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Harder than a Mithril coat

More fly than an Eagle of Manwë

Totally gangsta like an army of the Dark Lord

Watch out for 

The Middleclass of 

Middle Earth!

Albumout now!

Jason Anarchy, MC LARS, FabvL 
and Wordburglar team up to 
deliver some Tolkienesque nerd 
rap. Humans, Elves, Dwarves 
and Hobbits have destroyed the 
ring… but now live in a boring 
world where they work mundane 
middle class jobs.

Comes with the B Side “Welcome 
to the Tabletop” which is about 
a night where you try to play a 
board game with your friends 
but just drink too much and 
don’t get much accomplished.

Get it now on vinyl (in fashionable pipeweed green) or as digital download from 

jasonanarchygames.com 



Since last issue it has been quite the three 
months.

The COVID-19 pandemic has made its 
presence felt, causing much of everyday life 
to grind to a near standstill. Even so we at 
The Campaigner have endeavoured not to 
let it completely overtake the publication. 
Though, because it has affected the tabletop 
community so directly, it has been touched on 
in a couple of articles.

Not being able to visit groups and stores did 
lead me to a revelation, though. One of the 
ways I find article ideas or directions is by 
being amongst the community, and listening 
to what people are talking about. On the most 
basic level, you learn about topics you just 
didn’t know about. But on a more involved way, 
you become aware of what people don’t know, 
but would like too.

Being unable to tap into this source of 
inspiration has been difficult. Don’t be alarmed, 
we still have the normal high quality content. 
We just had to work a little harder to get to it.

If you are a regular reader you will likely notice 
the absence of one of our most long running 
series. Normally in the issue at this time of 
year we would have had an instalment of FLGS 
Worldwide. But with the pandemic hitting game 
stores hard, some even going out of business, 
including it seemed in poor taste. It’s not the 
first time we’ve had to pivot content to suit the 
events of the world.

Luckily we have managed to raise the tone 
quite a bit with the inclusion of The Bard. 
Famous for that Hero Quest video, The Bard 
has been one of the ‘must have’ names on my 
list for quite some time. It took a while to track 
him down. But I’m glad I did.

It’s great to hear him talk about his content 
creation in such a positive and enthusiastic 
way. He has a passion for his videos, and their 
subjects, which has helped to endear him to a 
worldwide audience. Not that the unrelenting 
popularity really seems to be a factor for him.

Of course, the pandemic has had a little bit 
of a silver lining. Being confined to their own 
homes, The Dice Men Cometh podcast has the 
team video chatting to create each episode. 
Which makes it far, far easier for a guest to 
invade an entire episode. 

As I did. Where we talked, oddly enough, about 
Hero Quest.

It was a fantastic experience, and a real 
pleasure to see the behind the scenes work 
which goes into producing even a remote 
episode of the show. 

I have also had some time to work with the 
other contributors to The Campaigner and 
begin to explore new content ideas. There 
is one ongoing article series for the website 
which I am particularly excited to unveil at 
some point.

It’s very rare that I get to completely unleash 
creatively, with no restraints, for The 
Campaigner. But I get to do just that in this 
series. Which is a nice change of pace. 

Until next issue.  
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Worldwide 
pandemic
As we briefly covered in Issue 31, an outbreak 
of COVID-19 in Wuhan, China which started in 
December 2019 caused the city, and other parts 
of China, to go into lockdown. Cases started to 
sporadically emerge around the globe through 
January and February.

The World Health Organization (WHO) declared 
the outbreak a public health emergency of 
international concern on 30 January. With a 

continued spread happening worldwide 
the WHO upgraded it to 

pandemic level on 11 March. 

In an effort to contain the 
spread a number of countries, 

including Australia, instituted 
some kind of isolation and social 

distancing procedures. This included 
the closure of schools, as well as 

businesses classified as non-essential 
either ceasing, or moving their workforce 

to work-from-home where possible.

For tabletop this meant clubs and 
groups ceased meeting, while events 
also cancelled or rescheduled as the 
time in lockdown drew out. 

At time of publishing there have 
been approximately 364,000 
deaths worldwide attributed to 

COVID-19.  

Loyalty rewarded
For game stores everywhere pandemic responses 
like social distancing and non-essential closures 
have proven dire to business. In an effort to reward 
those people keeping the stores alive in its home 
country, Asmodee Germany instituted the Open! 
Back in the game! program. 

Part of the program included giving over 33,000 
games, valued at around 350,000 Euros, to 
retailers across the country. These retailers were 
encouraged to then give games to customers who 
had helped keep the store afloat.

“Game shops have very loyal customers who have 
kept to their shops even during the Corona crisis 
and, for example, bought vouchers or used local 
delivery services.” Commercial Director Yvette 
Vaessen wrote in a release. “We want to reward this 
loyalty and at the same time bring the customers 
back into the shops.”  

Reporting in 
Late March CMON announced a delay of the 
company’s 2019 Annual Report. CMON said the 
additional time was needed to provide auditors with 
information and documentation of a $1.5 million 
distributor agreement and the rationale behind a 
significant increase in prepayment balances.

One of the three audit issues was related to “other 
information as required by the auditors for their 
audit procedures on certain audit issues including 
going concern.” CMON explained that the going 
concern issue was caused by how Kickstarter 
projects are booked prior to fulfillment, which during 
the process results in more current liabilities being 
booked than current assets. 

April 1 saw CMON, which is traded on the Hong Kong 
Exchange, suspend its stock trading. The day after 
the suspension board member Seow Chow Loong 
resigned, with board member Tan Lip-Keat following 
the next day. The company said these resignations 
were unrelated to the stock suspension.  
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The Campaigner 
looks at the most 
notable events in 
the recent months, 
and explores the 
real facts behind 
the stories.



Growth under 
pressure
Even though the USA went into widespread 
workplace and school lockdown during March, the 
toy industry saw sales increase by USD$256 million 
to USD$3.6 billion.

Calculated over the first quarter of 2020, this 
presented a 7.6% increase over the same time 
period in 2019, NPD Group found.

The primary reasons thought for the growth were 
parents working from home while at the same time 
managing their children’s schooling and free time.

In conjunction with the cancellation of organised 
sports, and the impact of social isolation, this led 
many parents to turn to toys for help.

Part of the time considered include the five weeks 
from March 15 to April 18, where the toy industry 
grew 19%, up from the 1% growth over the first 
10 weeks of 2020. The strongest dollar growth 
categories during the five-week period was driven in 
part by board and card games. 

You can find more information about the data on the 
NPD Group website at npd.com  

The protection game
After closing for several weeks Cartamundi Ireland 
reopened mid-April. But rather than cards and 
boards rolling out of the tabletop manufacturer, it 
was medical test kits.

"A small team of employees will work on some of 
the plant's production lines to package components 
of essential medical test kits," Cartamundi Ireland 
managing director Barry Morrissey said. "We are 
delighted to be in a position to use our expertise to 
support this important and essential activity at this 
time."

Cartamundi Group spans multiple countries. 

At the time of this announcement facilities in 
Massachusetts, USA were already producing face 
shields. 

Other manufacturers of tabletop related products 
also pivoted to producing medical care supplies. 
This included GriffonCo in USA, which used its 3D 
printing power to create protective visors. These 
were 3D printed frames onto which a protective 
plastic sheet was affixed. GriffinCo moved 75% 
of its production capacity to making the shields, 
providing the end products to a number of local 
medical facilities for free.  

Cancelled
At the beginning of April online roleplay streaming 
show Far Verona, from RollPlay, was cancelled 
after an episode where Game Master Adam Koebel 
ran an in-game sexual assault. Occurring near the 
end of the episode, the incident prompted Elspeth 
Eastman, the player of the character involved, to 
quit the show. Shortly after RollPlay cancelled the 
rest of the season.

Eastman shared her reasons for quitting on her 
YouTube channel. While the backlash against Koebel 
was instant. Many were surprised by Koebel’s 
choice to run the encounter, especially since he 
had frequently spoken against the kinds of actions 
carried out in it. People were especially shock by 
the tone deaf delivery of the assault.

Koebel has since issued an apology.  
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Interview by Matthew Lee 
Images from BardicBroadcasts 

Mention HeroQuest anywhere 
online (or occasionally 
in real life) and almost 

instantaneously someone will link 
to a video featuring an energetic 
bearded man exclaiming the virtues 
of the game. This video is called Why 
Heroquest is so Great, and is created 
by the mysterious identity known as 
The Bard.

His YouTube channel, BardicBroadcasts, is edging 
towards 90,000 subscribers. The videos themselves 
have an equally staggering number of views, with 
the aforementioned HeroQuest video coming in at 
over 2 million. All this even though the channel sees 
sporadic updates. 

But it’s not just about the numbers. The Bard is 
one of those creators who seem to have bucked the 
trend of how people approach YouTube and having a 
channel. And in doing so proven that it can be about 
quality of content over constant regularity. 

I managed to find The Bard in an introspective 
moment and put some questions to him about 
creating content, what matters to him, as well as 
what does make HeroQuest so great.

A Quiet Word 
With The Bard
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You are undeniably best known for your Why 
Heroquest is so Great video on YouTube. Did 
you do anything to promote the HeroQuest 
video? Or has its popularity been completely 
organic?

I have not promoted that video at all. Or any of my 
videos, really, so its popularity is organic indeed 
(if organic is the right term for this sort of thing!). 
Frankly, I wouldn't know how. I don't use social 
media and when I first started my YouTubery I 
decided I didn't want to be someone who talks 
about themselves. Get on topic and stay there! That 
was to be the policy! I have mostly achieved that. 
Maybe I am a little uneasy about self-promotion? 
Maybe that's why I stream in secret?

Why do you think that your HeroQuest video 
has resonated with such a large audience? 

