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Editorial

Welcome yet again to another issue of The 
Campaigner.

In this very issue I discuss the use of tabletop 
as a term. What we at The Campaigner have 
decided it means to us, as well as how we use 
it. However a recent day out has me thinking 
about this a lot more.

A friend of mine and I went to an escape room 
not too long ago. It was a 1930s themed room, 
where we were trying to find a new deadly 
bacteria. Ultimately we ran out of time, though 
we were two puzzles away from completing the 
whole thing. A theoretical victory, in the very 
least.

Escape room-like boxed games have been 
on the rise, with series like Unlock! And Exit 
proving to be quite popular. When they come in 
these packaged forms it’s easy to lump them in 
with tabletop games. But does this mean that 
escape rooms as a whole fall under tabletop?

Let’s look at another example. An outlier which 
has been tugging at the back of my mind. 
Roleplay is solidly accepted as part of the 
tabletop pantheon. That is undisputed. Where 
then does Live Action Role Play (LARP) fall?

LARP certainly uses mechanics that are, if 
not exactly like conventional roleplay, heavily 
derived from it. Certainly a physical aspect is 
rolled into the game, but there are rules and 
systems at play in LARP that simulate effects 
or actions. 

So does it matter, in a classification sense, if 
your roleplay is done sitting down in jeans and 
t-shirt or running about a forest in a tunic?

Don’t misunderstand me. I’m not trying 
to clearly divide tabletop from these other 
pursuits, and alienate those involved. In fact, 
it’s entirely the opposite.  To me LARP and 
escape rooms are infused with the spirit of 

tabletop. And I’m curious how these hobbies 
can be, or maybe already are, part of tabletop 
greater.

When we anointed ourselves as tabletop 
players I don’t think we were doing so with the 
express purpose of enshrining the tabletop 
itself. It’s the ideas, the games, the community 
which is facilitated that we are interested in. 
The table itself is just a handy focal point, a 
totem that represents the ethereal concepts we 
hold dear.

I mean, wargames are considered a tabletop 
game. But do they cease to be if you play 
on the floor? Of course not, we aren’t that 
literal in our interpretation of the title. So by 
LARP and escape rooms moving the action to 
another environment, does that make them any 
different?

In the very least I know that many of those who 
enjoy the traditional tabletop experiences are 
also those who engage in LARP and escape 
rooms. And why not? As I have established, 
they all contain the same basic elements. Just 
delivered in slightly different ways.

As long as people are having fun and building 
positive personal relationships, that’s all that 
matters. 

Until next issue.  

Matthew Lee, Editor

contact@thecampaignermagazine.com



Ninja Vanish
Backers of a number of Ninja Division crowdfunding 
campaigns have started to raise concerns about 
the companies various projects. The first game 
in question is Super Dungeon Explore: Legends 
which funded in 2015. It was scheduled to ship 
in December of 2016, and thus far has remained 
unfulfilled.

However in the intervening years Ninja Division 
has also run campaigns and funded a number of 
other games such as Rail Riders Infinite, Way of the 
Fighter and Relic Knights: 2nd Edition. All of which 
are still largely unfulfilled. 

Part of the concerns from backers is the lack, 
or complete absence, of communication from 
Ninja Division. In a letter to the Idaho Attorney 
General last year, about the issues with Super 
Dungeon Explore: Legends, the company said that 
communication from a small group of backers had 
become increasingly vocal and hostile, leading 
to the company ceasing engagement with its 
customers.

“I understand that Kickstarter is a risk, but [Ninja 
Division] consistently misled or outright lied to 
their supporters on a regular basis,” backer Matt 
Johnson told the Idaho Statesman. “Requests for 
clarity were met with silence or hostility. Deadlines 
that the company set for itself were missed and 
then never mentioned again. Multiple projects were 
being ‘worked on’ in what now looks like some 
kind of Ponzi scheme to keep the lights on. [Super 
Dungeon Explore: Legends] alone pulled in almost 
$1.3 million and the company couldn’t ship out a 
single component after over three years?” 

