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permission from the editor. All material remains 
property of its respective creators. Products named 
in these pages are trade names, or trademarks, of 
their respective companies. The views expressed 
in this magazine are not necessarily those of the 
editor or publisher or The Campaigner.

Editorial

Welcome to returning and new readers alike. 

Tabletop worldwide took a collective gasp as 
Keyforge was finally unleashed. Besides some 
of the more, questionable, deck names by all 
accounts the launch as been quite successful. 
Is this the game that will unseat Magic: The 
Gathering from the head of the table? Probably 
not, but I’m sure it will give it a run for its 
money.

Not to dwell on Keyforge for too long, but so 
far, what I have liked about it has been the 
way the game is focussed on learning and 
knowledge. Rather than deck creation and 
optimisation. I like learning how games work, 
and about the interacting systems within 
them. Keyforge is essentially all about this, 
as familiarising yourself with your own unique 
deck is the key to being competitive. 

Though my mind does boggle at the sheer 
scale of the logistics which must be behind 
each deck. Of the algorithm which creates 
it, and the technical prowess that goes into 
manufacturing each unique card. Even if 
the game doesn’t break through in the end, 
and become a tabletop staple, the effort 
put into bringing this game to life should be 
commended. 

These last few months are some of the busiest 
for tabletop. A lot of conventions, big and 
small, have staked their claim to the period. 
PAX Aus, Essen and PAX Unplugged are 
probably the most visible. But dozens more 
smaller events toil away, bringing tabletop 
experiences to players.

It also saw the fruition of a project I have been 
involved with, as Kanga revealed the winners 
of the first ever awards. Even though they are 
not a part of Kanga, ATGN are onboard with 
what the award is trying to achieve, and helped 
out by providing a setting for the presentation 
to take place. The ceremony itself was quite 
low key, but a number of Australian game 
designers and media were there.

The response to the award, and the winners 
chosen, has overall been really good. While 
during the last year Kanga has seen a lot of 
support, I had the inkling that there were still 
those who didn’t really understand what the 
award was about. But now having winners in 
place, and being able to explain why these 
were chosen and how this fits the categories, 
seems to have helped a lot of those on the 
fence more fully understand what Kanga is 
trying to achieve.

So it appears we are well on the way to 
building a respected and valuable award which 
champions Australian involvement in tabletop 
games.

Lastly, we are currently running a giveaway 
in conjunction with Cutlass Games. You could 
nab yourself one of the five copies of Castles 
of Caleira we have to give away. All you have to 
do is check the Market pages in this issue for 
the giveaway code and enter it on our website. 
Simple as that!

Until next issue.  

Matthew Lee, Editor

contact@thecampaignermagazine.com



Free from 
postage
In mid-October the Trump administration announced 
plans to withdraw USA from the Universal Postal 
Union. This is a global body which oversees 
international postal issues, as well as facilitates the 
payment of terminal dues.

The US has a year to renegotiate the terms of its 
involvement before its withdrawal is permanent. 
This means that, for now, postal pricing will remain 
the same. Should the USA permanently withdraw 
from the agreement it is unknown how this will 
affect postal shipping worldwide.  

Taking stock
October saw Games Workshop provide a vague, 
but somewhat concerning, message to its share 
holders. In a statement provided in mid-October the 
company said:

Following on from the Group’s update in 
September, trading to 7 October 2018 has 
continued well. Compared to the same period in 
the prior year, sales are ahead and profits are at 
a similar level to the prior year.

However, the Board remains aware that there 
are uncertainties in the trading periods ahead for 
the rest of the 2018/10 financial year. A further 
update will be given as appropriate.

Over the last year the stock performance of Games 
Workshop has risen drastically. During 2018 alone 
half-year profits hit £38.8 million on sales of 
£108.9million. After releasing the statement Games 
Workshop’s share price decreased by 10%.  

Taking the fight 
to the pirates
Model designer and supplier Scale75 introduce an 
awareness campaign against recasters and piracy. 
As part of the initiative they are providing a Stop 
Piracy logo which can be used to show support. 
Check the Scale75 website (scale75.com) and 
Facebook page for updates.  

