister. Straight
across the map on
the east starting on
an island was Tony
with the Baratheon
House. Don started
in the south with
House Tyrell.

Right off the start
Greyjoy and
Baratheon forged an
alliance that would
last the entire game.
Greyjoy from the
west and Baratheon
from the east each
moved towards the
center and the
alliance touched,
just south of Stark's
areas. Stark was in

trouble early in the
game. As long as he
didn't have any
alliances of his own
or receive help from
either Lannister or
Tyrell he was cut off
and outnumbered.
Stark did not go
down without a fight
though; he success-
fully raided Greyjoy
probably about six
times. This raiding
eliminated Greyjoy
from having any bid-
ding power in any of
the auctions. This
did two things: first,
it turned Greyjoy's
full military attention
toward the north
against Stark, and
secondly, it prevent-
ed Greyjoy from hav-

ing the power to
make any moves
against Lannister.

Baratheon also was

wounded in the
alliance battle
against Stark. Stark
defeated some of

Baratheon's ships in
the eastern water
areas.

In the meantime,
Lannister had slowly
spread its way from
the western main-
land all the way
across to the east
where they spared
with Baratheon a lit-

tle bit. Lannister also
had been consolidat-
ing power a number
of times and leverag-
ing them self well for
the auction phases.
Both Stark  and
Lannister were
always near the top
of the influence
tracks most of the
game. Tyrell had
secured control of
the south but didn't
guite have enough to
push  north and
spread into anyone
else's area. Tyrell
ended the game
being involved in
only one combat,
and it was against
Baratheon. During
this whole time, we
had seen a supply
card on turn two and
none after that. This
means that army lim-
its were still pretty
small for all players,
making it hard to
have enough armies
to defend and
advance with.

The sequence that
ended it all started
with a Westeros card
that said no defense
orders could be
given for a turn. At
this time, Lannister
had won the most
recent Fiefdom auc-
tion and would win

all combat ties. This
also meant that
Lannister was the
owner of the Valyrian
Steel Blade which
gave him a +1 for
any one battle during
his turn. Lannister
had been pushing
against Baratheon a
bit in the east, but
this was their chance
to go for it all. The
Lannister navy
defeated the Greyjoy
navy and took their
main island.
Greyjoy's main army
was deep in Stark
territory having just
captured the main
Stark capital city far
away and powerless

to do anything
against Lannister.
On the next turn,
Lannister was in

position to attack its
choice of three other
cities and it needed
one more for the
win. As there was no
way to prevent at
least one attack from
being successful,
the game was con-
ceded to Lannister at
that point. Steve got

the official win on
turn nine of the
game.
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A Game of Thrones the Board Ga

By Sheldon Johnson

The game is based on the best-selling A Song of
Ice & Fire novels by George R.R. Martin. It was
designed by Christian T. Petersen and is pro-
duced by Fantasy Flight Games. The premise of
the game is that King Robert Baratheon is dead
and the lands of Westeros brace for war. Each
player controls one of the five great noble
Houses: Baratheon, Greyjoy, Lannister, Stark,
and Tyrell. The majority of the board is a map of
the Westeros divided into a number of land and
sea areas. The ultimate objective of the game is
for one of the players to control seven areas that
contain cities or strongholds. If the game goes a
full 10 turns before this occurs, the player with the
most cities and strongholds wins. The game is
specifically designed for five players. However,
there are special rules that allow the game to be
played with three or four players. It is a game of
clever planning, careful allocation of power, and
diplomacy.

At the start of each turn three Westero cards are
drawn and resolved. The Westero cards repre-
sent events that take place and change the
dynamics of the game. These cards are random-
ly shuffled into three marked stacks. There are a
few events that are worth noting.

Muster: The only time players get new units in
their cities and strongholds.

Supply: Changes the number of armies a person
is capable of feeding based on what lands they
control.

Clash of Kings: This

event causes three

auctions to happen.

a. The Iron Throne

auction is for the turn

order. The highest bid-

der of this auction also

determines all non-

combat tie breaking.

b. The Fiefdom's

auction is for military

leadership. This track

ranks the House order

for winning ties in com-

bat.

C. The King's

Court auction is for

doing special orders;

the higher on this track

the more special

orders you can give.

There are five orders: raid, march, consolidate
power, provide support, and defend. In the sec-
ond phase of the turn, each player secretly gives
each of his/her armies one of these orders. The
orders are all revealed when everyone has fin-
ished placing them. The orders are then resolved
in the order of the Iron Throne.

Combat occurs when a player attempts to march
into an enemy occupied space. There's no dice
rolling in this game. Players have a unique set of
cards, called "House Cards". Each House Card
has a combat value and/or special abilities. First
you calculate the strength of the two opposing
armies, add in any adjacent supporting armies,
and then play a "House card". A player must play
one card in support of their army each combat.
Once a card is played it is discarded and out of
play. So when those factors are all added the
combat winner is determined. If there is a tie, the
person who is higher on the Fiefdom track is the
winner.

| have played this game twice now. | have not
read any of the novels, so | am evaluating the
game strictly on its game play. Here are some of
my comments on the game:

1. Components: The board, army pieces and
cards are all very good. Easy to read and the art-
work is top-notch. The game is all around high
quality.

2. Rules: The rule book is full color and full of
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detailed examples.
easy to follow. Compared to other war games, it
is an easy game. Compared to other mainstream
games, it has a lot of rules. For brand new play-
ers just learning it, it can be difficult to keep all the
rules straight and play everything correctly the
first game or two.

It is well laid out and pretty

3. Strategy: Diplomacy is one of the most impor-
tant points because in most cases, to make a
move on someone, you need help, or at very least
assurances that your other borders are safe.
Positioning your units is important; you need to be
able to move and strike while simultaneously
keep the others at bay and protect your own
flanks. You need to be aware what deals are
going on, and what combat cards your opponents
still have. | prefer the use of cards over tradition-
al dice rolling for combat. No random luck, just
straight card play with calculating and bluffing.
Some war gamers are not happy about one strat-
egy point in this game. You have no control over
your army supply limits or mustering of new units.
The muster event card has to be randomly drawn
for any new army units to enter the game. It is
possible in a game that either the muster or sup-
ply card is very rarely drawn, thus playing most or
all of the game with only your starting units. To
some people having something like mustering
new units be luck of the event card draw is unac-
ceptable.

4. Fun Factor and Speed: This game is especial-
ly fun for people who enjoy "table talk" type
games, with deal making and alliances. The fact
that people can get eliminated early in the game
can reduce the fun for them. The game itself
plays at a pretty good pace, though it is kind of
long overall. A full game can take in the three to
four hour range. The elimination factor combined
with the length of play can make the game not a
great time for everyone involved.

5. Variety/Replay: There are five different
Houses, each with different starting positions and
different strengths and weaknesses. That gives
players a chance to play the game from different
vantages. Secondly, the random event cards
make each game have a different sequence and
provide different things to react to. Lastly, there
are two expansions that can be added to the
game. Clash of Kings is currently available and
provides a new sixth House, new units, rule
changes, and new decks of cards for all of the
Houses. Storm of Swords is scheduled to be
released summer of 2006. It is set up to be both
its own standalone game as well as an expansion
to this base game.

Overall: Players who enjoy games of strategic
positioning and deal making probably will love this
game. Also players who are familiar with the nov-
els and have an understanding of the history and
characters that are battling really can get into the
theme and that can help take the game to a high-
er level. | have a kind of mediocre feeling towards
the game length and the random event cards. |
do really like the combat system with its card play.
| also like how everyone gives their armies secret
orders and reveals them simultaneously. That is
better than taking turns and just reacting to what
has happened before your turn. The auctions for
the areas of influence provide an interesting twist
as well. My personal preference is for games to
have a little less player interaction and be a little
more calculating. | am just not a huge fan of
games that involve deals, alliances, or trades
between players. While | like the game, | do pre-
fer other types of games. | will probably not
request this game again myself, but if someone
else wants to play | would most likely be willing to
play it again. | give it a 6 out of 10.

Don (played three times) - It has some interesting
elements that make it different than other war
games. It has some similarities to the classic
Diplomacy, but is quite a bit more involved with a
great many more options.

Jeff (played once, big fan of the books) - Tony and
| had a blast just seeing the world we love read-
ing about laid out before us. Between Tony and |
we made as many references to the books as we
could while playing. This really is a game where
it is better to have the maximum number of play-
ers instead of the minimum. My overall opinion is
that it is a fun game with a slight learning curve for
novice game board players. | gave it a solid 8.5
out of 10.