This February Idaho Attorney General Lawrence 
Wasden’s office issued a written response 
to complaints against Ninja Division. In it the 
investigators outline that no action against the 
company is planned. Though it does state that 
Kickstarter backers may want to consider filing 
breach-of-contract lawsuits.  

Bought by fun
Pop culture consumer product company Funko 
announced in February that it has acquired Forrest-
Pruzan Creative LLC (FPC). FPC is a board game 
development studio with a creative team of over 20 
designers. Its titles include Disney Villainous, Harry 
Potter: Hogwarts Battle, Bob Ross – Art of Chill and 
Choose Your Own Adventure – House of Danger. 

In a statement from Funko, President Andrew 
Perlmutter said. “We’ve always been incredibly 
impressed with FPC’s portfolio and have witnessed 
the company make a name for itself on a global 
level. As we expand our product portfolio, we 
believe this acquisition is in line with what we 
are doing with apparel, accessories and Funko 
Animation Studios. The games category is another 
avenue to deliver pop culture to our ever-growing 
fan base. FPC’s nearly two decades of experience 
in developing high quality games will provide us 
added expertise as we leverage our existing IP and 
licensor portfolio into this category.”  

Wet cardboard
In December Hasbro revealed its intentions to create 
an indoor water park and family resort, themed 
around its most popular toy and game properties. 
Instillations and experiences hinted at included 
Magic: The Gathering, Monopoly, Hungry Hungry 
Hippos and Nerf. 

The resort location has yet to be announced, and is 
promised to be opened by 2022.  
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Captain on deck
In January Privateer Press welcomed new Chief 
Executive Officer, Bob Watts. Watts previous 
experience includes CEO of Sabertooth Games, 
Vice President of Wizard of the Coast, President of 
Games Workshop North America and President of 
Cerberus Entertainment.  

Manufactorium 
increasum
Games Workshop had proposals for new warehouse 
and production facilities in Nottingham approved by 
the Nottingham City Council. This upgrade would 
include demolishing existing offices and factory on 
site. This upgrade follows a record level of profit 
and sales for the first half of the financial year.  

Every little thing 
isn’t magic
Wizard of the Coast handed down a lifetime Magic: 
The Gathering ban on Alex Bertoncini in January.  
Bertoncini had a reputation for multiple counts of 
cheating in the past, and was booed during the Top 
8 announcement of the Grand Prix Los Angeles 
in 2018. Previously Bertoncini had been given a 
limited ban twice for cheating.  

Extended chaos
Chaosium Inc decided not to renew Éditions Sans-
Détour's (ESD) license for Call of Cthulhu. This was 
due to ESD failing to pay royalties, and for other 
violations of contract. The main pressure point 
appears to be the EDS French translation of Masks 
of Nyarlathotep, which they crowdfunded in 2017 
and owed Chaosium Inc a licensing fee from.

However Chaosium Inc did grant ESD a limited 
license in order to complete the fulfilment of 
the crowdfunding campaign. This allows ESD to 
supply backers with rewards, though prevents ESD 
from selling Masks of Nyarlathotep to retailers, 
distributors or through their own online store.  

The coming of 
the God-Emperor
Viareggio Carnevale terrified the world with a 
massive effigy which combined the God-Emperor 
from Warhammer 40,000 with President Donald 
Trump. Titled The Master-Drone, it depicts Trump 
clad in the gothic power armour of the Emperor of 
Mankind and wielding a Twitter-themed sword.

Creator Fabrizio Galli described the idea behind 
the float on the Viareggio Carnevale website. 
“The supreme myth of having power over the 
whole universe. The first. God Emperor Trump. 
The parallelism with the dominant character of 
Warhammer 40K has never been more fitting, 
except that this is not a futuristic three-dimensional 
tabletop wargame but pure reality.”  
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Interview by Matthew Lee

For many small designers and publishers Kickstarter has become 
an important part of bringing a game to life. One such indie 
publisher is Cutlass Boardgames, who last year successfully 

funded their game Castles of Caleira. They will soon be following this 
up on Kickstarter with their next game, Spirits of Carter Mansion.