Excelsior!
Stan Lee, the publisher of Marvel Comics and 
creator of character such as Spider-Man, Black 
Panther and the X-Men, died on 12 November at 
Cedars-Sinai Medical Centre in Los Angeles.

He is survived by his daughter J.C. His wife of 69 
years, Joan, died in 2017.   
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Kanga winners 
awarded
In a ceremony held concurrent to PAX Aus, at 
Games Laboratory in Melbourne, the Kanga 
unveiled its inaugural winners. From the Kanga 
announcement:

Game of the Year goes to Barenpark. The judges 
were drawn to the accessible mechanics and 
quaint visuals. It can be enjoyed by a broad 
age range. Families can experience the game 
together quite comfortably in a relaxed way. 
While competitive players will find a lot of 
strategy to keep them engaged

Best Gameplay goes to Lisboa. The judges liked 
the complexity of the game. It allowed for a 
multitude of player options, which leads to a high 
replayability factor. Players who learn the ins and 
outs of the game are rewarded with exciting and 
challenging decision making situations.

Best Visuals goes to Crystal Clans. The judges 
praised the crisp and bright visual style for being 
dynamic. It reinterprets standard genre tropes 
to create a distinct and memorable world. The 
graphic design supports the gameplay, while 
giving ample space for the illustrations to tell a 
story. All with over a hundred individual pieces of 
artwork, all impeccably done.

Congratulations to all those involved in the creation 
of the winning games.  

The return of  
the evil dead
At the start of October Jasco Games announced 
a dual initiative and Kickstarter for Evil Dead 2. 
This was in the wake of Space Goat Productions, 
who had previously run an Evil Dead 2 campaign, 
revealing that they would not be fulfilling the game. 

As part of the plan Jasco Games had worked out 
an agreement with the Evil Dead 2 rights holders 
to create a new game. The company would not 
have access to the original Space Goat Productions 
game, and would instead be creating a wholly new 
title using many of the original games parts. 

A new Kickstarter would be run for Jasco Games 
version of Evil Dead 2. For every copy backed an 
additional copy would be provided to a backer of 
the previous campaign. Jasco Games acquired 
the backer and pre-order list from the Space Goat 
Productions campaign to make this possible.

The original Space Goat Productions crowdfunding 
campaign was run in mid-2016. It was successfully 
funded, taking in AUD$722,622 from 6,143 
backers.   

Matthew Lee presenting the Kanga awards. 
Photo by Barantas Ericks.
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Interview by Matthew Lee

How do you impart the experience 
of a months-long process to 
people? Can it be done in a way 

which is both fun and engaging? And 
how do you implement it across an 
entire organisation?

Early October saw the Royal College of Midwives 
in the UK introduce a board game into its training 
program. Titled Continuity Counts, its aim is to help 
midwives understand what is involved in providing 
continuity of care across a woman’s journey through 
pregnancy.

This issue we talk to Mary Ross-Davie, Director for 
Scotland at the Royal College of Midwives, and part 
of the team which created Continuity Counts. Mary 
tells us about the game, where the concept came 
from, and how interactivity like this can assist in 
training and educating.

Can you briefly explain what Continuity 
Counts is? 

The game is an activity that can be played by 6 
players. It is designed for midwives to help them 
understand what a caseload might feel like if a 
continuity model of care is implemented. Continuity 
of carer is a model of maternity care where a 
primary midwife sees a woman through her whole 
maternity journey – providing the majority of her 
antenatal, labour and birth and postnatal care.

It is not the current model of maternity care in 
most countries at present. In the UK we now have 
maternity policy which is recommending that 
continuity of carer becomes the central model 
of maternity care across England and Scotland. 
This raises a lot of questions and uncertainties for 
midwives about how their working lives might look 
and feel. This game aims to address these concerns 
and questions.

Why did you feel that a board game was a 
good teaching tool? How does this format 
help to communicate the ideas or lessons you 
are trying to teach?