I couldn't guess. Instead I'll ask, why does it 
resonate with you? After all, it seems to have 
spurred this interview.

Not to revisit old work, but why IS HeroQuest 
so great? What is it about the game, do you 
think, that has propelled to such a legendary 
status?

I wonder if it really does have a legendary status? 
I'm not sure it really has the status I think it 
deserves. It has certainly been very influential as 
there is a great number of very popular games that 
have been, and are being, played that have strong 
HeroQuestian genetics. But does anyone still play 
HeroQuest? 

They do, of course, and quests and campaigns are 
still being written and played by enthusiastic folk, 
but far fewer than, say, those who still play the 
earliest iterations of Dungeons & Dragons (to give 
an imperfect example). 

I am not sure but I suspect HeroQuest is more 
commonly wheeled out as a curiosity of history 
on game night rather than played with genuine 
eagerness. I think the character of its "legendary 
status" is more akin to honoured ancestor than 
reigning champion. Homage is paid, but are any 
lessons learned?

In any case, I certainly regard HeroQuest to be 
the best of its kind. I suppose it seems a pretty 
simplistic game to modern eyes but I don't see 
that at all. It's not simplistic. It's direct. It's this 
uncluttered, beautiful game that represents its 
ideas and its fantasy with mechanics and imagery 
that feel right; quite in-keeping with the Games 
Workshop tradition of associated mechanics. 

They're not arbitrary rules, they mean something! 
Well, mostly. There is the notorious roll-to-move 
rule. What does that represent? It's a mystery. It's 
also a firm reminder of the game's Milton Bradley 
parentage.

"There is the 
notorious  
roll-to-move rule. 
What does that 
represent? It's a 
mystery."
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If (by some miracle) a HeroQuest update or 
rerelease was possible, what about the game 
would you like to see retained or changed?

I would like to see that it is not subverted. 
HeroQuest is very much a pure specimen of the 
state of popular fantasy at the time of its creation. 
The trappings of sword and sorcery, the barbarian 
hero, etc, had not yet passed into parody and are 
presented completely without irony or absurdity.

If HeroQuest is revitalised in some form, then 
preserving that tone is the first principal hope of 
mine. I feel that if you let it slip through your fingers 
then, no matter what the rules are like or what 
symbols are on the dice, what you wind up grasping 
will not be HeroQuest.

Your unboxing videos have a review quality to 
them. But you generally look at your subjects 
from an artistic merit angle. Why have you 
decided to take this approach?

Because it matters. It certainly matters to me at 
the very least! Take figures for example. There are 
endless reviews of them ruminating over materials 
and manufacturing techniques but virtually none 
that are interested in their qualities as an image - 
which is what they are: an image. 

It’s a shame because the qualities of the image 
are what draw you to a figure - or a statue, or the 
box art of a game, or a miniature soldier. Even if 

you don't realise it straight away. Or ever! When 
you look at something, and you like that thing, it's 
because some part of it resonates with you on 
some level. It means something. It can be difficult 
to discern or articulate exactly what that is, which 
is what I often try to do in my videos. Sometimes it 
takes ages! 

Maybe that accounts for some of my delays?

Yes, on that. Your YouTube channel sees quite 
infrequent updates. In some cases videos 
being added a year after the last one. Why 
have you taken this approach to your channel, 
and how do you decide what you are going to 
make a video about?

I wouldn't say it’s “an approach I've taken”. That 
makes it sound deliberate! In fact, I have to admit 
that my inability to make videos more often does 
cause me some distress from time to time! 

That said, my YouTube channel is a lovely hobby. I 
don't really want to see it any other way. This allows 

"I always try to 
choose a topic 
that I think I stand 
a reasonable 
chance of 
commenting on 
while also saying 
something of 
substance."
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me tremendous freedom to make videos about 
whatever I like with no looming obligations as to 
how or when I complete them. 

It does sometimes take a while to complete videos, 
that's true! I'm sorry about that. The last couple 
especially have been quite long on the draw. That 
said, I have a lot more time at present to put into 
these things so hopefully the age of the annual 
update has drawn to a close.

While I have a lot of freedom to select a topic, I 
don't just choose them randomly. I always try to 
choose a topic that I think I stand a reasonable 
chance of commenting on while also saying 
something of substance. 

When I first decided I was going to look at figures I 
hinted that Lego might be included. I later realised 
I had no idea how to say anything of value about 
Lego! So that went right out the window.

As well as a YouTube channel you also do 
streaming. What do you usually stream, and 
how does streaming play into how you use 
your time?

Recently I have been playing some Amiga games 
on stream. I never had an Amiga when I was young 
and in my imagination it became a kind of mythical 
computer that had a hidden trove of mysterious 
games - many of them Sword and Sorcery games! 
So I have been catching up there. 

It’s a real pleasure to not be doing it alone and to 
share the time with other folk. Like my ordinary 
videos, I don't see my streaming as some huge 
deal, it’s just something I do as a hobby when I get 
a spare day and don't feel like moving about very 
much. 

Don't worry, it's not going to replace any aspect 
of my YouTube adventures! In fact the only hobby 
it seems to have replaced is miniature painting... 
which is a real shame. 

I do sometimes get folk asking me to stream 
painting miniatures and I sometimes think it would 
be fun. One of the issues I had with my painting 
was the loneliness - I'm sure streaming would fix 
that issue right up! 

Now, don't take that as a promise or anything. 
There are some serious logistical roadblocks for me 
to overcome in my lands if I was to stream some 
painting. That said, I have a friend who does that 
very thing, Jimmy the Brush on twitch, who streams 
his miniature painting with abandon so if I ever need 
advice I am sure I can darken his channel's door 
some time!

Are there plans for the future? Or will The 
Bard happily remain an enigmatic and 
mysterious legend of the geek community?

Oh, there's plans. There are many things I wish 
to do. Why, there are, secretly, many boxes in my 
lands that remain unopened. And there are other, 
more mysterious, avenues that I wish to tread. And 
my filming area needs to be tidied up. 

I'll never be done. There is always something on 
the horizon. Fortunately, at present, that horizon is 
looming closer than ever.  You can find The Bard on 

YouTube. Just search for the 
channel BardicBroadcasts. 
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By Foti Pitrakkos | Illustration by Christian Heffernan
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Liar’s Gambit: An Itchy Blade Needs to be Scratched



“What’s wrong with you?” the goblin said, 
gawking at the orc lumbering his way. 
“Are you meant to be on patrol?”

Tanaki licked her lips, savouring the moment as 
the imbecilic creature focused its attention on her 
companion’s illusion, completely oblivious to the 
death that approached from behind. She shifted the 
grip of her blade, beaming at the beauty of its keen 
edge, and visualised the cut that would end this 
goblin’s pathetic life.

The next moment, her kukri was being drawn 
smoothly across the creature’s throat. It gargled 
as the blood began to flow, and its knees buckled. 
Tanaki grabbed the goblin’s dirty tunic as it fell, 
turning the fall into a gentle, quiet descent. Then 
she breathed in the fresh mountain air tinted with 
the metallic scent of fading life.

This is what Tanaki lived for.

The elf illusionist came out from his hiding spot a 
moment later, a strange look on his face – Tanaki 
had given up trying to read the beguiler. She didn’t 
care, really. As long as opportunities such as these 
came regularly enough, she was content.

The next goblin was just as easy to fool and kill. The 
simple creatures were no match for her skill, and Rin’s 
illusions only helped to turn an easy thing effortless. 
She dispatched the creature the moment it turned its 
back to her, and lowered it quietly to the ground.

The trick was to ignore the victim as a whole, and 
focus solely on the precise point where the cut 
would land. It helped that goblins were also small – 
no running up the backs of bulky orcs to get to their 
precious jugular.

“Don’t get too lost in your game,” the elf said. “We do 
have a job to accomplish… besides killing, I mean.”

Tanaki scowled at Rin. “Do you mean looking blindly 
for a hidden entrance that we’re not even sure exists?”

Rin nodded. “Exactly that.”

“Isn’t this meant to be the scout’s job? Why do we 
have to do such boring work?”

Rin laughed – he always laughed at the strangest 
things. “Is Avaelin’s being unconscious and fever 
ridden not excuse enough for you? Besides, your 

attention to detail is unrivalled, and perfect for the 
task at hand.”

Tanaki had to agree. If anyone was going to find a secret 
passage in Avelin’s absence, it was her. “But it doesn’t 
change the fact that we are looking for something the 
priest saw in a dream. I don’t trust gods.”

Rin shrugged. “It was either this or attack the front door. 
And surely you can agree that would be a bad idea.”

Tanaki grumbled, but conceded the point. There 
were more guards at the front entrance than they 
had expected, and they were on high alert. It 
seemed the scout’s greedy attempt to ambush the 
goblins alone only served to make the enemy wary 
of their pursuit. “Well, let’s keep looking then. My 
blade is getting itchy.”

Hours past, goblins died – not nearly enough for 
Tanaki’s liking – and there was still no sign of 
any secret door. At the first inviting ledge on the 
mountainside, Tanaki plonked herself down and 
decided that enough was enough.

Rin came up the path a few seconds later, an 
amused expression on his face. “I guess this is a 
nice spot for a rest.”

“A permanent one,” Tanaki added. “The task is 
pointless. The children are doomed. It’s the front 
door or nothing.”

Rin raised an eyebrow at her, then he began to 
examine the area. Tanaki found herself following his 
gaze, which eventually landed on the rockface of 
the mountain itself. It rose almost vertically at this 
juncture and was quite flat, resembling more a wall 
of stone than a natural rockface.

Actually, it seemed the perfect place for a secret door.

“But it’s completely solid rock!” Tanaki said, 
finishing her thought allowed.