I talked to Lead Designer at Cutlass Boardgames, Keith Franks, about their next 
crowdfunding campaign, the previous outings of Castles of Caleira, and what he thinks 
about the Kickstarter platform. 

Can you give us a rundown on Spirits of 
Carter Mansion? What type of game is it, and 
what is it about?

Spirits of Carter Mansion is a small box haunted 
house social deduction game. Players are the spirits 
that haunt the Carter Mansion estate, all arguing 
over the fate of a small child who has wandered into 
the ever shifting rooms of the mansion.

Why have you decided to use Kickstarter to 
raise funds? Why do you feel this is the best 
approach for Spirits of Carter Mansion?

For me personally Kickstarter is the best choice as 
I'm familiar with the platform, and I've got reach 
from my previous successful campaign Castles of 
Caleira. Spirits of Carter Mansion should fit into 
Kickstarter beautifully, as there is a great niche of 
the less-than-$20 games market that seems to get 
a lot of exposure.

What have you done in the lead up to Spirits 
of Carter Mansion’s Kickstarter campaign, in 
regard to attracting possible backers? 

Most of our Spirits specific market-building has 
been done via the games Facebook page. Which is 
sitting at a strong 600 likes, made over the last four 
months. This is compared to Castles of Caleira's 
page, which is 700 likes over a year and a half. 
We've done a lot of Facebook group posting, and 
I've shown it at PAX Aus. 
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Most of showing off a game comes down to having 
great art assets that you can hook people with. It's 
difficult to show gameplay online, as no one seems 
to have the patience for a video of gameplay. But 
eye catching high-quality art will always get a like.

What aspects of Spirits of Carter Mansion 
do you think will attract players? How 
are you going to communicate this on the 
Kickstarter? 

I've actually got a list of dot points that I use as 
selling points when talking about the game. Things 
like: “Will be on your table by Halloween 2019” 
usually gets people excited. But the two main 
gameplay things that I think set this aside from 
other social deduction games are that; you can 
always choose your own alignment, and, you don't 
instantly lose the game for being outed as evil. 

Spirits of Carter Mansion has so many great 
negotiation moments, where players don't ever 
experience those “You're evil so I'm not  
listening/talking to you” moments, which is a  
player behaviour I hate seeing in the genre. 

As for showing this off on the Kickstarter, all of the 
selling points will be shown off on the Kickstarter 
video. No reason to hide the best parts about the 
game! And then hopefully really demonstrate the 
unique parts of the game through high quality 
reviewers and video content makers.

Being a smaller indie publisher, what are 
your thoughts about larger publishers using 
the Kickstarter platform? Do you think their 
involvement positively or negatively affects 
indie Kickstarters?  

I see a lot of people on both sides of the fence here. 
For me, Castles of Caleira launched on the same 

day as the Batman miniatures game which hit 1 
million dollars in the first four hours. Or something 
ridiculous like that. I still managed to hit 40% 
on day 1, so it's not like their presence killed my 
chances or anything. 

The only thing they do to harm indie publishers is 
just perform at such a high quality that users begin 
to expect that of everyone. We can't all afford high 
end video content, high quality gifs, and endless 
amounts of high resolution photos and images. It 
just immediately makes the platform highlight who's 
ready to be there, and who isn't.

The first game you ran on Kickstarter was 
Castles of Caleira. You ran a campaign for 
it at the start of 2018, which you cancelled 
and relaunched about a week later. Can you 
explain why you did this, and why it helped 
you successfully fund Castles of Caleira once 
you relaunched the campaign?

We took too many “large game” ideas into our 
“small game” campaign. A lot of the advice that I 
had gotten from people pre-launch didn't seem to 
factor in that a small game is something completely 
different. 

The reason we had to relaunch is that we couldn't 
change shipping costs after we launched, and we 
were looking at charging around AUD$15 for each 
game shipped (because that was my understanding 
of what was standard, and what fulfilment 
companies would charge). 