The RCM have been running a lot of workshops and 
teaching sessions about continuity of carer and we 
have developed online learning resources. We felt 
that a game could add to this suite of resources. 

“This raises a lot 
of questions and 
uncertainties for 
midwives about 
how their working 
lives might look 
and feel.”
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By Foti Pitrakkos | Illustration by Christian Heffernan
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Not Your Average Ambush



A
rafythe raised his hand, halting 
his monk companion. Then he 
swore.

The monk Zathar narrowed his eyes and looked 
around. “We’re surrounded aren’t we?”

The ranger shook his head, not in answer to the 
monk, but in frustration at his own mistake. They 
had chosen to go off road in their travels and 
pass through a rocky outcrop. Arafythe had hoped 
to pass through unnoticed – it was a fool’s hope.

“Well, the only way to learn is to make mistakes,” 
said the monk, nonchalantly. He flicked back 
his dark blue robes and effortlessly spun his 
quarterstaff in a flourish. “What is it? A dozen or 
so orcs? Goblins?”

“Bugbears!” A voiced boomed out from the 
surrounding boulders and stones. “We’re 
bugbears!”

In a single motion Arafythe had his bow in hand 
with an arrow nocked.

“I suggest you put down those weapons,” said 
the booming voice in the common tongue – it 
was surprisingly well spoken, despite the heavy 
accent. “This doesn’t have to be difficult.”

At that moment, the ambushers decided to step 
out from their hiding places – more than a dozen 
creatures armed with crossbows, poised to fire 
at the two elves in an instant. A much larger one 
– clearly the leader – was now leaning against 
a boulder up ahead, heavy shield and morning 
star in hand. He was a strange looking creature, 
something of a large goblin mixed with a bulldog, 
or perhaps a cat. Arafythe had never seen 
anything like it.

“What’s difficult,” said Zathar, looking about at 
the ambushers, “is working out what you are 
exactly. You don’t look like bugs, and only a little 
like bears.”

“We are bugbears!” growled the leader, jumping 
up from his casual pose. “We are our own 
species. Do not mock us.”

“Why the misleading name, then?” the monk 
pressed on, seemingly unconcerned by the 
danger. “Why not call yourself goblin-wolves? Or 
hairy-orcs?”

“Silence!” The leader was fuming now. “We are 
bugbears, and that’s that! Now surrender or pay 
the price!”

Zathar laughed, and his illogical amusement 
at their terrible predicament was infectious. 
“Whatever you are, we are not just going to 
drop our weapons, bugbear. You might have us 
surrounded, but we are pretty good at killing 
things.”

The bugbear roared at the sky, completely 
flustered. This was apparently not how he 
expected things to go. He turned to Arafythe. 
“What of you? Does your mad companion speak 
for the both of you?”

Arafythe took a breath and sized up the enemy. 
They seemed tough, clever, and were well 
positioned. To fight was to die, that the ranger 
was certain of.

But he couldn’t wipe the grin off his face. Zathar 
had somehow turned the reality of their death into 
a light hearted joke. What type of monk was he?

“Yes, he does,” said Arafythe, quite happy to 
reach the grim punchline. “I am equally confused 
by your name. But, unlike my companion, I can 
live with that confusion.”

His hand pulled back in a flash, loosing the 
nocked arrow. It slammed into the bugbear 
leader’s shoulder.

The creature roared and took cover, just as 
another arrow zoomed over his head. Arafythe 
dashed forward, drawing another arrow. 
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Ancient evil lurks just out of reach. 

Terrors vast and unfathomable, 

unable to be comprehended by 

the human mind. Under the 

earth, below the waters, 

amongst the stars. Even 

in the homes of mankind. 

These horrors wait to 

be unleashed.
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By Matthew Lee

all of Cthulhu is a roleplay game 
where players take on the role 

of investigators, while one person 
runs the game as the Keeper. The 
investigators task is simple, to uncover 
secrets and resolve dark mysteries. 
These investigators are normal people, 
thrown into horrific encounters with 
otherworldly forces. They do not just 

risk their lives, but their very 
sanity as well.