Rin spun towards her, apparently startled by her 
words. He turned back to the rock wall and began 
to study it. Minutes passed and the elf showed no 
signs of moving or speaking.

Eventually, Tanaki jumped up and walked over to 
stare up at the elf’s face. “What are you doing? 
There’s nothing here! If it was magic, you would’ve 
sensed it by now.”
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Rin glanced at her for a second, before returning his 
attention to the stone. Then he lifted his hand and 
deftly wove a series of intricate patterns in the air. 
Silver light trailed each movement of his fingers until 
a glyph of radiance hovered above them. The glyph 
shot upward several hundred feet before coming to 
rest, a new silver light decorating the sky.

“That should bring our companions up here shortly,” 
he said. “I don’t know what led you here, Tanaki, but I 
have a feeling we are precisely where we need to be.”

“But it’s still just a stone wall on a mountainside,” 
Tanaki said, her attention caught between the pretty 
silver glyph and the rockface that had apparently 
enthralled her companion.

“There are many kinds of hidden doors, Tanaki,” Rin 
said. “Some mechanically constructed, some sown 
into the arcane tapestry that sits a layer deeper 
than what we see. But others still…”

The elf lifted his hand, which began to accumulate a 
luminescent glitter, and started tracing a line on the 
stone with his finger. The glitter stuck to the rock 
as he did, highlighting something that Tanaki had 
missed to this point. Certain planes of the rockface 
were uneven, and once they had all been outlined 
with Rin’s luminescent ink a picture began to form.

“It’s that symbol that the priest wears around his 
neck!” Tanaki said.

“The eight-pointed star of Kord,” Rin added, 
surveying his work with the same look Tanaki wore 
after a satisfying kill. “This is a divine portal, Tanaki. 
A door placed by the Gods at the creation of the 
world, meant only for a single purpose, with only a 
single invitation given.”

Tanaki grunted. She looked at the glittery image 
with arms crossed, unconvinced. This religious stuff 
irritated her – at least the arcane was grounded in 
some sort of internal logic. 

“Here they come,” Rin said, peering over the ledge. 
He gestured to where the goliath and half-orc 
could be seen making their way up the mountain 
path, carrying the wounded scout on a makeshift 
stretcher. “We’ll soon know for sure. But I’d wager 
you found our secret door, Tanaki. Good job.”

Tanaki absorbed the complement with a shrug. Of 

course she did. But all this searching had been a 
real drag, and her companions were taking too long 
to reach the ledge. She shifted from foot to foot 
staring at the supposed hidden door, willing it to 
open with her impatience alone. There was prey in 
that mountain to be hunted.

And Tanaki’s blade was getting itchy again.

Tanaki is pretty much a psychopath. In fact, if you 
really look at all the things adventuring parties 
do – killing things in bulk, demanding reward for 
good deeds done, expecting the world to exist 
purely for their own ambitions – you might come to 
the conclusion that all of them are psychopathic, 
certainly narcissistic.

D&D can at times be… a complex thing to run. 
Sometimes people in the group want to play the 
game for different reasons. Whether a tactical focus 
or a roleplay focus, for example, it’s the Dungeon 
Master’s job to accommodate for different styles in 
a way that makes everyone happy.

But the other complexity that can arise in a game of 
D&D has to do with a thing called alignment.

Case in point – the chapter above involving Tanaki 
the assassin. 

Now, alignment in a nutshell is a duel-label used to 
show where a character stands on the spectrums of 
both good-evil, and law-chaos. Tanaki was not quite 
evil, but certainly not good. Nor did she have any 
respect for the law. She was what we call Chaotic 
Neutral. A pure anarchist.

The tension that can arise from roleplaying differing 
philosophies in a party can be an incredibly fun 
and rewarding experience, but it can also spiral out 
of control really quick if a certain maturity is not 
brought to the table from all sides.

The key? Communication. Between player and DM, 
between player and player, between the group as a 
whole. If everyone knows where everyone is coming 
from, it is much easier to forge a path ahead together.

Even if one of the players just wants to kill 
everything that breathes.  

You can find more of Foti's 
work at pitrakkos.com 
and Christian's work at 
webdesignerandartist.com
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Birds are everywhere. Some live quiet lives 
amongst the reeds. Others prowl the fields 
in search of prey. Each has their own goals, 
their own intentions. But when they work 
together, that’s when the magic happens.
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By Matthew Lee

Game photos by Kim Euker

Bird illustrations by Ana Maria 
Martinez Jaramillo and Natalia Rojas

ingspan is a competitive 
engine building game for 1-5 
players. Every player has a 

mat with three habitats, and each 
habitat is associated with a different 
action; gaining food, laying eggs or 
drawing cards. Bird cards are played 
into the habitats on the mat, providing 
the player with new abilities which 
usually activate when the habitat is 
used. 

The game was designed by Elizabeth Hargrave and 
published by Stonemaier Games. It was released 
in March 2019 and has since won a number of 
awards such as the Golden Geek and Kennerspiel 
des Jahres.
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HATCHING AN IDEA
Birds are the central theme of Wingspan, and is 
where the game first started to take form. But for 
Wingspan game designer, Elizabeth Hargrave, an 
issue with game themes in general is what first 
drove her. “I was playing a lot of board games 
and really dissatisfied by the themes of most of 
the games I was playing, even though I loved the 
mechanics.“ Elizabeth explained. 

Intending to address this oversight Elizabeth 
resolved to tackle the challenge head on. By 
creating her own game, using mechanics and a 
theme she enjoyed, even though she had little 
experience in game design. Being an avid birder, 
Elizabeth’s thoughts naturally turned to concepts 
involving birds. “I wanted to make a game that was 
about something I love.” Elizabeth admitted. “I had 
probably been playing hobby board games for about 
a decade at that point. So I had a decent handle on 
how games work, intuitively, although I had never 
really tried to articulate it.”

Working from a strong thematic foundation helped 
to direct Elizabeth’s efforts. “The theme was a real 
touchstone.” Elizabeth said. “It gave me a good 
metric of which things were working and which 
weren’t.” 

The process Elizabeth followed to tease out ideas 
and develop the game was straight forward. 
“I made a handwritten set of cards and played 
against myself for a while, then roped in my spouse 
and some friends.” Elizabeth explained. “Making 

changes all the time and refining the cards. 
Eventually the cards ended up in a spreadsheet 
and a nicer printed layout. [Later] I went to larger 
playtesting events and got hooked into a community 
of designers here in the DC/Baltimore area, which 
was incredibly valuable.”

With the game taking shape Elizabeth started to 
consider how to bring it to players. Crowdfunding 
seemed like the obvious choice. “When I first 
started diving into the world of game design I had a 
thought I might just Kickstart, because I didn’t really 
understand how to get it to a publisher.” Elizabeth 
admitted. “The more I learned about what it takes 
to run a Kickstarter, the clearer it became that it 
would be a terrible, terrible route for me. I just don’t 
have the personality to start from scratch and build 
a fan base, and I’m not particularly interested in 
learning the whole manufacturing and distribution 
side of board games.”

This made the next step a lot clearer. Find a 
publisher. “I did do a lot of research before I started 
pitching to figure out who I thought had a chance of 
being interested.” Elizabeth said. “With Stonemaier 
Games it was the fact that they had Viticulture, 
which is a less-traditional and very reality-based 
theme. At the time I was researching, they had had 
their very successful Scythe Kickstarter and were 
just about to fulfill.”

In May of 2016 Elizabeth took what would become 
Wingspan to Gen Con, where she had organised to 
pitch the game to Stonemaier Games.
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BIRDS OF A 
FEATHER

Jamey Stegmaier, from Stonemaier 
Games, recalled seeing Wingspan 
for the first time. “It was a cards-
only game about racing to play 10 
birds.” Jamey reflected. “I loved the 
vast variety of birds and how their 
mechanisms paired with their themes. 

Gathering and playing a bunch of 
unique birds scratched my collector’s 
itch. Also, it was clear from the start 
that Elizabeth would be great to 
work with.”

Shortly after this Stonemaier Games 
took on Wingspan, and Jamey 

began working with Elizabeth 
to develop the game. “Jamey 

and I spent about a year 
further developing 

it.” Elizabeth 
explained. 

“I’d 

send him a copy, he’d send me some thoughts, I’d 
go off and playtest for a couple months and send 
him a new version.”

“I worked with Elizabeth to add a strong sense of 
progression into the game and to create an intuitive 
interface (the player mat) for actions.” Jamey 
added. “The final version is significantly different 
than the version I played at Gen Con.”

One of the first aspects to change was giving the 
bird cards a much more prominent role. “At first a 
smaller subset of the birds had powers - like the 
raptors and the brown-headed cowbird.” Elizabeth 
explained. “They have behaviours that I wanted to 
bring through to the gameplay. But playtesters liked 
those powers so much I looked for ways to add 
powers to all the cards. I think it was Jamey who 
played a game of Deus and suggested I check out 
the way they re-trigger cards, which we totally lifted 
into Wingspan.”

Placing birds into habitats was always a key 
component of the gameplay. Though the original 
implementation was quite different, and the addition 
of player boards a late one. “I had been doing 
something with a card for each habitat.” Elizabeth 

revealed. “Jamey said, what if we had a 
player board? And I was like, oh, we’re 
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still adding big components at this stage? Great! 
And went off and ran a bunch of playtests to figure 
out the right sequence of resources for each of the 
slots.”

To round out the experience, and help to deliver a 
sense of direction, goals and bonuses were added. 
“If you don’t immediately see a fun combo in your 
cards at the beginning of the game, they [Goal Tiles] 
give you something to work towards.” Elizabeth 
explained. “And the round-end goals create a little 
bit of player interaction. 