Tony (played once, big fan of the books) - The
map layout was perfect, even down to the terrain
details. It was difficult at the start, but after about
four turns it got pretty easy to understand. It was
an awesome game. 9.8 out of 10.

If you have any questions or comments on the

article, message starscream on the
rochestergaming.com forums.
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How | Spent My Saturday:
Or A Con of the NloReview

By Jeff King

| have a few confes-
sions to make. The
first is that | have
never been to a
gaming convention
before attending
Con of the North. |
know, major shock
to the gaming sys-
tem, but alas, it is
true. | have a friend
who used to be in
the comic industry
and had attended
his share of comic
conventions; when
he heard | was think-
ing about attending
and had never done
so before, he urged
me to make the trip
and described it as a
Nirvana for gamers.
My second confes-
sion is that | have
never competed in
tournaments for any
of the games | have
played. | played
Magic: The
Gathering for years,
but always at a
friendly and social
level and never in
competition against
strangers. My last
and most damaging
confession is simply
that | am not a mas-
sive, diehard gamer.
Yes, | play a lot of
different games -
whether it is board,
console, computer,

card, or role-playing.
| play them all but
not at the level of
time that | have seen
many other people
dedicate to games.
So what possessed
me to attend a gam-
ing convention?

First, let's start with
the convention itself.
For those who are
unaware, Con of the
North is an annual
gaming convention
held in St. Paul. It is
run by an all-volun-
teer organization
that simply loves
games of all kinds.
This year the con-

vention was held
February 17th
through February

19th. | learned of the
convention from a
post to the A Game
of Thrones (AGOT)
boards that
announced the con-
structed and draft
tournaments that
would be held that
Saturday. At first |
was going to skip it
because | was on-
call for work. But
after talking with the
above mentioned
friend, my wife, and
members of the
AGOT board, I
decided to find
someone to cover
my on-call hours for

Saturday and attend
at least one day of
this convention.

Saturday, February
18th came around
and | woke up at
7:30 AM to start get-
ting ready. At about
8:15 AM | was out
the door and headed
to St. Paul with my
constructed decks in
hand. What the
heck- | made it a true
gamer's journey and
had a road breakfast
of Cheezum Pringles
and a bottle of
lemonade. | was on
an adventure, so
why not? | showed
up at the Holiday Inn
that was hosting the
convention at about
9:40 AM. | checked
in and payed my $27
to cover the day's
attendance and
reserved my slot for
both AGOT tourna-
ments. | made my
way to the Fantasy
Flight Games (FFG)
room and saw a
bunch of board
games being set up.
| ran into Nate
French - newly hired
collectible card
designer for FFG for
those who have not
read my other article
- and we started talk-
ing a little while we
waited to see if any-

one showed up.
Unfortunately, no
one showed up for
the morning con-

structed deck tour-
nament. | was really
hoping to get to test
out my Lannister
deck on some new
people to check it for
additional weak-
nesses. Since no
one else showed up,
Nate handed me the
prizes for the tourna-
ment and we sat
down to play a few
games. | have been
asked to save the
results of this
rematch for another
article. We played
several games
against one another
before stopping for
awhile to talk a bit
more about Nate's
first week as an FFG

employee. It was
good to hear that
Nate was getting

settled in to his new
position, even if he
was having trouble
finding an apart-
ment. After that, we
both decided we
wanted to check out
a bit of the conven-
tion and went our
separate ways for
awhile. | decided to
go room to room and
see what was hap-
pening at the con-
vention.
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| was amazed at the

sheer number of
demos for such a
small, localized
event. | watched

some of the demo
games for Fury of
Dracula, Doom (the
board game),
Descent, World of
Warcraft (the board
game), and
Runebound. | also
passed by a Fuzzy
Heroes game (role-
playing with teddy
bears, beanie
babies, etc.), speed
painters getting their
miniatures ready for
competition, a Beer
and Pretzels Space
Marines miniatures
game played from
home rules, and
Zombies!!! | love this
tile based game and
wished | could have
showed wup early
enough to sit in.
Some of the paint
jobs were amazing
with  some great
detail. Even though
miniatures that you
have to paint are not
my thing, | can still
appreciate those
who have the talent
to put the effort into
giving the pieces
detail and bringing
them to life. They
were relying on
attendees to vote for
the winners, so |
went ahead and
looked them all over
and cast my votes in
each category. | was
also sad to see that
there was a Cranium
game happening at
the same time |
would be in the
AGOT draft tourna-

ment later in the
evening. My wife and
| love Cranium. |
also passed by a lot
of games that just
blur at the moment.
There was literally
anything you wanted
to play available:
stacks of Dboard
games, plenty of
card games, and role
players huddled
around tables with
the sound of dice
rolling everywhere.
One of the coolest
setups | saw was a
huge table that used
large action figures
(think old GI Joe
dolls, not the newer
mini action figures)
for pieces. It was set
up to be Colonial
Marines against
Aliens and their goal
was to find and
destroy the Mother
Alien. It was a really
sweet setup that
once again made me
sad that | did not get
back to the game
board in time to grab
a slot. Also if you
enjoy people-watch-
ing, there was a very
eclectic group of
people that attended
the convention. My
personal favorite
was a woman with
backpack in tow that
| kept seeing in
almost every room.
She would walk from
room to room and sit
down at tables that
were between
games and just start
reading through the
rules of that particu-
lar game. After run-
ning into her three or
four times, it sort of

became an obses-
sion to scan the
room | entered to
see if she was read-
ing up on a new
game.

There were at least
three vendors pres-
ent as well, hawking

their wares. Of the
three, only two
accepted credit

cards, so those were
the two that got my
business for the day.
| walked away with
plenty of new games
for my wife and me
to play and perhaps
for you to hear about
in future months to
come. | picked up
Beer Money and the
two expansions
Lunch Money and
Lunch Money: Sticks
and Stones. Thisis a
card game that is
supposed to simu-
late a street fight. |
also picked up Super
Munchkin (after just
learning to play
Munchkin the night
before from Dan and
Jesi), The Settlers of
Cattan card game
and expansion, the A

Game of Thrones
RPG (which is
reviewed in this
same newsletter),

the Serenity RPG,
and a board game
entitled Mall of
Horror. | am a sucker
for zombie/horror
type games lately. |
was also witness to
one very excited
woman as she prac-
tically jumped up
and down and
screamed her joy at
finding some older

White Wolf werewolf
products for $5. |
think she told the
guy running the
booth how awesome
they were at least
ten times  while
handing over her
money for the treas-
ure she found.

Sadly, | did not get
to participate in any
demos for games
that | really wanted
to try, because | did
not get a slot for
them earlier since
the AGOT tourna-
ment was supposed
to run for several
hours, and by the
time | got back to try
and get a slot the
games were full. So |
had to be content
with walking around
some more and just
watching different
games being played.
Nate and | also met
back up in the FFG
room to play some
more AGOT. This
time we played with
some decks he con-
structed and wanted
to try out, because |
left my decks in the
car while | was walk-
ing around. Again,
the results of those
games will be saved
for the other article.
Once we exhausted
ourselves on AGOT
we talked a bit more
and then | decided to
go find some food,
since we had time
before the evening
AGOT draft tourna-
ment.

This is my first gripe
about the event. |
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really did not expect
there to be much
offered from the
actual convention
itself. It was your
typical frozen piz-
zas, hotdogs, etc.
That was fine and
completely under-
standable. My gripe
iIs that they actually
closed the restau-
rant in the hotel.
After debating a bit,
| decided | had
enough time to go
find food elsewhere

and took a little
drive. | eventually
found a little

Chinese place in a
strip mall. | am very
spoiled by Hunan
Garden in town here
and the meal left me
full, but not overly

happy.

At this point, | decid-
ed | needed to pur-
chase one more item
before heading to
the tournament. The
convention was sell-
ing t-shirts and |
wanted to offer a lit-
tle more support
plus have a t-shirt to
remember my first
convention by, not to
mention they were
only $10. So |
grabbed a t-shirt,
put it in the car, and
headed towards the
FFG room again to
prepare for the draft

tournament. | was
early enough that
Nate decided to

teach me how to
play Lord of Rings:
Confrontation. It is a
little like Stratego
but with a small set
of cards that

enhance the pieces
and the pieces them-
selves might have
special abilities as
well. It was an inter-
esting game that we
unfortunately did not
get to finish since
the other players for
the tournament start-
ed filtering in the
room.