The game focuses on fun and player cooperation. 
It is published by Chaosium Inc and is currently in its 
seventh edition.

Ancient Rites
Much like a good Lovecraftian story, the tale of Call 
of Cthulhu starts many years ago. Chaosium had 
started publishing roleplay games in 1975. These 
were primarily fantasy themed, and included titles 
such as RuneQuest. At the beginning of the 80s 
the company incorporated as Chaosium Inc, and 
as this redeveloped and rereleased the RuneQuest 
rules under the umbrella of the Basic Role-Playing 
system.

The Basic Role-Play system was designed to 
provide a generic simulation of a person and their 
abilities. Fundamental skills were listed, and the 
percentage at which the character was proficient 
in something was recorded. This system became 
known by many as “d100”, and proved to be a solid 
base from which Chaosium Inc could build its titles.

Around this time H.P. Lovecraft fan Sandy Petersen 
made contact with the company. He was interested 
in writing a RuneQuest supplement which used the 
Lovecraftian Dreamlands as a setting. Wanting to 
branch out Chaosium Inc had already commissioned 
a game called Dark Worlds, which would include 
horror themes. 

The Campaigner Issue 2618



Chaosium Inc was impressed by Sandy’s proposal 
for the Lovecraft inspired RuneQuest supplement. 
So they had him take over the writing and 
adaptation of the d100 system for Dark Worlds. 
Shortly after this it became Call of Cthulhu, and the 
first edition was released in 1981.

The second, third and fourth editions were released 
between 1983 and 1989, and were continued 
to be developed by Sandy. After this, with Sandy 
leaving Chaosium, Lynn Willis was given the 
task of reworking the title for its fifth and sixth 
editions. These were published in 1992 and 2004 
respectively. 

An edition dubbed 5.5 was released in 1998. This 
was a reorganised and updated version of the fifth 
edition and featured brand new cover art. A few 
years later, in 2001, a 20th Anniversary Edition was 
also released. 

While continuing to be immensely popular, and 
featuring regular edition releases for just over 20 
years, it would be a decade between the sixth and 
seventh editions of Call of Cthulhu. This was largely 
due to Chaosium Inc experiencing financial troubles, 
with the company finally gaining traction again in 
2005.

Mid 2011 saw the announcement of a 30th 
Anniversary edition of Call of Cthulhu, which would 
be available in limited numbers. This version used 
the sixth edition rules, and provided Chaosium Inc 
with the impetus to finally begin the serious work of 
a seventh edition.

In May of 2013 a crowdfunding campaign for the 
seventh edition of Call of Cthulhu was launched. 
With the not immodest goal of USD$40,000 the 
campaign managed to amass over USD$560,000 
at its completion. 

Call of Cthulhu was back.

Invoking the Old Ones
Reviving and renewing the roleplay property was 
a large task, and one which was given to the pair 
of Mike Mason and Paul Fricker. Mike was a long 
time player of Call of Cthulhu, and had published a 
fanzine and run the scenario writing group Kult of 
Keepers. “In terms of Call of Cthulhu, I have been 
writing, running, and developing material for the 
game since 1983.” Mike said. “Previous to my work 
at Chaosium, I was the Black Industries Manager at 
Games Workshop, where I co-wrote Dark Heresy, 
the Warhammer 40K roleplaying game, as well as 
developing a number of titles for that line and also 
Warhammer Fantasy Roleplay.”

Paul was one of the members of Kult of Keepers, 
with a hefty back catalogue of scenarios for a 
number of the games editions. So the two were well 
versed in what made the game tick, what previous 
editions had done, and where the game may need 
to be updated.