With the bulk of Wingspan set an Automa system 
was developed as an addition to the main multi-
player rules. This solo system for play is an 
important part of Stonemaier Games process 
while developing a new title, but can only happen 
once the main elements of the game are set. “An 
increasing number of people play games solo, 
so I want to include those people when we make 
games.” Jamey revealed. “But it isn’t designed 
until after the multi-player version is complete. The 
Automa designers work independently of the multi-
player designers.”

Wingspan as an idea and a game now existed. But 
it would need to address one more element before it 
could finally take flight.

BEAUTIFUL PLUMAGE
Elizabeth’s pursuit of a particular theme allowed 
Stonemaier Games to leverage the visual language 
of the bird enthusiast world to create a visually 
unique product. “I wanted to go for the classic 
Audubon look for Wingspan.” Jamey explained.

What better way to bring the birds and their habitats 
to life than to employ the skills of illustrators who 
specialise in the task? Luckily the solution was just 
around the corner.

“My co-founder, Alan, has a few kids, and his 
kids go to school with the kids of a woman named 
Natalia Rojas.” Jamey revealed. “He learned that 
she was a self-taught nature illustrator, so he 
recommended her, and I thought she was a great 
fit. She eventually brought in her friend, Ana, to help 
with the huge number of birds, and I reached out to 
Beth Sobel (Viticulture, Between Two Cities) to help 
with the cover and the player mats.”

The product which eventuated not only had 
180 unique illustrated birds, but also contained 
a thematic habitat player mat, calming pastel 
eggs and even a bird feeder-inspired dice tower. 
Much like the birds of the pastime which inspired 
Elizabeth to begin with, Wingspan was a beautiful 
sight to behold.

Unfortunately for Wingspan, like a bird learning to 
fly, it first needed to fall from the nest.

LEAVING THE NEST
The same thematic originality which made it unique 
could also be a pressure point when it came to 
sales. Something which Jamey was only too aware 
of. “I was confident that people would enjoy the 
game if they gave it a chance, but I wasn’t sure how 
many hobby gamers would try it.” Jamey admitted. 
“So I thought it would have a slow growth curve 
as people heard good things about it over time. 
To address this, we invested a lot into making the 
game as fun, beautiful, and affordable as possible.”
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Having moved away from crowdfunding after Scythe 
(see Issue 21 for more) for a more traditional 
release format, Jamey decided to follow the same 
methods of promotion as previous titles Stonemaier 
Games had released like My Little Scythe and 
Between Two Castles. “I announced the game, 
talked about it in designer-diary format over several 
weeks, and then accepted pre-orders for in-stock 
games from the first printing over a short period of 
time. Afterwards, I released the remaining copies to 
distributors.”

It was around this distributor pre-order period 
that, unknownst to Jamey, things began to come 
unstuck. What followed, on Wingspans release date, 
was a complicated series of misunderstandings 
which are best left to Jamey to explain.

“There was a lot of confusion about how retailer 
pre-orders actually work.” Jamey began. “When a 
person places a pre-order from their local retailer, 
that retailer tells their distributor that they want 
a copy of the game. The distributor then tells the 
publisher (Stonemaier Games) how many total units 
they want, and we tell them how many games we 
can actually provide. One of the tough elements of 
the Wingspan release was that we told distributors 
how many copies they were getting over a month 
before the retail release date, so they knew they 
couldn’t even come close to providing enough 
games to the retailers who ordered it.” 

It was this oversell to customers, but inability to 
deliver, which caused the problems upon release. 
“Most distributors didn’t communicate that shortfall 
to retailers until a day or so before the release 
date.” Jamey continued. “At the same time, 
retailers were accepting money from customers for 
products they weren’t even sure they would receive. 
Fortunately, some retailers who read our retailer 
e-newsletter were aware of the upcoming shortfall, 
but most had no idea.”

What this resulted in was a large portion of retail 
pre-orders going unfulfilled at Wingspans release. A 
problem which Stonemaier Games, and Jamey, was 
not directly responsible for. Though they did receive 
quite a lot of flack nonetheless. 

Still, the experience has informed how Stonemaier 
Games has approached releases after Wingspan. “I 
learned a lot, too much to delve deeply into here.” 
Jamey said. “A few quick hits are (a) I need to do a 
better job at demand forecasting before we produce 
a new game, (b) I need to require distributors 
to communicate shortfalls well before the retail 
release date, and (c) I need to sell to the best local 
retailers directly so they can provide games for their 
loyal customers. (a) and (b) were implemented for 
Tapestry, and we’re implementing (c) soon.”

Even with such a cloud hanging over Wingspans 
release, the game still proved to be amazingly 
popular. Not just with the hobby gamers Jamey was 
conscious might be slow adopters, but with other 
audiences too. “The biggest surprise is how many 
birders have been willing to try a medium-weight 
Euro game.” Jamey admitted. “That’s been amazing 
to see. Wingspan has sold very well (over 300,000 
units in the first year in a number of different 
languages), it’s won some awards (including the 
Kennerspiel des Jahres), and I’ve heard countless 
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You can find more about 
Wingspan and Stonemaier 
Games at stonemaiergames.
com as well as keep up to 
date on Elizabeth Hargrave’s 
work at elizhargrave.com

stories from people who have found joy playing it 
with their spouse, kids, parents, and friends. That’s 
what’s most important to me.”

“I would have made more copies of Wingspan in the 
first print run if I had known so many people wanted 
it right away!” Jamey mused.

TAKING WING
Wingspan, if nothing else, does exactly what 
Elizabeth intended it to do. It delivers a fun and 
engaging experience utilising a theme and subject 
hardly, if ever, touched on by tabletop games. And 
players have responded by not only making the 
game a commercial success, but heaping awards 
upon it at every turn.

Still, Elizabeth looks on and realises she could have 
done things different. “After Wingspan really broke 
out of the hobby board game world and started 
getting picked up by non-gamers, I went back and 
designed a starter pack that gives each player a 

starting hand and instructions for their first four 
turns.” Elizabeth explained. “I wish we had thought 
to do that from the beginning. I wish more games 
would do that kind of thing, in general. Folks who 
have been playing for a long time forget how hard it 
is to learn your first few games.”

With the game drawing on such a diverse subject, 
and the taxonomy of birds being almost limitless, 
opportunities to add to Wingspan are ripe. “Our 
hope is to publish an expansion for every continent.” 
Jamey revealed.

“The Oceania expansion (Australia, New Zealand, 
New Guinea, etc) is in playtesting right now.” 
Elizabeth added. “I still have more than half the 
world to tackle! It’s a little intimidating. But with 
each expansion, I think I’ve used up all my ideas, 
and then I start reading about the birds and get 
inspired all over again.”

It sounds like there is a lot more Wingspan  
to come.   
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Going The Distance
By Matthew Lee

In the past I have been asked why 
tabletop games are popular. About 
why people choose to play these 

(from a modern technology standpoint) 
almost anachronistic board and card 
games. Especially when there are far 
more readily available entertainment 
options on phones and other digital 
devices.

My answer is usually along the lines of; we enjoy 
the human interaction which goes hand-in-hand 
with the hobby.

It is one thing to play with friends in online 
multiplayer, or by yourself in an individual game. But 
sitting across from someone at a table, exchanging 
cards, removing pieces and replacing them with 
your own; it’s a tactile and personal experience 
which not only entertains but links you emotionally 
with the other people involved.

From those who aren’t into tabletop, who don’t 
GET it, this social contact is regarded as an 
oddity. Something those weird board game nerds 
do. Which always struck me as strange, because 
usually the view of anyone being a nerd is also one 
of being antisocial.
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So when the pandemic struck, and the correct 
course of action was deemed to be social 
distancing, tabletop gamers were hit hard. No game 
groups. No local games stores. Not even meeting 
a couple of friends one night for a light card game. 
It was all (to choose what might be the most 
appropriate turn of phrase) off the table.

It’s not surprising tabletop gamers took to social 
distancing with such gusto. Following the rules is 
what we do! And we are all familiar with, if not have 
played, Pandemic. We know what’s at stake.

But life finds a way. Or in our case, tabletop gamers 
find a way to play. 

We adapted and improvised. It wasn’t perfect, but 
then again, how could it be? For something thrown 
together in the spur of the moment, it was pretty 
good. Whatever the solution was that you came up 
with. And there were a lot of different ideas.

Most importantly we rolled with the punches. It 
wasn’t the ideal way to do things, we got that. But 
we understood what we were doing mattered. In 
a funny way muddling through a five hour game of 
Feudum through digital means was saving lives. We 
are hardly the heroes of the hour, but sometimes 
the best thing you can do is just get out of the way.

Of course tabletop wasn’t the only thing affected. 
Sports stopped. There was no more eating out. 
And let’s not even dwell on the whole toilet paper 
debacle. The point is, in some way, everyone was 
called on to make a sacrifice. As far as I can tell, 
the vast majority of the tabletop community stepped 
up to the task at hand.

Which makes it ironic that those who in the past 
found our inter-person based hobby odd were 
normally the first to lament the call for social 
distancing. I guess none of them had really ever 
thought about just how much social interactions 
factor into their everyday lives. About how people 
congregate, engage and communicate.

In the greater scheme of things tabletop was, 
is, only a tiny part of the world affected by the 
pandemic. Even so the tabletop community stepped 
up, and continues to step up where needed. At 
least for the moment we have lost something very 
important to us. But we understand why, and have 
taken steps to make the best of the situation.

And even though once we resume our hobby as 
normal the landscape may be very different, we will 
continue to do what is best for everyone. Because 
we know how to follow the instructions as provided. 
Even when it isn’t favourable for our plans.  
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By PK Byron 
Images from West End 
Games, Columbia Pictures 
Ghost Corps, Lucasfilm

When Charles Eames – the famous 
American architect, designer, and 
film-maker – was asked “Does the 

creation of design admit constraint?” his 
answer was plainly “Design depends largely 
on constraints”. 