No one stopped to think that maybe something 
that fits in an envelope would probably be pretty 
cheap. The main complaint was the shipping price, 
and fixing it in the relaunch gave us a heaps more 
successful campaign.

“No reason to 
hide the best 
parts about the 
game!”
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By Foti Pitrakkos | Illustration by Christian Heffernan
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“Why this room?” Arafythe mused 
in elven to his companion, looking 
about his bleak surroundings. “This is 
certainly no cell.”

“I don’t know,” replied Zathar in the same elven 
tongue. “Perhaps they have no room in the 
regular cells. Now would you keep your musing to 
yourself, I’m working on something.”

Arafythe was surprised – he rarely heard his 
new companion become annoyed. He sighed and 
regarded the thick ropes around his wrists. They 
were tight and very uncomfortable. His hands 
were beginning to grow cold and numb.

He looked up at the guard who sat by the door, 
not ten feet from them, a large dagger in his lap. 
One single guard. This gang of bugbears must be 
short on recruits, thought the ranger.

The bugbear snarled and grunted. “Keep your 
eyes to yourself, elf, or I’ll claim you were trying 
to put a charm on me and stick ya with this.” He 
brandished the large knife to emphasise his point.

“Actually, keep provoking him,” murmured Zathar 
in a tone so quiet it sounded like a sigh.

Arafythe glanced over to see his companion 
now had his eyes closed and was feigning sleep. 
What was he planning? The bonds were still 
tight around the monk’s wrists and feet. Had he 
loosened them without even Arafythe noticing?

Oh well. Any plan was better than none – even 
the plan of a mad monk.

“Please do,” said the ranger, feigning a look of 
disgust. “I’d take death right now to escape the 
horrid smell in this place. Do you bugbears ever 
wash?”

Arafythe was rather proud of that little insult. 
And it seemed to do the trick… a little too well, 
perhaps. The bugbear snarled and stood up. 
“I’m not even gonna give you a second chance 
for that. The lads’ll get over it. Plus, elf flesh will 
make a good stew tonight.”

The guard walked forward with purpose, his knife 
poised to strike, and crouched down to get at the 
ranger’s throat.

In a startling movement, Zathar sprung forward 
with his wrists aimed at the bugbears neck, and 
in the same motion flipped over the top of the 
brute. The monk’s arms rotated with impossible 
flexibility, so that when he landed on the other 
side, back to back with the creature, his wrists 
were now wrapped around its throat, the rope 
acting like an improvised garrotte. The momentum 
of the movement pulled them both to the ground.

Arafythe watched in shock as his companion 
proceeded to wrap around the bugbear like a 
strange shaped python and squeeze the life out of it.

Once the bugbear was still, the monk used the 
knife to cut both of their bonds. He then handed 
it to Arafythe. “You might need this. Let’s go get 
our stuff and be out of here.”

The ranger nodded, stood up, and motioned to 
the door. “Lead the way, master monk.”

They opened the door quietly and snuck down a 
thin corridor. They were a silent pair, and it was 
not too difficult to make their way unnoticed to a 
room they assumed to be the armoury. A rhythmic 
clang of metal striking metal came from inside.

The door to the room was half open. Arafythe 
glanced inside. He could see what looked like a 
bugbear at the far end of the room slightly turned 
away from them, repairing and polishing a piece 
of armour.

“I’ll sneak in and take him out,” said the ranger. 
“Be ready to step in if need be.”

With that, Arafythe slunk into the room and took 
an unfortunate step right into a scattering of 
broken rock. The crunch was painfully loud.

“Damn these interruptions,” the bugbear smith 
grumbled without lifting his head, apparently fully 
absorbed in his task. “Who is it now? You know I 
have work to finish.”
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10% off your purchase for mentioning The Campaigner at 

www.back2base-ix.com

Use code Campaigner10 during checkout to get your discount!!!