Mike and Paul’s prior understanding of the game 
played heavily into how they approached the 
seventh edition. They didn’t just have to bring 
a game to market, but maintain a legacy which 
stretched back more than 30 years. “Call of Cthulhu 
was the first game to turn the notion of heroic 
roleplaying on its head.” Mike admitted. “In most 
other games the players aim to build stronger 
and better characters through the accumulation 
of treasure and so on. In Call of Cthulhu, the 
accumulation of treasure (knowledge of the Cthulhu 
Mythos in this case) works in the opposite direction 
– the characters are weakened. Thus, to face 
and challenge the Cthulhu Mythos is to be truly 
heroic, as there is little to no reward for the player 
characters in doing so.”
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Terraforming Earth
By Matthew Lee If you can’t stand the heat, get out 

of the kitchen. That’s an old saying. 
But soon we may have to update it. 

If you can’t stand the heat, go extinct.

In October the UN’s Intergovernmental Panel on 
Climate Change delivered a new report. It examined 
the difference between a 1.5 and 2 degree rise 
in temperature, and how this seemingly fractional 
difference results in a global catastrophe. That’s 
not to say that a 1.5 raise is all peachy. Even that 
amount is disastrous.

For a lot of people, really understanding what 
results from raising the Earth’s temperature is hard 
to fathom. We all get how temperature affects 
things on a small scale; frozen items thaw when 
left out of the freezer, cold items heat when put into 
an oven. But the sheer scale of what a global rise 
means is hard for many to conceptualise. And thus 
makes it easier to ignore.

Unless you have played Terraforming Mars.

One of the core mechanics of the game is raising 
the temperature. At the start of the game it is 
at -30°C, and during play will be raised to 8°C. 
Raising the temperature allows for the placement 
of ever more complex life, and is a key aspect of 
making Mars an environment habitable by Earth-
born species.

Now, I know this is just a fun board game. And I’m 
not going to get into the minutia on the topic. But 
for this discussion, the key thing to understand is 
this. The 8°C temperature range is (by-and-large) 
analogous to the Earth’s median range. This makes 
the environmental reaction to the temperature 
predictable, and transplanting Earth flora and fauna 
viable.

Once a game of Terraforming Mars is done, take 
a look at the board and the cards players have 
activated. More than likely the planet is beginning 
to sprout many areas of vegetation, and sporting 
a vast ocean network. So too players will have a 
number of cards in play which bring a variety of 
plants and animals to Mars. 

Many of the more complex life forms can only be 
played once certain temperatures are reached. 
So too, some of the simpler life forms can only 
be played before temperatures are exceeded. It’s 
a delicate balancing act, but one which results in 
a populated world. But the concept of life having 
a limit on what it can endure is not restricted to 
microscopic organisms alone.

Now, imagine playing past the 8°C maximum 
temperature and how that would affect the final 
game state. Continued warming would thaw more 
ice, increasing the size of the oceans so they 
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envelop the neighbouring environments; be they 
vegetation or city. The upper threshold of the 
animals would be exceeded, and no more  
Earth-based plants or animals could be played. 
Eventually, again, Mars would be a lifeless rock.

It is a cliché, but it is a cliché for a reason. 
Everything on a planet, be it Earth or Mars, is 
connected. So changing one part, even if it is 
raising the temperature by a few degrees, can have 
effects which ripple across the entire world. 

This is what is happening to Earth, right now. The 
Intergovernmental Panel on Climate Change’s report 
doesn’t question if this will happen, but at what 
magnitude. In all honesty, it doesn’t look like this is 
something we can stop. But we can help to limit the 
damage. 

There are a number of things people can do to 
help in the fight against climate change. The two 
most important are changing personal habits to 
reduce your effect on the environment, and pushing 
politicians and governments to address the problem 
seriously. You can find a number of resources online 
about how to enact these.  

What is 1 degrees difference?

Earth doesn’t have one temperature. Recorded amounts 
range from -88°C to 58°C. But the Earth warming by even 
1 degree can mean a lot. For example, ice begins to melt at 
0°C. So a place which was once -1°C, and is likely covered 
in ice and snow, will begin to thaw if the temperature rises 
only 1 degree. Increase the temperature by more, and this 
thawing accelerates.

This kind of broad environmental effect isn’t just 
confined to frozen tundra. It is a global occurrence, and 
will change every location differently. On the most 
basic level, environmental change isn’t bad. It is an 

ongoing characteristic of our planet. But it is the 
speed at which this change is currently happening 

which is the problem. 