So here | was, actu-
ally sitting down to
be competitive for
the first time as a
gamer. For those
who are unaware of
how a draft tourna-
ment works in col-
lectible card games,
each player purchas-
es 4 (we decided to
do 5 since there
were only 4 of us
competing) booster
packs of cards. Once
you purchase those
cards, each player
simultaneously
opens a pack of
cards, sorts through
the random cards in
front of them, and
chooses one card to
keep. Then the cards
are passed to the left
or right (the direction
is rotated when new
packs are opened)
and the next player
chooses a card from
the remaining cards
in that pack. This
continues until all of
the cards are spoken
for and the process
is repeated until all
of the packs are
opened and distrib-
uted. We decided
that all rare cards
would be redrafted
at the end of the
tournament, so that

players would try to
actually keep cards
to make a deck
instead of just keep-
ing rares. Then play-
ers are given 20-30
minutes to put
together a 40+ card
deck to play in the
tournament with.

It was about half way
through the card
selection process
when | realized | did
not have a real plan
for a deck. | was
simply grabbing ran-
dom cards without a
lot of thought. | start-
ed to see a lot of
cards drift by that
reminded me of my
Lannister deck so |
hastily decided to go
with what was famil-
iar to me. | ended up
making a
Lannister/Greyjoy
deck and since | was
playing two houses
in draft | needed 20
power to win instead
of the normal 15. |
would love to say
that | held my own
and brought home
the glory to
Rochester, but the
reality is | came in
last but learned a lot
about draft deck
competition. After it
was over, Nate gave
me some pointers.
Also, | was compet-
ing with one other
player for Greyjoy
cards, so we split
those up between
the two of us. The
top deck was a
Martell/Targaryen
deck which did very
well since no one
else was even grab-

bing for those cards.
After it was all over,
we each got a prize
of some Gold
Dragon certificates
(which can be used
to get free cards and
other things from
FFG) and some
booster packs. We
also tossed all of the
rare cards in the
middle of the table
and each of us got to
choose a rare in the
order that we placed
in the tournament,

repeating the
process until all 20
rare cards were
gone. After the draft
was over, it was
pretty late in the

evening so | decided
to call it a night and
start my ride home.

So to sum up my first

convention experi-
ence, it was a great
time. The atmos-
phere was relaxed

and there were plen-
ty of events to keep
just about anyone
interested. The
atmosphere was just
right for a first time
convention attendee.
It was small enough
that | did not get
overwhelmed and at
the same time there
were plenty of activi-
ties to keep me busy
through the entire
day. All in all this
was a great event
that | highly recom-
mend to anyone
looking to attend a
gaming convention.
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A Game of Thrones CCG
Tournament Report

By Jeff King

The March 18th tournament started on a slight
down note. At the last minute a Yu-Gi-Oh tourna-
ment was scheduled for the same day. Right up
to that last minute 4-5 players were on the fence
about which tournament they would participate in,
but in the end they went with the game they
already knew well.

While we may have lost people to the other event,
we did gain a player who basically walked in the
store, got a quick run down of the game, and
decided to play in the event. We ended up having
a total of 10 people play in the event and | just
walked around answering questions and keeping
track of time. This was good because there were
plenty of questions for me to answer.

People playing included: Jason (new guy off the
street), Rob (twin cities player), Nate (card devel-
oper), Chadd (new player), Cory (new player),
John M (new player), Steve (semi-retired player),
Jack (semi-retired player from the twin cities),
Gretchen (new to competitive play), and John D
(new player).

| started the event with the drawing for the two
new players that were going to play for free.
Jason and Cory both won and got their starter
decks and 3 booster packs for free. | then hand-
ed out the Old Bear's Crow promo card to each
player as they paid for their cards. | also handed
out the 20 power counters to each player. Nate
brought a bunch of promo cards with him and
players were able to look through them and pick
out promos. We allowed the new promo to be
used for deck building, but not the ones Nate
brought.

Everyone went off and opened their cards and
spent 30 minutes putting together a deck. Since |
had never actually seen what comes in the Winter
Starter, (I started the game on a premium starter)
| was not aware of the Treaty agenda being

included, so | went off the tournament rules and
let everyone play two house cards if they wanted,
so they could play House Only from both houses
if they chose this route. The theme was a day of
Starks.

Round 1 paired up Gretchen (Stark) vs. Chadd
(Stark), Nate  (Stark) vs. John D.
(Baratheon/Lannister), Steve (Stark/Lannister) vs.
Jason (Baratheon w/ Night's Watch Agenda), Rob
(I missed what Rob was playing), vs. Jack
(Baratheon/Lannister), Cory (Stark/Lannister) vs.
John M. (Stark). The winners for this round were
Gretchen, Nate, Steve, Jack, and Cory.

Round 2 was Gretchen vs. Cory, Nate vs. Jack,
Steve vs. Rob, Jason vs. Chadd, John M. vs.
John D. Winners for this round were Cory, Nate,
Steve, Chadd, and John D. One of my favorite
matches from this round was the Chadd vs.
Jason match, which was extremely close and
even with Chadd giving one of Jason's renown
characters a Night's Watch trait, and then playing
Ygritte to take control of the character to gain a
quick 4 power. Even by doing this, the round
ended (time was up for the round) with Chadd
winning by only 1 power. It was a well played
round that could have gone either way and it was
nice to see a new player catch on to such a nice
combo to give himself a power swing.

The first couple of rounds went a little slow. There
were a lot of questions to answer and everyone
was getting used to their decks. But it was well
worth it and everyone seemed to have a good
time. At this point John M dropped out. Rob decid-
ed to drop to keep the match-ups even and to
make the trip back home. Thanks again Rob for
coming out and supporting the event! | should
also mention that when Rob showed up he gave
me some extra Gold Dragon Certificates, demo
decks, and play mats. Nate also supplied me with
some extra Gold Dragon certificates and some
demo decks to replenish all the decks | had given
out.
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Round 3 match ups: Cory vs. Nate, Steve vs.
Chadd, John D. vs. Jack, and Jason vs.
Gretchen. Winners for the round were Nate,
Steve, Jack, Gretchen.

Round 4: Steve vs. Nate, Gretchen vs. Jack, John
D. vs. Jason, and Chadd vs. Cory. This round was
taken by Nate, Gretchen, John D., and Cory.

Just before pairing off the top 4, | had the drawing
for the remaining prizes. | added two AGOT card
vaults to the prize list and added a booster pack
to each vault. Cory and Jason each won a card
vault. John D. walked away with the Night's
Watch T-shirt. And the big prize, a set of the Ice
and Fire novels (4 hardcover books) went to
Chadd. . Nate decided to end his 4-0 run to allow
the newer players to round out the top 4, although
he stuck round to see how things turned out.

Round 1 for Top 4 was Steve vs. Cory and
Gretchen vs. John D. Steve and Gretchen won
and played each other for 1st and 2nd. John D.
and Cory faced off for 3rd and 4th.

Steve might have been playing Stark/Lannister,
but Arianne Martell was a great asset in his deck,

especially once he added a few attachments.
Steve took 1st and Gretchen took 2nd. John D.
and Cory faced off right up until store close and
ended with a close match but John D. took 3rd
and Cory took 4th.

First place won 160 Gold Dragon certificates and
a booster pack. Second place won 120 Gold
Dragon Certificates and a booster pack. Third
place won 40 Gold Dragon certificates and a
booster pack. Fourth place got a booster pack.

All in all it was a good event with a nice turn out.
We pulled in 5 new players for this event. It also
sounds like Steve and Jack came out of semi-
retirement to play in this event and are looking
forward to future events. | thank them for check-
ing it out and participating.

| would love to detail more of the matches, but
with me being called for rules judgment from table
to table a lot during this first tournament, | did not
get to watch too many games play out fully. | just
caught snippets of games here and there.
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Saga of the

By Tobias Parks

Waking up dead is

never a good thing.

But for the Player

Characters of the

"GIRLS NITE" group

that's apparently what

has happened. Each

of the PCs has awok-

en to find themselves

naked on a slab in a

morgue. On top of the

physical situation

there is the fact that

they have no memory

of who they are, or

how they came to be in this predicament. Not the
most promising beginning to a D&D adventure,
but in the coming weeks we will see what they
can do to rectify the situation.