For early role playing games in the 70s the main 
design constraints were: rules, pencils, paper, and 
the six-sided dice (D6). 

Even though Dungeons & Dragons popularity 
was making waves through the late 70’s 
and all of the 80’s, it was still very 
much a niche hobby; as were a set of 

seven polyhedral dice. So when it 
came to games for the mass market 
companies naturally kept a D6 design 
constraint. 

It is with this design constraint 
for mass market products 

that I examine the history 
of the most famous D6 

roleplaying game system 
- The D6 System. From 
its first appearance in 
Ghostbusters, through the 
popularity and bumper 
years of Star Wars, to 
wrap with its rather sad 
slide into mediocrity.

The history of the D6 
System is colourful, and 

starts in 1986 at West 
End Games...

West End Games
Prior to the Ghostbusters, West End Games (WEG) 
was scarcely a footnote in the RPG industry. It's 
only noteworthy release, Paranoia in 1983, due in a 
large degree to the company’s recent hire of writer 
Ken Rolston (formerly of Chaosium Inc). 

With a history in war games, how did WEG pivot in 
the space of a few years to become a big player in 
the RPG industry? Answering that question comes 
down to two critically important aces that had up 
their sleeve. 

The first ace: the company’s founder Scott Palter 
was a Stanford educated lawyer, and helped land 
licenses for WEG such as Ghostbusters, Star 
Wars, Men in Black, Xena Warrior Princess, Roger 
Zelazny’s Amber, Indiana Jones, and DC comics.

Their second ace: Chaosium! Surprisingly, in the 
mid 80’s, Chaosium was a game design house for 
hire. They had licensed their own flagship product 
(Runequest ) to Avalon Hill so they could focus on 
design instead of publishing - a decision they would 
later greatly regret.

The luck of it was that WEG commissioned 
Chaosium to write Ghostbusters, and the game got 
distinguished designers Sandy Petersen, Lynn Willis, 
and even Greg Stafford. And from them came the 
birth of what became the D6 System.

Ghostbusters
When West End Games released Ghostbusters: A 
Frightfully Cheerful Roleplaying Game in 1986, on 

Mastering the Game:

Return of the D6!
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the back of the hit movie. The game hit the key 
notes: quick to learn, fast paced, and accessible to 
kids and adults alike. 

With only a 24 page book, and a Special Ghost Die 
(D6) with a set of standard D6’s, the product was 
a perfect match for its target market at the time. 
At the root of this D6 system were four clockwork 
parts: Trait+Talent, the UHM System, Brownie 
Points, and the Ghost Die.

Trait+Talent
In true Chaosium fashion, the Ghostbusters game 
mechanics avoided the mainstay approach of D&D 
style classes in favour of allowing players to assign 
points to four Traits; Brains, Muscles, Moves, and 
Cool. Talents align to traits and are a fun mix of the 
necessary and the colourful. 

For example: Brains talents range from the useful 
Physics to the questionable Soap Opera Trivia; and 
Muscle talents from the useful Break Things to the 
fun Gobble Food! 

Talents provide an extra 3D6 to the players dice 
pool; and who doesn’t want to have an 8D6 dice 
pool for gobbling food!

The system’s simple trait+talent mechanic is the 
core of the game. At the time this additive dice 
pool was an innovation, giving the game critical 
applause.

The Universal How-Much (UHM, or 
uhm, uhm…. system) 
Tongue in cheek for the “uhm, uhm” sound you 
can make when deciding stuff, the system was 
deliberately loose. Like an OSR game: light on rules; 
in favour of rulings. 

Players needed only to roll a dice pool of their 
trait+talent against a target number (TN). How 
much you succeed, or failed, by was the outcome.

As an example: A Ghost is screaming down the 
hotel corridor attempting to slime you. You raise 
your proton beam and let rip! The Game Master 
says “your TN is 9”. You roll 14, a success! Or 

the GM says “You only rolled 5 over 
the TN, so a success with a little 
complication… uhmm- right, 
you’re got it hooked in your 
beam, its move is down 
2 trait points, but you 
need to make Muscles 
check to drag it back over the 
ectotrap.”

The UHM system is a little fuzzy too. If 
a player gets only a little over the TN they 
also have to deal with a consequence. It means 
they still succeed, but at a cost.

Brownie Points
Brownie Points is the currency of the game. Players 
earn them by completing a mission, a personal 
goal, or do something amazing. They are spent 
when players need to improve the odds or get their 
character out of a jam.

What is fun about Brownie Points is they power the 
bravura mechanism. 

With bravura, the player gets the opportunity to 
narrate the effect of their challenges - both success 
and fail. With the fiction in player hands, they can 
narrate the outcome back to their benefit too - 
though this normally gets a Brownie Point “fine”.

Of course this often leads to a wild pulp story, 
but for the setting, it is perfect. “Emergent Play 
mechanics”, anyone?

Ghost Die
The Ghost die is a special bad luck die that 
characters must use as their first die in every dice 
pool. It has numbers 1 to 5 and a special face with 
a ghost icon. 

The ghost face is bad for characters, but good for 
Game Masters. 

“Then there is the Ghost Die, surely one of the 
most useful devices in the history of game-
mastering. The Ghost Die assures that, dozens of 
times in the course of a game, the stars [player 
characters] are completely at your mercy”.
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Rolling the Ghost icon gives licence for the Game 
Master to treat the player characters rough by 
stopping players using Brownie Points on an 
outcome or escalating the effect by a degree or 
two. “Hey, it’s not me, you rolled the Ghost”!

I particularly like how when a ghost is rolled as part 
of a success it is suggested that the GM make it 
haunting (pun intended) - i.e. sour a success. For 
example, a character wins an arm wrestle, but the 
GM says “just before winning you opposition looks 
you in the eye, winks, and gives in. A clear sign he 
might have been on the take.”

Also the Ghost die is unbalanced - because when a 
GM rolls a Ghost for a villain it is a boon and adds 
to their success.

Overally, the Ghostbusters game mechanics was 
sublimely tailored to the licensed product setting by 
a brilliant design team. It had clever ideas, simple 
play, and made for a lot of fun.

Star Wars The Roleplaying Game
After the success of Ghostbusters in 1986, 
West End Games amazingly won the license 
for Star Wars, beating out - among others - 
TSR Inc.

At the time the Star Wars license value was 
solid, but a falling property; the movies 
had ended several years prior in 1984 with 
no succession plan, and the toy and print 
products were all on the decline. 

According to Shannon Appelcline in 
Designers & Dragons, “In 1986 or so, the 
Star Wars franchise was probably at its 
weakest [since release]”. 

West End Games gave the project to their 
in-house designer Greg Costikyan. Greg’s previous 
designs included Paranoia, Price of Freedom, and 
Toon (sold to Steve Jackson Games).

Rule Changes
From a game perspective Greg mostly used the 
Chaosium designed Ghostbusters D6 mechanics, 
but with some notable changes. These I suspect 
were made to align better to the Star Wars setting 
and theme.

The innovative trait+talent system was kept, 
but with the addition of pips (+1) for finer grain 
development; and a new character creation system 
was released using character templates. 

Character templates encapsulate archetypes with 
pre-allocate traits and short flavour text. The 
templates were design gold - they cleverly aligned 
to the principal characters in the three Star Wars 
movies, specifically the Smuggler, Arrogant Noble, 
Young Jedi, and Wooki. No one played droids, so 
R2D2 and C3PO were naturally omitted.

And, although the game includes rules for the 
Game Master to create their own templates, the 24 
templates provided made getting started easy and 
quick - always a constraint for mass market games.

The UHM system was dropped for a much simpler 
binary logic: succeed or fail; no fuzzy complications. 
There is a nod to success effect scaling in the 
optional rule called Interpreting Rolls; it gives licence 
to award “spectacular” successes and failures, but 
these were mostly inconsequential and little bearing 
on the result at hand.

Also a weapon damage system was introduced. 
This smartly opened the game to source book 
heaven, so all manner of stuff could be defined, 
from blasters to starships.

And Brownie Points became more powerful Force 
Points. Force Points double a character’s dice pool; 
which led to the criticism that they are too powerful, 
and that characters would simply save them up for 
smashing it at the “boss fight”. 

Lastly the action system was codified into a formal 
structure: players declare actions; then all first 
actions are resolved; then second; and etc until 
all actions declared are complete. This of course 
allows now for multiple actions. Each additional 
action you declare reduces all your rolls by 1D. E.g. 
if you shoot 3 times, all your shoots get -2D, for 
your two additional actions. 

Critical Acclaim
The Star Wars system works well and has some 
interesting trade-offs: the more actions taken, the 
more rushed they become, and the less chance 
of success. This trade-off gives great power to 
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characters with high dice codes, which is a scaling 
problem with Force Points. But it does fit the Star 
Wars universe quite well.

Character generation was thematic and easy, 
taking less than 5 minutes. And the simplified core 
mechanic worked with the target audience.

Star Wars The Roleplaying Game was an instant 
success. As Designers & Dragons says “Combining 
a strong license with a strong system produced a 
winner”. 

To West End Games it became its flagship product, 
and over the next 10 years they would release 
a steady stream of source books, modules, and 
supplements. Bill Slavicsek became the company's 
Creative Director, overseeing the content and filling 
out much of what is now known as the Star Wars 
Extended Universe.

On a side note, Star Wars The Roleplaying Game 
is accredited by many to have actually saved the 
Star Wars franchise. The supplements for the 
expanded universe kept the fans engaged through 
the dark years when there was little else. While the 
WEG supplements had many readers who didn’t 
even play the game, but were just wanting to keep 
reading about the expanded universe.