The Campaigner Issue 26 25



T he Circus is Coming

Part 1: 

Returning to Mordheim
By Ben Makepeace and Sean One of the Holy Grails of all wargamers is running a narrative campaign to its 

conclusion. The other Holy Grail is playing on intricate and beautiful terrain 
with fully painted miniatures. In this first instalment, Ben Makepeace and 

Sean set the groundwork for what could be an amazing ongoing campaign. Take 
a journey with us as their gaming group descends into the chaos of Mordheim.

Ben: One day in late 2015, seemingly out of 
nowhere, Sean had started to build some terrain. 
No that’s not true; he started building some 
gorgeous terrain. The kind of terrain that made me 
feel jealous, and question whether I’d ever been 
any good at building terrain! He’d been inspired 
by Games Workshop’s skirmish miniatures game, 
Mordheim. Not long afterwards, as he tells it, then 
I got inspired and suddenly produced a narrative 
campaign structure for 15-ish scenarios strung 
together by a loose story, and end-game impacts 
for wins and losses, and the campaign was born. 
But I don’t remember it quite like that!

Sean: Like many weathered hobbyists my 
bookshelves are a holding of venerable rules 
manuals, White Dwarfs and magical artefacts which 
Games Workshop in their infinite wisdom chose 
to confine to the dark corners of neck-bearded 
nostalgia. One relic in particular, the Mordheim 
rulebook, has always had the power to transport 
me back to the day I first picked through it. More 
specifically there’s a photo in there which evokes 
such a strange influx of inspiration I’d almost 
consider it my project muse. An Undead warband 
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complete with a characterful Hunchback of 
Notredame-esque Dreg seemed to have a profound 
impact on 13-year-old me and define much of how 
I imagined the City of the Damned for the next 
15 years. When, by chance, I stumbled across 
that model (which I discovered was Luther the 
Hunchback from Warhammer Quest: Catacombs 
of Terror ) on eBay in early 2015 it gave a place to 
release much of that post-teen Mordheim angst. 

Ben: Sean and I worked together at GW during 
Mordheim’s “golden years” when it was on the 
shelves. Indeed I still have the White Dwarf issues 
where the concept game was published. We ran 
many campaigns in-store, and played them at 
home. We both amassed huge collections of minis, 
terrain, rules, and source material over the years, 
and I think it’s fair to say that both of us still look 
back at those days with fond memories. I even 
have a German copy of Mordheim; Mortheim. This 
was delivered one day to the store in our weekly 
stock order. The manager was amused, but thought 
it wouldn’t sell. I bought it immediately. It gave 
me extra scenery (always good) and extra copies 
of the minis (always hoard bitz). I speak some 
conversational Deutsch, so that was good too. 
Anyway, what could be more atmospheric than 
having a German language copy of a game called 
Mordheim, set in a city in the state of Ostermark, 
where they speak Reikspiel, and are lead (later on 
of course) by Karl Franz? Nothing!
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By Rohan O’Brian

Photos by Matthew Lee Since its introduction in 2013 
PAX Aus has featured tabletop. 
Thinking back to that first year, 

in the circus tent-like Grand Pavilion 
of the Melbourne Showgrounds, 
tabletop seemed so massive. So 
grandiose. Surely this was tabletop at 
its maximum? But each year after that, 
tabletop only gets bigger. 

Up to this point improvements in tabletop at PAX 
Aus have focussed on expansion. The freeplay area 
continues to grow and grow. Vendors increase in 
number and variety. And once a sight only in the 
digital area, some tabletop vendors have started to 
erect particularly spectacular spaces. There have 
been things added over the years, but they are 
generally pretty low key.

PAX Collaboratory
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Except this year, where a particularly notable 
addition was made to Tabletop. Dubbed PAX 
Collaboratory, it was a sizable area where game 
designers could show off games they were currently 
working on. Not only that, but these games were 
pre-chosen to appear, and were listed in the PAX 
App.