Since 2002 Back 2 Base-ix®  
Wargaming Products has 

served both the national 
and international miniature 
wargaming and modelling 
community with a wide 
variety of wargaming aids 
and materials.  Designed 
by hobbyists and gamers, 
for the likes of yourself, such 
products include:

•  Acrylic and MDF paint 
racks with/without 
coloured vinyl layering

•  Collapsible Aluminium 
Kolinsky Sable Paint 
Brushes

•  Polyurethane Resin 
Castings

•  Laser cut Movement 
Trays and Bases with 
Magnetic Options

•  Flocks, Grasses and 
Styrene/ABS Plastics.
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Fun fairs are about enjoyment. 

They bring people together in 

exciting family experie
nces. But 

underneath the smiling and 

colourful v
eneer lies a world of 

scheming and sabotage. Your park 

might be the happiest place on 

Earth, but are you cut
throat 

enough to crush the opposition?
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By Matthew Lee

nfair is a game about building 
the best theme park. Whatever 
it takes. Each player’s park is 

a tableau of cards placed in front 
of them, showing the attractions, 
upgrades, and staff in their 
possession. 

Over the course of eight rounds players score points 
by building tall attractions, matching the park layout 
to secret blueprints, and making money from their 
guests. Players must not only build their park, but 
also defend it from rival park owners. 

The game has aspects of set collection, hand 
management, and engine building, as well as an 
optional take-that mechanic. Unfair was designed 
by Joel Finch, and published by Good Games 
Publishing and CMON Limited. It was released in 
2017 after a Kickstarter campaign in 2016.

All In The Blueprints
The story of Unfair begins with Joel’s discovery 
of modern board games. This is where the seeds 
for Unfair were first planted, though it would take 
almost a decade before work on the game proper 
would begin. “We started playing modern board 
games regularly with friends about 15 years ago.” 
Joel said. “Games like Ticket to Ride, Carcassonne, 
Power Grid, Catan, Dominion.”

Because of the accessible nature of tabletop, and 
his previous work in digital games, Joel toyed 
with the prospect of designing a tabletop game. 
“I have previously worked on some video games, 
such as Balls of Steel pinball, and Tumblebugs, 
and so foolishly I thought it would be interesting 
and relatively easy to design a board game.” Joel 
admitted.
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This led Joel to begin critically assessing all the 
games he played. Not just whether they worked 
or not, but what kind of experience they delivered, 
as well as the variance each play offered. “I was 
finding that the games we were playing, although 
they were good games, were playing out much the 
same each time, giving only small variation in the 
experience.” Joel explained. “So I wanted to make 
something that let players learn the rules once, and 
would allow for a different experience depending on 
how the parts were combined.”

Also on Joel’s mind was Magic: The Gathering. 
He had played and enjoyed it, but his wife Kate 
wasn’t as on board with the fantasy deck builder. 
Bringing the same overall experience, but in a 
more generalised way, became another focus. “I 
wanted to make something that had some of the 
card powers and combo abilities of Magic, but in a 
setting that was more widely appealing (which is to 
say, one that Kate would play).” Joel revealed. “A bit 
more modern-day, and with a simpler structure, so 
that the barrier to entry wasn’t as high.”

Development on the game which would become 
Unfair started just short of ten years after Joel had 
first discovered modern tabletop. It would prove to 
be a task which grew to fill his time. “I worked on 
Unfair for about five years, initially as a spare-time 
project.” Joel said. “By the end I was essentially 
working on it full-time, although I was still working 
most of a day job as well.”

Right from the start Joel decided to work within 
the funfair theme. It fulfilled his criteria for being 
modern and appealing, and offered a lot of potential 
scope for theme-focused mechanics. “From the 
outset I wanted to make sure that the thematic 
actions in the game were represented by matching 
mechanical changes in the game state.” Joel 
explained. “I prefer it when they [the mechanics] 
have more narrative. I like that people can tell 
stories about what’s happening when they play.”

This meant that Joel wasn’t aiming for a particular 
type of game, so building from a thematic base 

seemed like the most sensible start. “I didn’t set 
out to make a game to fit in a particular category.” 
Joel explained. “I selected, tested, and then kept 
or discarded mechanisms based on whether they 
helped achieve that goal [of building a theme park].”