As noted by the name of the group the Players in
this particular game are all women and as a DM |
have never found myself in such a peculiar situa-
tion. While | have played and been Storyteller for
female players before | have never been so out
numbered before. | am the only guy in this game
group, which is presently comprised of three play-
ers. Jes Rosfeld is portraying a mute female elf,
as is Tam Carter. My wife, Monique, on the other
hand is endeavoring to play a male elf whose
characteristics are intended to mimic that of
Orlando Bloom as Legolas.

So far the characters have discovered their situa-
tion and explored the various autopsy rooms of
the Mortuary. They have discovered many
strange things; skulls in jars, rogue zombies,
crude medical practices in terms of autopsies,
and the fact that while they seem to have been
mistaken as dead at some point they still have
pulses. This fact is the only thing that stymied all
attempts by the Dustmen of Sigil to put these
"wandering souls" back in their places... i.e. the
crematorium.

Lost Souls

These characters have tried to do the best with
these bewildering circumstances and have
encountered one situation in which combat was
truly necessary and they fought their way past it.
After which they discovered the log books con-
taining their personalized interment records as
well as the storage place of their gear and equip-
ment which they do not remember owning. At last
glance they were able to force their way past a
funeral procession and into the streets of Sigil, the
city of doors that lies at the heart of the multiverse
of planes. Here they encountered the oddity of
the city itself, for Sigil does not lie on any known
continent or world but with in a taurus that floats
above the ground and rotates around the Spire,
which lies at the very center of the Outlands. (For
more information on Sigil, the Spire, the Outlanes,
or the Planes check out the Manual of the Planes
and the Planar Handbook. Both produced by
Wizards of the coast for D&D 3rd Edition.)

In the coming weeks | will endeavor to keep you
all appraised of how these femme-fatales man-
age to do as they proceed through the Saga of
Lost Souls and try to recover all that they have
lost and get to the heart of the matter as to why it
happened in the first place.
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So, There We Were...

don't know me very
well 1 will simply say
that 1 am fun loving
guy who has enjoyed

By Tobias Parks

So, there we were in
the middle of the
corporate sector,
downtown Seattle.
There were four of
us in the troupe; my

friends were the
wage-mage Akel
Ronin, the street
samurai Karn, and a
mostly useless
assassin whose
name eludes me at
this date. For
myself, in this
instance, | was play-
ing Fender
Uxbridge, a dwarven
mercenary.

We had just made a
successful raid on
the corporate enemy
upon whom our ver-
sion of Mr. Johnson
had paid us to do.
We were on our way
out of the complex
with enough data
disks and other espi-
onage to possibly
ensure that trip to
the Pocono's that we
had always wanted
to take, when out of
no where rumbles
two large grey APCs
with the corporate

security symbol
emblazoned on their
hulls. Security

troops armed to the
teeth poured from
the hatches and the
best laid plans of

men and dwarves
was reduced to a fire
fight in a matter of
minutes.

The players involved
in this game of greed
and ammo spewing
was a small band of
friends from my
short days in col-
lege. And while we
had played a wide
variety of games and
characters through-
out our time in col-
lege; this particular
troupe of Shadowrun
characters had been
together for only a
few adventures.

The setting for what
should have been a
relaxing, casual
game of Shadowrun
was instead the
office of the Dean of
Students at Pillsbury
Bible College, a
small  school in
Owatonna where we
all were students.

What made this
game awkward,
besides being held
away from our

favorite game room,
was the fact that we
were on display.

While we played an
ammo spewing Role-
Playing Game our

headmasters and
school guardians
observed, and
judged.

Allow me to explain.
For those of you that

games of all vari-
eties for more than
two decades now. |
was also raised in a
very pious and reli-
gious household. In
fact at one time my
father pursued a
vocation as a pastor;

making me a
Pastor's Kid.

As my sister and |
grew older and

began to look at col-
leges, dad made it
clear that while he

would not define
what college we
went to, it was his

desire that we spend
at least one year at a

Bible College. So
when |1 was 17 |
shipped off to

Pillsbury; where for
a time my pursuit of
the role-playing
hobby was at an
end.

Finally at the onset
of second semester
as people were mov-
ing into the school
dorms; | noticed a
fellow whose Ilug-
gage was right down
the hall from my
room. Among his
belongings were
multiple crates of
books and a large
Star Trek poster. |
soon introduced

myself to the person
who would soon
become my room-
mate for the next two
years.

His name was Alex
and | like to think we
hit it off quickly. It
took me but a few
moments in his room
to realize that | had
met a kindred mind.
We chatted about
what brought us both
to the Bible College
and what we thought
of the place. We
talked about the var-
ious people that we
knew on campus and
off and compared
notes on the food;
including mystery
meatloaf served
every Wednesday at
6:30 in the com-
mons. As we talked |
watched as my new
friend unpacked a
wide array of role-
playing books and
even a few dozen
finely painted fig-
urines.

My friendship with
Alex lead me on a
variety of adventures
and | have other sto-
ries to recount about
those days in pleas-
ant Owatonna, not
all of them taking
place around the
gaming table. The
few that did may find
their way to these
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but
that, as they say, is
another story.

very pages...

As for this particular
game of Shadowrun
and being on dis-
play; there are some
other facts that may
be important to note.
The first of which is
that the religious
right has always
held a somewhat
contemptuous and
hateful stance when
it comes to the
hobby of Role-
Playing. This | am
sure can be docu-
mented and under-
stood but it is not the
point of my story.
Suffice it to say that
when the school's
administrators dis-
covered that we had
been playing these
games they immedi-
ately moved to block
our enjoyment by
making them a
banned commodity.

We argued for our
rights and were told
that the school had
its own laws and that

by attending the
school we had
agreed to allow

those laws to super-
sede any of our so

called rights. In
essence they told us
that they had to

make rules based on
what it deemed was
good for the student
body.

So- effective imme-
diately games with a
historically question-
able background
such as Dungeons &
Dragons had to go.
Other games, which
were not so clearly
documented as hav-
ing dealings with the
demonic powers of
the devil, would be
considered in time.
Which is what
brought us from our
usual gaming spot
and into the office of
the deans. The other
games that we
played at the time
with any real seri-
ousness were
Shadowrun, Star
Wars and Battletech.
For some reason we
elected to use the
Shadowrun game as
our demonstration of
the harmless nature
of such games and
we were into our
second hour of play
when it all went
south.

As | said before we
had made it out of
the complex and
were almost to the
"end zone with the
package" and we
could almost see the
New Yen signs;
when out of no
where screams two
armored personnel
carriers full of crack
security forces. The
said firefight erupts
and we were forced
away from our route

of escape and
toward a nearby res-
idential sector.

At this date | have a
hard time recalling
the true course of
events but somehow
we ended up seeking
cover. One of us
went down to a bar-
rage of fire by the
security forces and
the rest of us made it
into the home of
some old lady with a
lot of cats... no |
mean more cats than
that.

So there we were in
a crappy old apart-
ment surrounded by
cats having to deal
with this terrified old
woman who was
convinced that we
intended foul things
for her cats. On top
of that we were still
facing a troop of
security guards and
just when the situa-
tion looked its most
grim we heard the
sirens of Seattle's
finest and best paid.
Moments later we
are surrounded not
only by those damn
cats but both a troop
of security forces as
well as the cops; and
there appeared to be

no way out.
That's when I
noticed that there

was a backdoor in
the apartment that
abutted onto a land-
ing that lead into the

alley. Inside the alley
there were but two
police cars and
that's a number that
looked a whole lot
more inviting than
the swarm that faced
us on the front half
of the building. All
we had to do is
remove the cops and
make a break for the
nearby sewer sys-
tem and we could
take that a few
blocks over to our
getaway vehicle. But
how do
Shadowrunners

remove two police
cruisers? Why
grenades and lots of
ammunition of
course.

Oops!

Remember how |
said we were on dis-
play here. The
choice to fight the
cops ended the

game. | don't think |
even got to roll the
damage wrought by
my wonderful explo-
sives before we were
told to stop the
game. The deans
said that all Role-
playing from that
point on was disal-
lowed due to the dis-
respect that we
showed to the police
who were icons of
authority. So there
we were.
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June Gamer of the Mon

Jeff

1. How does it feel to be the first Gamer
of the Month in RGC history?

It is pretty exciting. Not because | am the
first, but because it is a new direction and
a new addition to RGC as a whole. | get
excited when our members find new ways
for us to branch out and communicate with
each other and with others. So | was excit-
ed to see the idea come into reality. Being
chosen to be the first to go through the
process is just an added bonus.