Even today at conventions around the world it is 
popular. So much so that Fantasy Flight has even 
recently reprinted the game in 2017 for its 30th 
anniversary.

The D6 System Toolkit
In 1996 West End Games released the D6 System 
Toolkit, written by George Strayton, which was the 
distillation of the rules from Star Wars but with 
two notable inclusions - a Wild Die and Character 
Points. 

Both the Wild Die and Character Points were clearly 
throwbacks to the original Chaosium designed 
Ghostbusters system; but alas both mechanics 
missed the nuance that made them work. Most 
importantly however, the designers failed to 
acknowledge that game mechanics are abstractions 
of a game setting; meaning they have only marginal 
value when released as a stand alone.

History goes on to show this also with the d20 
Systems from Wizards of the Coast, the 2d20 
system by Modiphius, and PbtA System. Although 
useful references for the game design community, 
the systems themselves provide little commercial 
momentum. Fantasy Flight should have known this 
when they released Genisys in 2017, based on their 
Star Wars licenced RPG product at the time.

The D6 System did go on to be used in West End 
Games products Indiana Jones Adventures and Men 
in Black, but neither had any real success.

Alas, West End Games filed for bankruptcy in 
1998. 

Be it by coincidence, or inspiration, many 
games can tip their hats to some of the 
mechanics of the D6 System. 

All up, West End Games Star Wars The 
Roleplaying Game lives on today. At 
conventions it has a small and loyal 
following.

And even though the D6 
constraint might not be so rigid 
now with the easy access 
to dice of all shapes and 
colour; it is still the most 
common and inexpensive 
option by far. So will 
probably persist for 
many licensed property 
games.

In closing, I believe that the 
real nod of appreciation for 
WEG Star Wars The Roleplaying 
Game needs to go to the Chaosium team for 
their underlying design and Bill Slavicsek, 
for his fan love and curation over many 
years of the Star Wars extended universe.

Game on everybody!  
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digital
option

By Matthew Lee  |  Online convention photos provided by Heath Farnden
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For some time the digital portion of 
tabletop has lurked on the fringes 
of the hobby. There were those 

who found a use for the marriage of 
tabletop and digital. And so a handful 
of services gradually emerged, either 
adapted for tabletop or purpose built, 
to fulfil the needs of those wishing 
to play a game remotely. Or even 
broadcast for fun or promotion. 

These services were suddenly thrust into the 
limelight when tabletop players were confined to 
their homes because of the COVID-19 pandemic. 
Almost overnight there were large numbers of people 
looking to somehow get their tabletop fix. And digital 
had, if not the answers outright, the tools needed to 
cobble together some kind of response.

The most obvious choice being the readymade 
options. Simulation platforms with digital recreations 
of commercially available games, built and provided 
by the publishers from the very assets used in 
the physical games creation. They are structured 
environments intended to deliver one thing, as 
authentic a game experience as possible.

To say players flocked to this option is an 
understatement. One platform for instance, 
Tabletopia, has a selection of free games that are 
accessible by the most basic account available. 
Additional games can be purchased. Or various 
subscription options are provided, which unlock the 
catalogue.

What makes the platform so attractive is its ability 
to run in a browser as well as natively on a PC. 
An advantage it has over some of its competition, 
which usually needs something like Steam to launch 
from. With in-built voice chat, it is fairly straight 
forward for players to create a game and then share 
a URL with friends to get it going. 

Bane Williams, Tabletopia’s new Project Manager, 
gave some idea as to the scale in which people 

were taking up the platform. “Right now [April] 
Tabletopia is getting two months of customers 
daily.” Bane explained. “The increase warranted 
hiring new staff and the creation of new roles.”

However, by-and-large, Tabletopia has remained 
stable and the systems behind the platform have 
managed to cope with the increase in traffic. 
Unfortunately this wasn’t the case for other 
platforms, such as Board Game Arena.

Where Tabletopia provides a service that is one 
of live simulation, Board Game Arena is a more 
static, top down, and largely simplified affair. But 
one of the qualities it possesses over the simulation 
platforms is its ability to allow for multiple, turn-
based games to be going on at once.

Now, most tabletop games are turn based. But in 
this case we are talking about the ability for users 
to take their turn independent of the other players 
being in the game, or even online. It’s this ability 
to carry a game across a whole day, or even days, 
which probably made the service attractive to those 
also juggling working from home as well as family 
members in isolation.
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Much like with Tabletopia, at the start of March, 
almost overnight the use of Board Game Arena 
skyrocketed. But it was an increase in usage that 
the Board Game Arena team just wasn’t prepared 
for. And one which brought with it a few key 
problems.

On the Board Game Arena site the team explained 
the situation. “Before last week, our highest load 
was about 4000 players connected at the same 
time.” The team explained. “On Thursday, we hit 
5000 and it was still ok. On Friday, we hit 7000 
and the service crashed. We were able to restore 
it 40 minutes later, then found and solved the 
problem. We also set up some possibilities to 
disable non essential functionalities to prioritize 
welcoming people to play. On Saturday night, with 
those changes we managed to welcome up to 9000 
players connected at the same time.”

By the start of April some stability had been 
restored to the platform. This allowed Board Game 
Arena to continue rolling out new games, as well as 
make some planned new additions.

Of course, these are the purpose built options. With 
such a prevalence of free and easy to use online 
video and meeting software, there were those who 
opted for a wholly different arrangement. 

Players set up their physical copies of games, 
surrounded by a spider’s web of cams and 
microphones. Angles to cover players at the table, 
others dedicated to the board. Friends video calling 
in, directing those in the space to enact their 
moves, like puppet masters jostling a marionette.

A low-fi solution constructed from a mish-mash 
of advanced technology. One which was used to 
great effect by game groups, as well as roleplayers. 
Probably because it best allowed players with a 
variety of computational power to participate on 
equal footing.

And much like the usage of the digital platforms, an 
overwhelming demand rose out of this approach. 
In this case, a need for equipment and expertise in 
the area materialised almost instantly. Social media 
tabletop groups, usually dedicated to game talk, 
were suddenly discussing web cam suitability, how 
best to light an area, and video conference options.

This has covered the game playing aspect of 
tabletop. But another important facet of the 
community adopted digital because of the 
pandemic. That of conventions and events.

To begin with things seemed bleak. Popular local 
and international events began postponing, or 
outright cancelling, their scheduled 2020 events. 
The first to go were those most immediately 
imminent around the institutions of lockdown 
orders. But as the world came to understand the 
virus, and the toll it could and was taking, events 
further and further into the year began to cancel.

All was not lost. For fairly quickly these events 
and conventions realised that even if they couldn’t 
bring people together face-to-face, there was an 
opportunity to run at least a part of the program 
digitally.

One of the first conventions to cancel was Gary 
Con, which was due to be held at the end of 
March. The team behind the event had explored 
options for the convention to continue, but in the 
end had decided to abide by governmental health 
recommendations.

“We decided that the health and well-being of our 
gaming family comes first.” Luke Gygax explained 
in a post on the Gary Con website. “We continued 
planning and did everything in our power to make 
Gary Con run as normal, we are convinced that 
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following both government guidance and our own 
judgement concerning the COVID-19 virus is the 
best course of action.” 

Helpfully the concept of Virtual Gary Con had been 
introduced the year prior. So the Gary Con team 
didn’t need to build a digital event from scratch. 
Still, the virtual event was largely in its infancy. 
But the team successfully pivoted to redirect much 
of the existing conventions audience to the digital 
offering.

Australia-based roleplayer Heath Farnden, who 
runs The Antipodean d20, attended both last year’s 
Virtual Gary Con and this years. “The numbers were 
definitely up on the virtual con.” Heath mused. “The 
usual events transitioned from physical to virtual 
included role playing games, Q&A panels, seminars, 
tutorials, and general chat lounges. In live streamed 
games the audience was able to chat amongst 
themselves about what the PCs had done or were 
doing. It allowed some of the more experienced 
audience members to explain actions and game 
terms to newer attendees without disrupting the 
actual game.”

Gary Con was far from the only event to move 
online. Unsurprisingly two of the world’s largest 
and most popular tabletop conventions, Essen 
and Gen Con, both announced cancellations 
of their 2020 events. They too, usually in the 
same announcement, revealed plans for digital 
instalments to replace the lost physical ones.

Almost across the board events and conventions 
both large and small either cancelled or postponed 
indefinitely. In some cases, but not all, digital 
alternatives were offered. 

The question of how digital and tabletop can 
interact has been an ongoing one. In less 
dramatic times this relationship has seen various 
incarnations. Web shows, game apps, tabletop 
platforms and more have tested the waters. 

Until now nothing has really stuck. But the 
circumstances surrounding COVID-19 have proven 

that the tabletop community aren’t Luddites. We 
aren’t averse to digital. Rather digital is another tool 
that we can use to deliver the experience we are 
looking for.

Pandemic induced isolation became the catalyst for 
many to explore the digital options. And while many 
of these will diminish in popularity once the virus 
passes, we have had the chance to glimpse into a 
world where tabletop and digital mesh in a far more 
organic way.

I am excited to see how this inspires not just the 
existing digital offerings, but what new ideas and 
facilities spring out of this. COVID-19 has been a 
terrible time for both tabletop and humanity. But 
perhaps it has helped to inspire the next great wave 
of change.  
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Part 2:

Keep A Weather Eye

The Dock Builder{ Land 
Union of the Nation of 

Sarto{a (DBLUNS)
by Ben

My warband is based on dock workers in Sartosa 
rising up and taking on heroic (or villainous) 
personas to stand up for their rights! Heroes, 
villains, anti-heroes and weirdos. They started 
life as EDWUS (Empowered Dock Workers Union 
of Sartosa), but they are now the DBLUNS (Dock 
Builders’ Local Union of the Nation of Sartosa).