Leaning on his digital game roots Joel started by 
building a basic prototype. “[It] was essentially 
a cardboard computer game – far too many 
moving parts for a human brain to track properly.” 
Joel admitted. “It took too long, had weak end 
conditions, and wasn’t very fun.”

Development became a process of incremental 
introduction of mechanics, with ongoing refinement 
or removal. “I played with friends and refined it each 
time we met.” Joel said. “The game went through 
nine major versions over the course of five years, 
including one period of sitting on the shelf for six 
months because I had a gameplay problem.”

“I wanted to have People, I thought it was 
interesting.” Joel continued. “Each one represented 
a person who loved different things when they 
visited a theme park, and they would spend more 
money if they got what they wanted at that park. 
If you built their perfect ride combo, you could 
sell them an annual pass, and take them out of 
circulation to score them for points.”

While an idea that fit perfectly within the theme, 
in practise it proved to destabilise the speed of 
play. “Mechanically it meant that once each round 
everyone would sit quietly for five minutes, matching 
the stack of People they had attracted to their parks 
against each of their attractions.” Joel explained. “It 
made the goals too hard to control, and killed the 
momentum of the game.” 

This wasn’t wasted effort though. As Joel was able 
to take the core objective aspects and repurpose 
them elsewhere. “After a suitable period of 
mourning, People were converted into the Blueprint 
cards now in the final game, which are permanent 
goals and don’t need to be checked in large 
quantities each round.” Joel said.
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Mastering the Game:
FROM ST ORY T O TACT ICS

By PK Byron

We are part of a great era in role 
playing games, marked by the 
resurgent boom of Dungeons & 

Dragons 5th edition, the revival of Call of 
Cthulhu 7th edition in the East, and the 
indie surge of Powered by the Apocalypse 
(PbtA) games across the market. 

Currently the RPG hotness is on storytelling, with 
character backstory, narrative, and story arc 
trumping the tactical game of movement, range, 
and fire for effect!

The heritage of role playing games tracts back to a 
time of cooperation between Gary Gygax and David 
Arneson who worked together to create the first 
version of Dungeons & Dragons (D&D) in 1974. 

Interestingly, it was Arneson’s medieval game 
Blackmoor - which had a small band of fighters 
storming a castle through its sewer and dungeon 
- that included the now defining elements of most 
role playing games: the Game Master, and player 
characters. Until then war games had used an 
entirely different scale of troops, not individuals.  
These elements made D&D revolutionary and 
planted the seeds of RPG storytelling.

But the RPG spectrum varies greatly from pure 
storytelling and theatre of the mind at one end, to 
the tactics, miniatures, and battlemaps at the other 
end. And unlike every other style of game, with 
RPG’s the Game Master (you) decides where the 
game will be played on this spectrum at any given 
time.

What surprises many new GM’s is that this is an 
active choice. 

Let’s consider D&D 5th edition uses 5 foot 
increments as its default unit of measure; from 
movement, to spell area of effects and monster 
abilities. By design this is a tip of the hat to its 
previous versions. Not surprisingly many GM’s 
by default pull out a 5 foot square encounter grid 
right as they call for initiative - or even a work of 
miniature art like Matt Mercer does on Critical Role. 
The game grinds into technical detail as characters 
block, dash, and cast spells with area of effects to 
quash their enemies.

“Huzzar!” You say, and punt D&D to the end zone of 
tactical battle RPG war game.

Interestingly, particularly in the 80’s, many a game 
of D&D only had grid of 10 foot squares (grid paper) 
to map the dungeon, and mostly so their characters 
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T he Circus is Coming

Part 2: 

Warband paradise
By Ben Makepeace,  
Will Brown, Jamie Hardi 
and Sean With the foundation of the Mordheim campaign created the next step is 

creating warbands, and then playing games! How does the Radheim team 
go about building their warbands, and how are these decisions affected 

after a few skirmishes? In this instalment of The Circus is Coming the team 
discuss building their warbands, what happened during their games, and what 
they have planned for their warbands going forward.