2. How do you feel you have beeninflu -
ential to the exp ansion of RGC and it s
events?

Back slightly before RGC became RGC |
showed up to a Friday night game just to
see what was going on and maybe talk a
little about the A Game of Thrones CCG
that | just started demoing up at Jimmy
Jams. That is where | first met Toby,
Monique, Dan, and Jesi. We all talked for
awhile and Dan and Jesi taught me
Munchkin. Now fast forward a bit and
RGC has been formed and | find myself as
interim Co-President on the Board of
Directors. That is a far stretch from show-
ing up to play a game or two. But how do
| feel | am influential? | think | bring some
of the business aspect that is needed to
make RGC legitimate. | think the business
side to becoming a non-profit organization
was a bit overwhelming and | hope | have
helped with the transition from local gam-
ing group to a potential community name.
We have come a long way from concept to
reality, but there is still a lot left to be done.
| like to hear new ideas and work with peo-
ple on shaping the ideas that make good
sense for the organization. | work for the

King

organization whenever | can. | have
worked with Tony to setup the Friday night
game demoing at Chateau Theatres. |
have talked about RGC to everyone | meet
up at Jimmy Jams and when | am demo-
ing and running tournaments for the A
Game of Thrones CCG. | have written
many articles for the e-zine and I still have
hope that we can put together a great e-
zine and that it will see distribution in the
near future. | also make myself as avail-
able as | can for our members and for
gaming. | enjoy seeing RGC members at
Jimmy Jams on Wednesday nights for
gaming. We also have the upcoming
Game Day event on June 17th that | jump-
started on the forums. | cannot wait to see
how that turns out. My hope is that the
group will see it as a big success for the
organization and something we might
want to attempt on a regular basis.
Hopefully events like this will assist in get-
ting our name out in the community and
warm everyone up for the day we finally
have the convention here in Rochester. In
general | try to be a public face for RGC
and hope people see it as a positive reflec-
tion on the group and check us out.
3. Tell us, when did this "gaming"t ake
over your life? Or has it?

Gaming has not taken over my life. It does
eat up a good portion of my income lately
though. | would say that gaming has
become a bit more prevalent in my life in
recent months. Getting more involved in
gaming had a lot to do with the wonderful
people | met not only through RGC but up
at Jimmy Jams as well. | also got caught
up in the enthusiasm of seeing RGC
become a reality and that has driven me
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even further into gaming. So between
RGC and the A Game of Thrones commu-
nity | have become a more serious gamer
again. Prior to that | pretty much just ran
an online Heroes Unlimited game, and
played in a few as well, and played the
occasional game at home with my wife
and my son. Hanging out at Jimmy Jams
and with other RGC members has intro-
duced me to a few new games that | now
play: D&D Minis, Star Wars Minis, Ticket to
Ride, Apples to Apples, Vs (although | no
longer collect the cards), and starting the
Rochester meta has kept me extremely
interested in continuing with A Game of
Thrones.

4. How were you first introduced to the
whole concept of gaming out side of a
computer or a console system, when
did you first learn about Role-playing
Games, Collect able Card Games, or
anything that you play .

Other than your typical kids games (I still
remember playing Stratego in school as a
young kid, and games of Connect Four
over at a friend's house) my first real ven-
ture into gaming was with Role-playing
games. | started Role-playing around the
age of 10 or so. For someone who liked to
write, this was a perfect outlet for some of
my overly active imagination. | started out
with the old boxed version of basic
Dungeons & Dragons. If you're a Role
Player, you remember it well; the old red
box and the cheap dice that came with a
crayon to color in the numbers. | stayed up
all night reading those books. Role-playing
has a special spot in my heart for me. You
see, it was more than a game to me. My
grandmother, the only real family I've ever
had, bought that boxed set for me. She
was a very special lady. | cherished each
and every gift she ever got me. This partic-
ular gift has lasted a lifetime. She never
attempted to criticize anything | ever did.
She never tried to take away my dreams.
In fact, she attempted to help them grow.
She always believed in me. Anyway, | feel
that every time | Role Play, I'm using the
gift given to me by a very special person in

my life. | have run many type of games
over the years and even helped run mas-
sive online campaigns. | sort of adven-
tured into collectible cards games the
same way most people did; through
Magic: The Gathering. | played for several
years and even ran online clans with tour-
naments. During that time | tried many of
the other CCGs that came along but really
never stuck with anything like | did Magic.
Eventually the rules changed in Magic a
little too much for me and | stopped play-
ing that as well. Fast forward many, many
years and | picked up the A Game of
Thrones CCG because my wife and | com-
pletely love the books the game is based
on. My wife has tried Magic with some of
my older Magic cards, but did not really
care for it one way or the other, but A
Game of Thrones hooked us both right
away.

5. Has gaming been a good experience
as a whole for you? Have you met many
interesting people or seen interesting
places?

| do think gaming has been a great experi-
ence as a whole. | cannot think of too
many bad experiences overall. Sure
everyone runs into that campaign that was
not run well or the annoying player who
ruins the fun factor from time to time, but
there are still positives that can be taken
away from those situations. | have met a
lot of cool people through gaming in all
phases of my life.
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As for interesting people | have met
because of gaming, | guess | would count
Nate French and Luke Reed into that cat-
egory. | met both Nate and Luke basically
the day before each of them started work-
ing for Fantasy Flight Games and devel-
oped a decent friendship with both of
them. Luke | actually talked to a few times
online before actually meeting him since
he was excited that | was putting together
a Rochester meta for A Game of Thrones
and he knew a couple of people in the
area that might play. Both of these guys
are really cool and | think the A Game of
Thrones community is much better off
knowing these two are working for the
future of the game. Plus, they make the
trip to Rochester whenever they can to
play in our tournaments and meet the
Rochester players. | think that has had a
great impact on the local community. As
for interesting places, | have lived all over
the United States, mostly up and down the
east coast. | also went to Irag and Saudi
Arabia during Desert Storm. | never got
the chance to drop in Kuwait though. That
had nothing to do with gaming though; |
was in the Army and sent over during the
war.

6. How does your family react to your
daily or weekly Gaming escap ades?
For the most part my family is supportive
of me picking up another hobby to replace
a few of the ones | gave up in the past few

years. | use to play in pool leagues and
had a great team that helped bring home
quite a few trophies, but | got burnt out
being the team captain and trying to keep
everything running smooth, especially
after one of my teammates moved to
Chicago and drove back from time to time
for tournaments. So | stopped playing
pool, | have not collected comic books
since | left the military because of the cost
(I was dropping $50+ a week back in the
80s and 90s), | have not played Magic
since around Ice Age, etc. Basically the
only hobbies | kept was an online game of
Heroes Unlimited and my movie collection
(1200+ DVDs and still growing); neither of
which really got me out much. So when my
wife and | started playing A Game of
Thrones and | eventually talked about
starting a meta in Rochester, she told me
to go for it. From the meta my interest in
RGC grew and she's been supportive of
that as well.

The only time it is an issue is because of
both of our hectic schedules and some-
times we have to negotiate for certain
days. Also, my wife goes back into work on
Monday and Tuesday evenings and |
demo on Wednesday and Friday evenings
and weekends are always up in the air
about what is going on, so the only day we
are both home together is usually
Thursdays. Sometimes that can be rough.

My son does not seem to mind my gam-
ing, especially since we started playing a
modified version of Dungeons and
Dragons miniatures. He loves my minia-
ture collection and we get to play a game
together which is always a bonus. So D&D
minis are my son's gateway drug into gam-
ing. ;-}

7. What would the 'ultimate gaming
store' be in your mind?
The ultimate gaming store in my mind
would be a place with plenty of room. |
would love to see an area for free, public,
open gaming and then possibly a rentable
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game area that could be used by gamers
that want more privacy and a decent
space to game. The game store would
either have a serious amount of choices
for food and drinks, or they would allow
certain amount of outside food in. The
store would have a clean and friendly
environment. Oh, and it would have a
decent set of evenings hours (open until at
least 9PM during the week) to accommo-
date us gamers that work a typical day
shift. 1 would love to see a gaming store
that used the ultimate gaming table design
| posted to the boards as their main tables.
That would be sweet!