I had long been inspired by the artwork book 
Blood on the Reik. It’s full of sketches and artwork 
depicting the many humans of the Old World and 
it is amazing. There’s this one sketch of a “Mad 
fish wielder” who is brandishing a barracuda-type 
fish, and another of a “Fisherman” wearing fish 
and hooks. These were the inspiration for my dock 
workers. Then I learned about Captain Leatherwing, 
an alternate-universe Batman who is a pirate, and 
my direction was secured! 

I built the dockworkers idea around a Battle Monks 
of Cathay warband. They also fit in perfectly as 
the henchmen of villains or heroes who die by the 
dozens in every movie, TV show, and video game. 
Cue the Wilhelm scream! 

I did a lot of planning, and wrote a long list of 
villains and heroes from movies, comics, and TV. 
Then I brainstormed Mordheim-themed spoofs 
of them and started on the ones I liked the most. 
Inspiration came from sources like No One Lives 
Forever and early James Bond. 

With the Sartosan setting put in place, now the Radheim team just need some 
warbands to plunder the wreckage. Some of the team take us through the factions 
they have chosen and how they have been adapted to the piratical theme.

By Will Brown, Dan, 
Jack, Jamie Hardi, Ben 
Makepeace, Sam and Sean
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I decided that I wanted to paint this differently to my 
normal style. This warband is painted in an attempt 
to be deliberately more ‘messy’ in an impressionistic 
style, as well as colourful.

The plan with this warband is to recruit a bunch 
of henchman monks, hopefully one of them will 
become a hero. I’ll develop each of the heroes 
along their personas, placing theme and story over 
anything else. I hope to recruit a pyromaniac and 
a merchant as hired swords also. Maybe I’ll also 
be able to replace the peasants with soldiers as 
they become more ‘skilled and educated’ with the 
progression of the warband. 

Because we’re using the Epic Campaign rules, we 
all had to choose a plot. We didn’t stick to the strict 
plot allocations, and so I was able to take Gaze of 
The Gods, reflecting their descent into madness 
with increased Wyrdstone exposure. They are also 
a bunch of well-meaning mutants and we all know 
that situation is just going to get worse.

Da Blakkwater Krew
by Dan

I originally thought about playing Dwarves, but 
I have played Dwarves in the past. Other ideas 
came and went, mostly because they wouldn't fit 
the pirate theme. Then I found myself looking at 
pictures of a well painted Ork Freebooter army from 
40k. I knew what I had to do. 

Da Blakkwater Krew consists of the Orcs and 
Goblins list with access to the Pirates list, as all 
warbands in this campaign are. I was tossing up 
whether to have a troll or not, but Calamitous Max 
(the troll) is one of my favourite models I own.

All Orc and Goblin warbands have access to four 
heroes at the start (one less than regular warbands) 
and as heroes make you money, you should include 

all of them. You 
also have to 
watch out 
while playing 
Orcs and 
Goblins 
though, as 
they can 
(and often 
do) attack each other 
during a game! 

I rummaged through my bitz box, as I had about 
3,500 points of Warhammer and 40k Orcs (or 
Orks), finding what I needed for each conversion. 
For instance, the Kaptain was made with Warboss 
Grukk's body. I used the anchor arm from an Ogre 
Maneater, as well as an ogre bull right hand and a 
head from the Flash Gitz sprue.

While rewatching the Pirates of the Caribbean 
movies I decided I wanted a witch doctor. Someone 
who brought some colour to the warband and 
looked a little odd. That's why I ended up using 
the Wurrzag model as the Shaman, without 
conversions. I think it's a wonderful model and I 
couldn't have made it better even if I wanted to. 

The rest of the models include a First Mate 
converted from an Orruk Brute, a Qwarta Masta 
made from the combination of 40k and Warhammer 
bits, Empire Free Company hat wearing goblin 
henchmen, and the aforementioned troll. 

The campaign plot I went for was the Body Trade, 
where I need to capture as many people as 
possible. Personally, I feel that playing as orcs, the 
plot is secondary to running into every scenario and 
wanting to krump everything that's not green, and 
then maybe some squabbling after every one is 
unconscious. 
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The Purcha{ed Pride
by Jack

Sartosa, pirates, crazy Mordheim random 
happenings. Amongst all this I aimed to have my 
navy be the norm. I have always shied away from 
human warbands in the past, settling on the more 
elite character options like vampires. So I am very 
keen to see what a human warband looks like 
further into a campaign.

I was inspired by two themes in deciding the story and 
miniatures of my warband; the navies from Pirates of 
the Caribbean and the anime One Piece. The Navy 
Admirals in One Piece are also loosely inspired by the 
Japanese folklore Momotaro. A dog, a bird, and a 
monkey sail with a young Emperor to an island of Oni, 
demons. This fits perfectly with Sartosa!

So my story was sorted; an expedition from 
Marienburg funded by merchant’s gold. I selected 
the Watchmen warband roster and Guarding the 
Peace as my Plot.

My story I decided would be written as a captain’s 
log, that way I can make sense of the randomness 
of battles we play and another hero can take 
over should my Captain die. So my warband 
heralds from Marienburg. A zealous Navy Admiral 
has convinced the merchant nobles to fund an 
expedition to Sartosa with the promises of treasure, 
with his own goal of revenge on losing his family to 
pirate raids while he loyally performed his duty to 
protect the merchant nobles. 

The warband came to a mix of heroes and 
henchmen, drawing heavily on the One Piece theme 
to create back stories and load outs.

For miniatures I started with the Privateer Press 
Cygnar range, picking a few that weren’t too 
steampunk in their equipment. I was scared off 
any conversions with the metal miniatures. My 
henchmen came from Victoria Miniatures, a local 
company with an amazing range that could fit so 
many options. In my case they perfectly gave the 
appearance of the Navy officers from One Piece. 

I had a specific goal in mind for my Admiral; long 
white cloak billowing from his shoulders with empty 
sleeves, an arrogant pose showing his superior view 
of himself. I looked for a long time and considered 
some conversions, but in the end chose the Death 
Korps of Kreig company commander from Forge 
World. Lastly I added a dog from the Modiphius 
Fallout Wasteland Warfare miniature line.

Commander De La Talie{ 
Retrieval and Re{cue Force 

by Jamie

In our previous campaign I settled on a fairly vanilla 
human warband with a few extraordinary stars. In this 
campaign I wanted to shake things up with a bit more 
silliness and a lot more colour. I almost settled on a 
warband of hapless halfling pirates, but felt I wanted 
to paint up some models with a bit more variety. 

After reading the Mutiny in Marienburg supplement, 
I stumbled upon the Watchmen warband list. In 
the description of a couple of the heroes, I noticed 
that one entry screamed halflings. I couldn’t build 
a list without halflings, so my choice was made. In 
addition there was an option to represent what kind 
of Watchmen your forces were. A word change from 
River Watch to Sea Watch, and my ocean-faring 
crew had a home to belong to.

Playing another good aligned warband felt like the 
right choice considering this campaign was to be 
filled with villainy and skulduggery, and naturally the 
Guardians of the Peace plot perfectly complimented 
the ethos of the warband.
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I felt that I needed an all encompassing goal 
besides the core objective to motivate and influence 
how my warband played. As the Commander is all 
about saving lost souls, I wanted to include as many 
non-standard models in my list as possible. From 
crossbow armed halflings, halberd wielding orcs, to 
even a war turtle! This crew did not discriminate. 

They fought together for glory, honour, treasure, 
and in the Commanders case, for revenge. I opted 
to include a Priestess of Manann in favour of one 
of my other hero choices, with nautical beasts to 
represent my wardogs. These creatures are under 
the control of the Priestess, and add some lovely 
colours to the mix.

My other goal was to rebuild The Huntress, the 
Commanders scuttled ship. It will take me at least a 
quarter, if not half, the campaign to bring her back 
to life. But I will be hoping to use her in some form 
before that, and slowly improve her as the campaign 
continues. She will be a grand ship, a ship that 
defies logic as the power of Manann drives her, and 
hopefully with a bit of luck, a steam engine as well!

The faithful crew of the Commander are an eclectic 
mix of individuals including humans, halflings and 
orcs. This rag tag bunch of individuals work together 
under the same banner, but are by no means a 
regimented force. On the battlefield they will look like 
an odd collection but still with the singular goal of 
supporting the Commander in his endeavours. Well... 
that’s the aim at this stage in any case!

La{ting Regeneration of the 
Five--Silk Serpent

by Sam

Pirates! What a hook! I don’t mean to start with 
a pun but what a happy coincidence. The theme 
immediately pulled at me in two directions, which 
tend to be the directions hobby always pulls me in. 
Either a human faction that is as rare as possible 
and fills an unexplored niche in the fluff, or a 
monstrous faction with overly rich personalities for 
all my characters.

It was the human faction that eventually won me 
over, and after some exploration I determined to use 
the opportunity of the campaign to explore two of 
my biggest interests: obscure parts of Warhammer 
lore and Hong Kong Cinema. To be more exact: 
Cathay and Chow Yun-fat. 

I read any Cathay fluff I could find. And there really 
wasn’t much. Which is great for me as it leaves me 
room to get swinging for the proverbial fences. With 
the purview in mind to design a pirate warband, and 
the theme of Cathay, I was drawn to the Pirates of 
the Caribbean films for inspiration. Particularly the 
appearance of Chow Yun-fat in the second and third. 