Kin of the Ferret-Beast
By Ben Makepeace

Creating the warband
My warband is a Viking-inspired group of Ostlanders 
called Kin of The Ferret-Beast. The Kin are firmly pro-
circus, and are doing all that they can do bring the circus 
to town. As poor and simple farming folk they welcome 
the amazing entertainment and unbelievable feats they 
hope to see. They are also fond of a healthy street-brawl 
or two!

I liked the Ostlander themed elements, such as animal 
affinity, prayers of Taal, and the Nouveau Riche special 
rule. At inception the warband was made up of four 
Heroes and seven Henchmen. 

The idea was to have a little bit of shooting, then close 
with the enemy to overpower them in combat. Long 
term I wanted to get some XP under my belt, grab some 
Warhounds, and be able to close even faster/better with 
the opponent.

I watched a lot of Vikings in the lead up. It’s a great 
show! I even found some minis inspired by Ragnar and 
Lagertha at Hasselfree, and a few other appropriate 
minis, like a great Warhound. I sourced a bunch of other 
stuff from Blood Rage for the rest.

I went through and converted most of the warriors, so 
that they had the correct weapons or slightly different 
posing. I added drinking vessels to each of the ruffians, 
and cut off a lot of “fancy” stuff on a few sculpts, 
replacing it with fur. I wanted to make sure there were 
apple cores and fish on every base. This was part of 
the old Mordheim that I loved and wanted to maintain. 
I didn’t feel like there was quite enough weird in the 
warband, so that was a little way I could connect with 
the strangeness of the setting. 

Painting-wise I kept the colours muted, natural tones, 
keeping to a limited palette of browns and greens, 
with metallic silvers. I did choose a dulled purple as 
a statement colour to use sparingly throughout the 
warband; just whenever I felt the model needed it. I 
really enjoyed including the lantern and the torch, just 
another way of tying them into the City of the Damned.
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Progress and thoughts
Over the course of the first six campaign games, and a 
few extra two player and multiplayer games, I have seen 
almost every member of my warband die. It really began 
when we were having a friendly all-on-all, and Sean (my 
ally in the campaign) casually decided to take a friendly 
pot shot at my Captain with a friendly crossbow. The 
shot hit home, took him out of action, and eventually 
killed him. It was a friendly death, by friendly fire. As 
seasoned veterans of Mordheim would know, it’s hard 
once you get down to three Heroes, and if you actually 
can’t buy a fourth, then you’re in a tight spot.

After this we played a beast hunt scenario, and I 
went in with two objectives; destroy a building with 
Earthshudder, and survive. I achieved BOTH! When 
it came to rolling up the hoard we found, my partner 
shared her blessing upon the die and we rolled up a 
Magical Artefact! Sean took all the gold and equipment, 
and in return I took ownership of the All-Seeing Eye of 
Numas. I gave the artefact to the Priest of Taal, and 
painted an information symbol on his forehead! And so 

it was that I was able to get a better income with only 
three Heroes.

Fortunately the rest of my heroes survived, providing a 
solid core of experience, skills, and gear. One Henchman 
survived from the original warband too. I did recruit 
some Warhounds, but none made it very far. In response 
to Jamie and Will’s warbands having so much shooting I 
had to increase the missiles in mine.

Neuveau Riche has been more of a challenge than 
I envisioned. Often because of the item costs not 
tessellating well. It has been a minor issue though, as 
mostly I’ve been on a continual ‘“buying replacement 
warriors” journey. The prayers of Taal have been 
fantastic, and the skills have been as thematic as I had 
hoped. I have missed using hired swords, which are not 
allowed as part of the ‘Self Sufficient’ rule.

Moving forward I really want to add in a pack of dogs 
again. I’m going to keep bolstering my ranged numbers, 
and hoping to get that last hero! Wish me luck!