8. You are stranded on a desert island
with a small group of people, what 3
games help you relieve the boredom?
Well | have to have plenty of A Game of
Thrones cards so we can all make differ-
ent decks of course! D&D or Star Wars
miniatures are great fun. And even if it will
make our board game experts cringe, |
love Cranium so that would probably
round out my 3 choices.

9. You suddenly find yourself a lottery
winner, what do you use the money
for? Do you stop working?

| first use the money for the basics of pay-
ing off bills, etc. After that | think | would
love a shot at running the gaming store |
talked about above. As far as work, | can-
not see myself not working. | am not even
sure if running the gaming store would be
enough for me. My wife might have to run
it during the day so | can continue being a
programmer. | love what | do and | love my
current job, so | would have to keep work-
Ing in some capacity.

10. What is your all time favorite game?
If you play multiple types of games, you
can list a favorite for each category .
Role-playing: | feel like | should say D&D
out of loyalty since it is the system | start-
ed on, but | think I am going to have to go
with Heroes Unlimited. | just love my cam-
paign world for Heroes Unlimited and have
had some great games as a player and a

GM with this setting.

Board Game : Like | said above, | love
Cranium. It is a great party/social game
and with its various elements it is easy to
find something that everyone is comfort-
able participating with.

Miniatures: Everyone tells me Star Wars
is better than D&D for miniatures, but |
have to list D&D here because it is what |
started with and it has brought some qual-
ity time with my son around the table. Plus
| have only played one game of Star Wars
miniatures so far.

Collectible Card Game: A Game of
Thrones hands down. | use to play Magic,
| tried Pokemon when my ex-girlfriends
daughter got into it heavily, and | have a
box full of other collectible card games |
have tried over the years, but nothing has
captured my interest like A Game of
Thrones. | just love the mechanics of the
game. | love the strategy involved, and |
love the books the game is based off of. |
also do not think A Game of Thrones is as
big of a rare chase as a lot of CCGs and
have made competitive decks with mostly
commons and uncommons. The A Game
of Thrones community is awesome and
the prize support is pretty decent for tour-
naments.

Card Game: We do not play a lot of other
card games, but we love Phase 10. | own
a few others, but Phase 10 is easy to get
a lot of people involved in and is fun while
being challenging.

Video Games: | play a lot of video games
as well so this will be difficult too. On the
console | like the X-Men Legends series.
Vampire: The Masquerade: Bloodlines on
the computer has one of the scariest
haunted mansion/hotel scenes ever. |
don't even get jumpy at scary movies, etc.
But | played through that scenario one
night in the dark with my speakers up and
it freaked me out. | was jumpy and my
heart was racing. The Star Wars Knight of
the old Republic games are great. Both
Freedom Force games are cool. Pirates,
Call of Cthulhu: Dark Corners of the Earth,
Grand Theft Auto (take your pick),
Dungeon Siege, Black & White, Baldur's
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Gate, etc. All are great games and this
particular list could go on forever.

11. What game(s) do you want to play
but have not yet?

| own Mutants & Masterminds but have not
tried it yet. | have heard nothing but good
things about it so | hope to give it a shot
someday. | also own the latest edition of
Shadowrun and have not played that
either. | finally got to play the A Game of
Thrones board game (thanks to some of
our other RGC members!!!) and that was
great. | have a few other board games that
| have not tried yet and hope to give some
of them a shot. Some of those are: Kung
Fu Fighting, When Darkness Comes,
Super Munchkin, and Mall of Horror. |
actually kept thinking of buying Betrayal at
House on the Haunted Hill to try it out.
Thanks to Kyle and a demo copy up at
Jimmy Jams | have played it a few times
now, so that is cool. Mike always lists an
entire set of games | have never tried.
Basically | am interested in trying just
about anything once.

12. Is there a p articular game or games
you do not care for?

| seem to be in the minority for the people
that did not like Morrowind. | just cannot
get into this game no matter how hard | try,
and | love computer RPGs. | kept putting it
aside and coming back to it hoping | would
like it, but | just cannot stand the game.

13. What is your favorite movie?

Man, this is a tough one since | collect
movies. | might have to attempt categories
for this one.

Comedy: My wife and | both enjoyed 40-
Year-Old Virgin and Waiting...

Comic Book: The Crow is an old favorite,
but man Batman Begins brought a lot of
faith back to comic book movies, didn't it?
Yes, | also enjoyed the X-Men and Spider-
Man movies.

Drama: This is a tough category because
of all the great dramas, but | am going to
go with The Shawshank Redemption |
think.

Animated: The Incredibles.

Action: Desperado. Another hard choice
to make though.

Horror: This is going to be tough. | have
been a horror fan, especially b-movie hor-
ror films, for a long time. | love the
Hellraiser series. Saw was great. The
Grudge was pretty decent. Also the Dawn
of the Dead remake was pretty good too,
even if the zombies did move at a fast
pace. The Sixth Sense and Stir of Echoes
are great as well. Like | said, this is a tough
category for me.

Sci-Fi: Serenity was a great movie that
more people should have gone to see!
Strange Days was a cool concept of a
movie. And although a lot of people hate it
(especially people that read the book -
which | have not), | liked the first Starship
Troopers.

| guess | will stop there. | know quite a few
more categories | could go into. Although |
do have to give honorable mentions to
Poolhall Junkies, The Boondock Saints,
and Equilibrium.

14. What is your favorite type of music?
| have a very eclec-
tic collection of
music. My CD col-
lection is just slight-
ly behind my DVD
collection. | use to
be a DJ so | have a
lot of variety in my
music. | listen to
everything from
some Country to
Heavy Metal and
Alternative Rock to
R&B and Pop, but
my main listening is
hardcore hip-hop. |
grew up on it, |
played it a lot as a DJ, and | still listen to it
today. This tends to surprise a lot of peo-
ple. I won't get into my background a lot,
but trust me it fits. ;-}

15. What are some of your favorite
books/authors?
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George R.R. Martin's A Song of Ice and
Fire series has easily climbed to my top 3
all time favorite series of books. Let's see;
no one writes a fight scene like R.A.
Salvatore. Orson Scott Card's Ender
series is pretty decent, especially since |
read more fantasy than sci-fi. The Death
Gate Cycle by Margaret Weiss & Tracy
Hickman is an excellent read, as are the
main Dragonlance books by them as well.
Joel Rosenberg's Guardians of the Flame
are an excellent read as well. This series
is about a group of role players that get
turned into their characters by the GM who
happens to be a wizard from another real-
ity. | like Terry Brooks, Terry Goodkind,
Michael Moorcock, and Paoilini.

16. Can you give us your favorite gam -
ing story?

Well, | think it would go back to when | was
in the Army and after | came back from the
war and was stationed in Virginia. |
hooked up with a gaming group that
played D&D every weekend. Eventually
we got tired of D&D and started running
Heroes Unlimited. This was my first expe-
rience with the game and | have been
playing it ever since. After awhile the gam-
ing group sort of filtered out, which hap-
pens on a military base as people get
transferred, and in the end it was just me
and my friend playing in each other's
worlds. We would switch of GMing Heroes
Unlimited every Saturday and Sunday. We
both played multiple characters in each
others worlds and a lot of times had to
face off against our own characters if the
situation came up that put them at odds.

One of my characters was a space combat
military type. She was all gung-ho and
always got the job done, but had a way of
getting herself almost killed all the time
until she finally was more machine than
human anymore. Her nickname was Lady
Ace or Ace of Spades. Somehow she
ended up on a planet with a few of my
other characters and they ended up being
at odds. The group she was with was on
the run from my wolf-like alien that could

turn himself into electricity. | remember
him catching her scent and breaking away
from his group to give chase. The rest of
his team could not keep up, so they just
followed as best they could. Lady Ace was
being urged to run through the forest by
the group she hooked up with, all of them
in a panic about being caught by my wolf-
like alien. At first, Lady Ace complied with
their wishes and simply ran along with
them, but it really got on her nerves
because it was not her style. As she ran,
her hearing implants caught the sound of
the chase and she got few up with running
so she simply stopped. The group she was
with continued to plead with her to keep
going. She simply held up her hand and in
her commanding voice said, "Give me a
minute." Lady Ace lowered herself to one
knee and took out her most lethal weapon.
She went into total concentration mode
and sighted the weapon towards the
approaching noises she heard. The peo-
ple with her were in a complete panic.