I’m generally always drawn to Chow Yun-fat as a rule, 
but the motif of the Singaporean pirates from that film 
was particularly great. Big sweaty dudes covered in 
tattoos, thick green leather and flowing silk. I decided 
on that and started exploring options for miniatures, 
running happily into GCT’s Bushido miniatures range.
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The range began to define my direction, as I 
short-listed the minis I was interested in and put 
that next to an initial roster. I settled on roles and 
characters, using thrice translated names of famous 
Chinese pirates or amalgamations of phrases as 
their names. I have grown very attached to the 
back story and characters, which may have led to 
me being a bit more protective of them than the 
Mordheim ruleset encourages. 

Once a pre-eminent merchant house in the Court 
of the Dragon Emperor, the Five-Silk Serpent fell 
far from grace after a massive gamble from its 
patriarch left him dead, their vast silk farms lost 
and their treasury empty. Now, the last daughter of 
the great merchant house seeks fabulous treasures 
from these far away lands. For only with this may 
she buy her way back into the nobility of Cathay and 
return honour to her household.

I did set out to create a backstory and theme for 
the warband that would survive the death of major 
characters, but I'm not confident I pulled this off and 
may have written myself into a corner should some 
key faces disappear into the murky waters of Sartosa.

Count Dorian Vortlock'-{ 
Exceptional Sarto{an 

Expedition
by Sean

Undead Pirates of Sartosa… it really does have a 
ring to it. Almost everything wonderful about the 
Warhammer world in a single phrase. When it came 
to choosing a warband for this campaign there 
really was no other choice. As always, my warbands 
are shaped by the miniatures I wish to paint. 

I’d bought the Sartosan Vampire and Pirate Captain 
almost a decade ago, and they have sat unpainted 
in my bits box for years. As projects came and went 
I wondered if I’d ever give them the splash of paint 
that they longed for. This seemed like that time.

With that settled, I required some fluff. I knew I 
needed an excuse to have living Dregs as crew 
members as well as Zombies. More so, the only 

place the Pirate Captain would really fit in the Undead 
warband would be as a proxy for a Necromancer. So 
I decided that the storm that ravaged Sartosa also 
shipwrecked the Captain and crew. Some of the salty 
dogs survived the onslaught, whilst others found 
themselves in a watery grave.

That was the easy part. But it didn’t explain why 
the Captain, with his own crew, would answer to 
a vampire. I’d always loved the story of Luther 
Harkins, the insane vampire who haunted the 
shores of Lustria. It reminded me of another story, 
that of Fitzcarraldo, Werner Herzog’s masterpiece, in 
which an Irish rubber baron and opera-lover dreams 
of opening an Opera House in the Amazon. 

To do so, he sails a steamboat up a South American 
river and hires scores of tribes people to haul the ship 
over a mountain so it can be run-a-ground and serve 
as his venue. And so Count Dorian Vortlock was born. 

Somewhere between Harkins and Fitzcarraldo, the 
former Tilean Patron of the Arts Vortlock sets sail 
to Sartosa with dreams of establishing the greatest 
Opera House seen in the Olde Worlde. In doing so 
he intends to draw the finest royalty and elites to 
his world-class shows (with no sinister agenda, of 
course). However, there's a little more to it than 
that, and all will become evident as the tale unfolds.

The other members of the warband are three 
Dregs (survivors from the crew) converted from a 
range of Mordheim plastics and assorted bits. The 
Zombie Pirates are heavily converted from Nurgle 
Poxwalkers with plenty of greenstuff and Mordheim 
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You can find more 
pictures and information 
about the campaign on 
the groups Tumblr at 
radheim.tumblr.com or on 
Instagram @Rad_heim

plastic bits. The Ghouls (well, Seaghouls) are Black 
Fortress Ur-Ghuls, eye-less monstrosities that have 
developed a keen sense of smell from living in the 
caverns below Sartosa. There are plenty more 
warband members in the works, including a Ghoul 
hero and a few more vampires.

The Little Merwench -  
A Ponzi Family Production

by Will

I was toying with two different concepts in the lead up 
to this campaign. It was either Strigany River Gypsies, 
or a Shallow Beasts warband (essentially a Possessed 
warband that worship Stromfels, Mannan’s more evil 
rival). What tipped me over the edge was the stunning 
models in TTCombat’s Carnivale game. After finding 
those, I settled on the Channel Rats list, reimagined as 
a Strigany River Gypsy warband. 

From there came the idea of a travelling show. 
The Little Mermaid was a pretty neat and easy 
conversion into the idea of a play to be shown 
in port towns. So I give you the Ponzi Family. A 
travelling Strigany warband who are using their 
show as cover to bring the weakened Strigoi Pirate 
King, Nanosh, back to Sartosa to rebuild his fleet.

I play this warband with some trepidation. In our 
last campaign, The Circus is Coming, I captained 
Messers Greifswald and Schleck Proprietors, a 
Mareinburg warband that featured several members 
of the Greifswald family. All of whom died in the 

opening few games. So bringing another family into 
the world of Mordheim doesn’t bode well for me.

One thing I haven’t worked out yet is what to do 
about injuries and deaths. With my last warband it 
was easy, they were almost all made from plastic, 
easy to replace and cut up models. But these are 
finer, slightly taller and thinner resin models. So 
fingers crossed they don’t suffer too many injuries, 
otherwise I might have to recycle models with new 
names and large fake moustaches.

As far as gaming is concerned, I’m not super 
fussed on winning the campaign. I enjoy Mordheim 
for the post-game elements and watching the 
characters grow. However, the addition of plots and 
encampments in this campaign adds an excellent 
little objective for each player to work towards which 
is more than just the objectives of each scenario. 

My Plot, The Promise of Power, is built towards 
returning a vampire to his full strength. So I’ll be 
collecting a lot of cadavers. I’m also looking forward 
to playing this as a pushy gypsy troupe. I have a rule 
that allows me to try and swindle enemy warbands, 
selling them fake lucky charms. So I’ll be peddling 
these at every opportunity, while keeping my eyes 
out for the watchmen. 

This rule even allows me to secretly steal an item 
from an enemy. I’m looking forward to seeing the look 
on someone’s face when their Captain goes to draw 
their pistol, only to find its been replaced by a wooden 
replica. Let the show (and the scams) begin!  
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In the past we have looked at dodgy, 
and downright criminal, Kickstarter 
campaigns. There’s a reason for 

this. It’s interesting to see what people 
are up too, how they try to get away 
with these things, or even just their 
misunderstanding of subjects like 
intellectual property or licensing.

But this issue I thought we’d take a look at 
something different. 

Now, this article isn’t intended to shame or belittle 
the main subject of this analysis. Rather I’m hoping 
we can look at how this person has presented their 
game and themselves, and the impact this has on 
their campaigns success. I should also point out I’m 
taking Rahul at his word, that a game does exist, 
and that it is just waiting to go into production.

The project in question is a game titled America: 
Land of Opportunity. The designer and person 
running the campaign is Rahul Bajaj, and he needs 
AUD$36,736 dollars to make the game a reality.

Apart from an explanation about why he has 
created the game, details are non-existent on the 
Kickstarter page. 

This isn’t so bad, a lot of people get excited by 
crowdfunding and jump in without fully exploring 

what details they need to provide. Easily fixed 
by Kickstarter users asking for details in the 
comments.

What followed was a handful of responses from 
Rahul where he unfortunately talks sideways to the 
prospective backers asking the questions. In one 
post he even makes the dubious comment “Have 
a little faith...and be prepared to be surprised!” in 
response to user Barry Cake pointing out the lack of 
details.

At every turn Rahul resisted talking any specifics 
about the game. 

The true problem was revealed when Rahul updated 
the campaigns FAQ. In response to whether any 
details about the game would be provided, Rahul 
wrote. “As much as I would like to, I am worried 
about copycats. The core of this game is its 
intellectual property…think of it this way, do you 
ask to read a book before you buy it?” [sic]

The simple fact of the matter is, you can’t expect 
people to buy or back your game if they know 
nothing about it. Game theft normally occurs after 
a game is published. After all, it’s when all the 
work has been done! So revealing, in the very 
least, the most basic details about a game is far 
more beneficial than trying to convince prospective 
customers you are good for it.

There is another lesson in this too, about 
community engagement. Whether purposefully or 
not, Rahul speaking in non-specifics and vagaries, 
while attempting some kind of intellectual high 
ground, only helped to alienate any prospective 
backers. 

At time of publishing, America: Land of Opportunity 
still has a fair few days of its campaign to go. With 
Rahul going quiet in the comments, and most likely 
no actual details of the game becoming available, I 
fully expect that it won’t fund.

If he is serious about this, hopefully Rahul can 
learn from the experience, overcome the fear about 
promoting the game, and take another crack at it. 
In the very least we can look at the campaign and 
hope others don't repeat the same mistakes.  

By Matthew Lee

Image source Rahul Bajaj

If you want to find the 
campaign search for 
America: Land of 
Opportunity on Kickstarter.
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The Antipodean d20 
facebook.com/TheAntipodeanD20

BardicBroadcasts (Twitch) 
twitch.tv/bardicbroadcasts

BardicBroadcasts (YouTube) 
youtube.com (search: BardicBroadcasts)

Ben Makepeace 
facebook.com/BenMakepeaceArt

Board Game Arena 
boardgamearena.com

Christian Heffernan 
webdesignerandartist.com

Elizabeth Hargrave 
elizhargrave.com

Foti Pitrakkos 
pitrakkos.com

Jason Anarchy Games 
jasonanarchygames.com

Privateer Press 
privateerpress.com

The Radheim team 
radheim.tumblr.com

Stonemaier Games 
stonemaiergames.com

Tabletopia 
tabletopia.com

TTCombat 
ttcombat.com

Victoria Miniatures 
victoriaminiatures.com.au

URL Directory