Previous PAX Aus events had featured a ‘Meet the 
Designers’ night, where designers could show their 
games for a few hours in a cordoned off area. While 
designers finding tables in the freeplay area for the 
rest of the time, and attracting attendees who may 
want to play, was a familiar sight. Collaboratory was 
an evolution of this, a concerted effort to provide 
an organised and signposted location as well as 
support from PAX Aus itself.

PAX Collaboratory was the brainchild of new PAX 
Coordinator, Luke Lancaster. As Luke explained. 

“There’d been discussion internally for a while 
on a way to better serve the Australian tabletop 
design community, but it was important to us that 
it was something that felt authentic and tailored 
to the needs of the community, rather than a copy 
and paste of PAX Rising, for example. In the end, 
the idea I had was Collaboratory – something to 
connect the design community together and show 
attendees a side of tabletop game design they 
would rarely see. I’ve always been dedicated to 
supporting and developing tabletop at PAX, and this 
was an extension of that.”

While this first instalment was a test case, Luke 
wanted to put a structure in place which could both 
cater to the participants and attendees but not need 
to be significantly overhauled for future events. With 
this in mind he turned to one of Australia’s largest 
groups of tabletop game designers, the TGDA. 
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TableTop game 
creaTion soluTions
•  Print management and advice
•  Game consulting and testing
•  Graphic and layout design
•  Content proofing and editing
•  Fiction and rules writing
•  Worldbuilding

Contact: talkmotiveforce@gmail.com

TGDA is a group that supports Australian board game designers with 
almost everything they need. Check us out on Facebook or on our website 
for helpful tools and downloads to get your game off the ground.

tgda.sitelio.me  |  facebook.com/groups/TGDAus

Australia loves 
board games!

Art And IllustrAtIon

Craig Lee > Concept art, characters, environments > @CLeeArt > cleeart.com 

$38.001 YEAR
Subscribe to the magazine by going to the website and get 
a print copy of The Campaigner sent to you every quarter.

thecampaignermagazine.com

Love The Campaigner?
Get new issues

delivered to you and
never miss out!
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MARKET

What would you like to see featured 
in The Campaigner? Head over to the 
website and fill out the contact form to 

tell us your thoughts and ideas.

thecampaignermagazine.com



Australia’s number one 
tabletop gaming podcast
Episodes, articles, merchandise and more.

dicemencometh.com

You can now order back issues 
from The Campaigner website.

But be quick, stock is limited.

Want to
catch up
with print
issues of
The Campaigner?

Castles of Caleira giveaway!
Thanks to our new sponsor Cutlass Games 
promoting their upcoming Kickstarter for 

Spirits of Carter Mansion, they have given us 
five copies of Castles of Caleira to give away. 

And you could win one!

Head to The Campaigner website, click the  
competition banner and ENTER THE CODE for 10 entries!

Entries close 23 December, and winners will  
be notified in the first week of 2019.

thecampaignermagazine.com Code:

Check the print or 
digital editions for 

the entry code.
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In the Community Spotlight series 
we look at groups, clubs and 
organisations across the globe. We 
talk to those in charge and discover 
why these community groups are 
a valuable addition to the tabletop 
hobby. This issue we feature G3 
Gamers from Glasgow, Scotland and 
talk to the committee members about 
the club.
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The Antipodean d20  
facebook.com/TheAntipodeanD20

Ben Makepeace 
facebook.com/BenMakepeaceArt

Chaosium Inc 
chaosium.com

Christian Heffernan 
facebook.com/dungeonloots

The Circus is Coming team 
radheim.tumblr.com

Fat Dragon Games 
fatdragongames.com

G3 Gamers 
g3gamers.co.uk

Jason Anarchy Games 
jasonanarchygames.com

Kingdom of Aer: Kingmaker 
kingdomofaer.com

PAX Aus 
aus.paxsite.com

Royal College of Midwives 
rcm.org.uk

Tabletop Game Designers Australia 
facebook.com/groups/TGDAus/

URL Directory