It was at this point my friend asked me
what my intentions were. | looked at him
and said, "Simple. Headshot. Lady Ace is
pissed off about running and she plans to
make a statement about it." My friend
chuckled and asked me if that was really
what | wanted to do. | said yes. The die
roll: a natural 20.

My wolf-like alien made it to the small
clearing in time to look up and get the full
blast right in the face, taking his head
clean off.

Lady Ace simply stood up, looked at the
people she was with (who were all
awestruck) and said, "Now we can go."

My friend stopped the game for awhile to
let the laughter drain from him and repeat
over and over again, "Man, | cannot
believe you did that! To your own charac-
ter! That was cold, man!"

That was just Lady Ace. ;-}
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Another Visitor Comes To Town

By Jeff King

Rochester has become quite the stopping
point for people that are about to start
working for Fantasy Flight Games. |
already wrote about the time that Nate
French stopped in Rochester on his way
to Fantasy Flight Games to be a collectible
card developer for the company. Nate
also made a return visit to attend the
grand opening of the Rochester meta.

So | get a private message from Lucas
(Luke) Reed, one of the extremely active
members of the online community. He
asks if it would be possible to stop in
Rochester on Saturday, March 25th to visit
and meet face-to-face. It started out as us
possibly playing a few games of A Game
of Thrones up at Jimmy Jams, or hanging
out and watching a movie. The weekend
before | had heard from Nate that Lucas
applied for the Community Relations
Representative for the collectible card divi-
sion so | figured he was going to be in
town for the interview. | happily make
quick arrangements to be available that
Saturday.

As the week before the 25th progresses,
plans start to slowly change. Also, the
night before the visit Fantasy Flight
Games announces that Luke did indeed
get the position. The visit turns into a full
blown, impromptu event up at Jimmy
Jams. Nate decides to make the trip, a
player from lowa comes up, a player from
the twin cities makes an appearance, and
several of the Rochester players get
involved as well. Between Luke and a few
other players we scrounge up enough
booster packs to hold a draft event. Luke
even had gold dragon certificates to hand
out to the winners. Luke and | were able
to get in a good start of a game prior to the
event beginning, but once everyone start-
ed showing up we decided to get the event
going. In order to give all of the participat-
ing Rochester players a spot, | dropped

from the draft. This ended up being ok
since Igor showed up and it gave me a
chance to demo A Game of Thrones for
him and answer some questions about the
game. It also allowed me to answer ques-
tions for people playing in the tournament.

For something that was on the spur of the
moment, this turned out to be a great
event and it allowed many of the
Rochester players to get a feel for a draft
before we have our 'official' draft tourna-
ment on April 8th. It was great to visit with
Nate and Luke and it was also great to
meet Eric, the player that showed up from
lowa. Luke ended up having to leave
early, so | sat in and played his deck for a
round. Unfortunately, card draw was not
kind to me and | lost quickly. A second
game for fun put me on top though, one
game too late.

The rounds were played out as follows:
Round 1:

Eric vs. Luke - Winner: Eric

Nate vs. Chadd - Winner: Nate

Cory vs. Steve - Winner: Cory

John D. vs. Jack - Winner: Jack

Round 2:

Eric vs. Cory - Winner: Eric

Nate vs. John D. - Winner: John D.
Luke vs. Jack - Winner: Luke
Steve vs. Chadd - Winner: Steve

Round 3:

Eric vs. Nate - Winner: Eric

Steve vs. Luke (sub: Jeff) - Winner: Steve
Cory vs. John D. - Winner: John D.

Jack vs. Chadd - Winner: Chadd

(Steve dropped so top 4 was as follows):
Round 1 for Top 4:

Eric vs. John D. - Winner: Eric

Cory vs. Chadd - Winner: Chadd

Round 2 for Top 4:
Eric vs. Chadd - Results: Chadd (1st
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Place), Eric (2nd Place - Eric dropped to
get a start for lowa)

John D. vs. Cory - Results: John D. (3rd
Place), Cory (4th Place)

So once again, Rochester attracts some
attention from the collectible card game
division of Fantasy Flight Games. | have
to tell you, this is a pretty exciting time to
be involved in the A Game of Thrones
CCG. Both Nate and Luke bring a level of
excitement to the game that has not been
seen in some time. | look forward to future
expansions and events with these two
behind the wheel. One of my major com-
plaints about the make-up of the demo
decks was echoed by Luke and it is on his
list to sit down with Nate and design a bet-

ter demo deck for future releases. Both
Nate and Luke have said they have
enjoyed visiting Rochester and seeing our
meta grow. Both also continually check
their schedules when | post events and
hope to attend as many tournaments as
they can. Luke is already talking about try-
ing to make it back for the
common/uncommon constructed deck
tournament we are having on April 22nd.

| am personally happy to see this level of
involvement from the company that makes
such a great game. It only adds to every-
one's enthusiasm to play in events. Nate
and Luke are both welcome anytime they
can make the trip.

A VIsitor

By Jeff King

| showed up at Con
of the North ready to
participate in the A
Game of Thrones
constructed deck
tournament.
Unfortunately | was
the only one that
was able to show up
that early in the
morning. So | found
myself with a few
decks and no one to
play against.

That is not entirely
true. Nate French
was there to run the
constructed tourna-
ment. The two of us
sat down to have a
rematch. My

Lannister deck still
held up pretty good.
Nate had me on the
ropes at one point,
but a well drawn
card allowed me to
strip him of 8 power
and put me back in
the running, to even-
tually win the game.
Of course, subse-
guent games found
me on the losing end
to Nate. The best
game was probably
one that Nate com-
mented on the fact
that it was eerily rep-
resentative of the
actual books them-
selves. | won't ruin it
for those that still
need to read them,
but he pointed out

three or four scenar-
ios we encountered
during the game that
pretty much could
have come right out
of the books.

After a break in
which we both
checked out the rest
of the convention,
Nate and | came
back together and
this time | played
with a couple of
decks he construct-
ed the evening
before. | was more
than happy to help
Nate test his decks,
especially since | left
mine in my car. The
first couple of games
went to Nate as |

tried to get use to
what Nate was trying
to accomplish with
his deck. But once |
got use to the deck, |
was able to get a
couple of wins in
myself.

So the bottom line
became that Nate
and | still trade wins
and losses, but |
have no illusions
about the fact that
Nate knows this
game on a level that
| will probably never
get to. | guess that
is why he works for
the company.
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RGC Takes Over Jimm y Jams:
A Game Day Event Summar y

By Jeff King

RGC Takes Over Jimmy Jams: A Game Day
Event Summary
Written by Jeff King

Where were you on Saturday, June 17th, 20067 |
know where you should have been; you should
have been at Jimmy Jams! Rochester Gamers'
Community hosted its first ever Game Day event
from 10AM to 7PM and it was a blast!

We had 3 role-playing events running throughout
the entire day (D&D, Heroes Unlimited, and
Modern D20). We also had board games, card
games, and miniature games all running demos
for people to try out. At any given time you could
have been playing the following games: Vs, A
Game of Thrones CCG, Kung Fu Fighting, Ticket
to Ride, Mysticards, Mall of Horror, Lord of the
Rings TCG, Star Wars miniatures, D&D minia-
tures, 5 Crowns, Apples to Apples, Carcassonne,
and many more! Many people did take advan-
tage of the multiple stations and tried as many
new games as they could fit in.

The games were not the only thing happening
either. Thanks to donations from Chateau
Theatres, Robert's Specialty Company, and vari-
ous RGC members we were giving away door
prizes every half hour. People were laughing,
playing games, having a great time, and winning
stuff on top of it all! Jimmy Jams also offered sev-
eral discounts and specials for the day to help
people get started on some of the games they
might have enjoyed demoing.

We counted 32 unique names in our door prize
tickets and there were several other people that
stopped in and talked with us, but did not register
for prizes. Jimmy Jams was comfortably full the
entire day.

If you missed it do not worry RGC plans to do
several more events in the future. In fact, August
5th we are sponsoring a Picnic Game Day at the
West Silver Lake Picnic Shelter. In our next pub-
lication we will recap the events held at the Picnic
Game Day.

| would like to thank all of the RGC volunteers that
gave up their Saturday to make sure everyone
attending the event had a good time. | would also
like to thank our sponsors that donated items so
we would have great door prizes to give away.

In closing, | want to share some comments made
by various members of RGC about this Game
Day.

"l think the Game Day was a big hit. We had sev-
eral people show up and demo and lot of different
games. All the people running the games knew
what they were doing and could explain the rules
very well. | heard only positive things from people
who came to the event. All in all RGC did a mar-
velous job and every one had a good time."

Kyle

"As for being a first time event for RGC, | think
Game Day went very, very well! | enjoyed seeing
old and new players come in and try out different
games, and have fun. Having prizes given out
every half hour was like an incentive to stick
around and keep playing games. Overall it was a
great day and | hope we have many more to
come that are just as great!"

Tam

"The first annual Games Day was a huge suc-
cess. The people kept moving around the tables
looking at, asking questions about, or trying to
demo new games. The sound of chatter in the air
gave the impression that everyone was having a
grand time."

Igor

"l thought the games day went really well. | taught
guite a few people new board games and had a
lot of fun."

Michael

"l thought it went very well too. Better than |
expected in truth. | have seen how cramped, and
load, and over-crowed Jimmy Jams can be when
some CCG tournament or event is going on. So |
was sort of worried it could be like that on
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Saturday but it was not. Really just the perfect
amount of people came. Enough to always have
players for the games, but not so many that the
space could not handle it. From what | could tell
everyone seemed to be having a good time."
Sheldon

"Unfortunately, | was there for only 2.5 hrs, but |
had a good time and really didn't want to leave! It
appears that RGC has gained a few new mem-
bers as a result of the Game Day, so from that
respect alone, it was a success. | also met a few
new people (and got to know some others better
as welll). These are good, and should have
more."

Karl

"Wow, what can | say. Games, games, and more

games as far as my eyes could see. The RGC's
Game Day event was everything | had hoped for
and more. Everywhere | looked people were play-
ing something. Some played old favorites and
others playing something new. | hope to see more
Game Days like this in the future!"

Matt

Editor Note: Did you know that besides planned
Game Day events members of RGC meet at
Jimmy Jams on Wednesday evening to play
games from 5PM-9PM? They also demo games
at Chateau Theatres on Fridays from 8:30PM-
11:30PM (or later if people are still playing!). Stop
in sometime and check it out!

Artwork by Katherine Anderson
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A Game of Thrones RPG Review

By Jeff King

Let's see. A Game of
Thrones in the title,
check. The article is
written by Jeff King,
check. Here we go
another article about
the collectible card
game. Normally you
would more than likely
be correct, but this time
| am here to talk about
a different game based
on the novels by
George R.R. Martin
and that is the role
playing game.

A Game of Thrones
RPG is created by
Guardians of Order,
Incorporated under
their Sword & Sorcery
line of role playing
products and utilizes
the d20. This hefty
hardcover book counts
in at 496 pages which
does not include the
fold out map with
house sigils attached
to the back cover of the
book. The suggested
retail listed on the book
is $49.95, but | was
able to pick up my copy
for  $35.00 while
attending Con of the
North.

The first thing that is
extremely cool about
this book is the fact
that the authors
worked with George
R.R. Martin while cre-
ating it. They acknowl-
edge that information
can change as the
books progress and
that the only true

canon material is within
the novels, but George
R.R. Martin approved
all information that was
used to create this role
playing source book.
That alone will make
this book appeal to
fans of the novels even
if they are not hardcore
role players. There is
simply a wealth of
information about the
entire Song of Ice and
Fire world that people
such as me crave to
know as much as pos-
sible about. It is impor-
tant to note that the
source book came out
prior to the A Feast For
Crows novel, so it is
slightly outdated, but
not enough to detract
from using it as a
source or as the gam-
ing resource it was
intended to be. All of
the main houses are
detailed within the
resource and many of
the main characters
from the novels are
presented with back-
ground information and
statistics to use within
the game. The various
locations and lands are
also detailed within the
resource.

The overall setting is
an extremely low magic
setting. Magic is
almost non-existent,
but traces can be found
at a cost. There are
also no alternate races.
A Game of Thrones is
almost strictly a Human
only world. The game
plays close to the

books as well. One
major example of this
(and worth noting) is
that gender does play a
part in character cre-
ation. Females are
somewhat limited to
what classes they can
play, just as females in
the novels take a
somewhat backseat
role and are required to
learn the more domes-
tic side of skills. Of
course, there are
exceptions to this rule
in the books and the
same can happen in
the game as well but it
should be a rare excep-
tion to maintain the
proper medieval
atmosphere.

Speaking of classes,
there are several class-
es to choose from
including prestige
classes to consider
when charting a char-
acter's potential career
path. The normal
classes are: Artisan,
Godsworn, Hunter,
Knave, Maester, Man-
at-arms, Noble, &
Raider. The prestige
classes include:
Bloodrider, Brother of
the Kingsguard,
Commander, Knight,
Night's Watch Ranger,
Night's Watch Steward,
Spy, and Water Dancer.
| was a little surprised
to see that they did not
include a Hedge Night
class, and Outlaw
might not be a bad
class to add either but
this can probably fit in
to the Knave class. All

of the major houses
are represented and
one cool thing that is
included is optional
guidelines for creating
a new house.

There are many slight
variations from the nor-
mal d20 system that
make the game a little
unique. First, it is a
very likely possibility
that characters will
start at a level other
than first. Ok, you can
really do this with any
system, but there are
not that many systems
that | am aware of that
state up front that at
times it might make
more sense to start at a
higher level. A Game
of Thrones also has
Rank, Social Status,
Reputation, and
Influence attributes to
assign and consider. A
high Social Status can
increase what is known
as an Effective
Character Level (ECL).
The ECL can kind of be
thought of as a bonus,
or boost, to what level
people surrounding the
character will think of
him or her. Basically, a
common, base-born
1st level character is
going to be treated dif-
ferently than a noble,
high-born  1st level
character and ECL
tries to show this dis-
crepancy. ECL is also
factored in when deter-
mining where in the
level ladder and char-
acter currently resides
and what it will take to
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make it to the next
level. Strength does
not provide bonuses to
melee combat.
Dexterity does not pro-
vide bonuses to hit in
ranged combat.
Constitution deter-
mines a character's
Shock Value. There is
no Concentration skill
in A Game of Thrones.
Character creation is
done with a point
based system, but an
alternative process
using dice rolls is pro-
vided for those that
prefer the random
score process.

Looking through the
feats and skills, | saw
(or did not see) a few
things missing that |
was really thinking
would have been bet-
ter represented. With
the significance of the
different houses in the
books | would have
thought Heraldry would
have been a skill all on
its own. But it is actu-
ally rolled up into
another skill. | also
expected to see some
skills and/or feats cen-
tered on Jousting,
Arena combat, and
Tournament Etiquette.
Again, | think if you
look at the different
skills and feats hard
enough you will find
these are slightly cov-
ered in various areas.
But | really think they
deserve their own sec-
tions. Knights live for
the tournaments and
giving them tourna-
ment specific skills and
feats would be a nice
touch. The combat

section does offer a
page dedicated to
Jousting, but it still
would have been nice
to see some tourna-
ment specific skills or
feats.

There are also some
variations from normal
d20 when looking at
the combat aspect of
the game. For exam-
ple shields add signifi-
cantly to Armor Class,
but armor does not add
to Armor Class. Armor
instead adds to dam-
age resistance.
Another big change
that a lot of d20 players
may need to get used
to is that a roll of a nat-
ural 20 or a natural 1 is
just that. There is no
automatic hit or auto-
matic failure. Critical
hits still exist, but

instead of being auto-
matic with a natural 20
a second roll is made
and a second success-
ful hit determines that a
critical hit was made.
Instead of double dam-
age, critical hits made
in this manner are
made up of two sepa-
rate damage rolls, with
all appropriate bonuses
added to each roll.

| could go on and on
about what is different
and what is the same,
but the book itself does
a pretty good job of try-
ing to let you know
when there are
changes from the stan-
dard d20 gaming sys-
tem.

My overall summary of
this game is that peo-
ple who enjoy semi-

realistic, low magic set-
tings will enjoy this
game immensely.
People who are huge
fans of the books will
want the game just for
the detailed information
and a chance to get to
play in the great world
setting that they have
been reading about for
years now. Also, peo-
ple who like the d20
gaming system will
have a good start on
the basic mechanics
and just need to get
familiar with the areas
that have changed for
this setting. People
who may not take to
this setting are those
who enjoy more magic
and a variety of races.
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