Kin of the 
Ferret-Beast
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The 
Smell 

of 
Adventure
By Matthew Lee

Tabletop games provide a very 
tactile experience. In particular, 
many roleplayers enhance their 

games with paraphernalia which leads 
to an increased sense of immersion. 
Exotic dice, metal coins, miniatures 
and audio effects all bring sight, sound 
and touch to the table. But what of 
smell? It is one of our most powerful 
and engaging senses, and yet it is 
often overlooked during play.
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Oddfish Games has decided to tackle this question 
head on by bringing smell to the tabletop in an 
accessible and portable way. The company has 
developed and sells a series of fragrance products 
called Adventure Scents. This currently consists of 
60 fragrances which run the gamut from Coffee 
Shop to Mummy’s Tomb. 

“We started as a dream of a mom.” Said Madison 
Young, Creative Assistant at Oddfish Games. “Her 
children were very into technology and not so much 
into games. In pursuit of family time without a TV 
she came up with "smell-o-vision" to increase 
interest in gaming. It was wildly successful, as well 
as a great idea, which she transitioned into a small 
business.”

The scents themselves emanate from beads called 
‘scentFX beads’. They are made from a blend of 
fragrance oils, comprised of both plant derived and 
synthesized sources.  Much like potpourri, all that 
needs to be done is to expose the beads to the 
air for them to begin working. Their smell doesn’t 

linger, so once the beads are sealed back into a 
container the scents will quickly disperse.

ScentFX beads are available in three ways; jars, 
throws and packs. Jars are wide but shallow 
resealable containers. “The jars fill an area with 
scent about the size of an average gaming table 
space.” Madison said. “Primarily we suggest using 
them in a campaign, where the DM will open a 
jar to introduce a new area. The jars are very 
helpful in the fact that once you put the lid on the 
product the smell will disperse, so a new scent 
can be introduced. It is easy to transition from an 
enchanted forest to a dank dungeon.”

Throws are small groups of beads contained in 
tea bag pouches, and packed into a canister. 
“Our scent throws fill an entire room.” Madison 
explained. “When you are ready to use them, they 
can be placed around the room or outdoors and 
they will release the scent. When you are finished 
you place them back into the canister and the scent 
will be gone.”
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Terms of 

Endearment
By Matthew Lee

This is a subject I have thought about in the past, 
but haven’t broached within the pages of this 
publication. Indeed, this is one of the first things we 
had to decide when beginning The Campaigner, as 
we wanted to make sure the publication consistently 
used terms.

Both terms have their merit, and certainly neither is 
truly right or wrong. Let’s take a look at what these 
terms mean to those who work on The Campaigner.

Board games has a long history attached to it. 
Many people, when board games are mentioned, 
think back to play in their childhood. The term has 
an intimate connection to spending time with family 
or friends, and carries a heavily nostalgic feel. 
It also calls to mind a very limited type of game 
experience.

Tabletop is a more modern classification. It broadly 
encompasses a variety of game experiences. In 
most cases it doesn’t carry any kind childhood 
nostalgic sentiment. Instead it conjures up a much 
larger image of the types of game experiences it 
encompasses. 

Here at The Campaigner we have chosen the term 
“tabletop” as our catchall. Of the two terms this 
allowed for the greatest amount of flexibility, as 

An interesting topic took hold 
recently in a reviewers and 
media group I am part of. The 

ensuing discussion revolved around 
a simple question; when we talk 
about the hobby do we call it board 
games or tabletop?
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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



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?

A completely unique
Social Deduction experience

IF you want to add creativity, 
polish and eloquence 

to your venture, I'm your writer. 
Articles, blogs, reviews, world 
building and fiction.

With 5 years experience in tabletop 
articles, professional content for 
YouTube channels, and nearly two 
decades honing my craft in writing 
of all kinds, you know you've 
made the "write" choice.

Contact Foti Pitrakkos at 
drdictionary@hotmail.com

Do you have 
something that 
needs writing?

New promotional 
options available.

Contact talkmotiveforce@gmail.com for options and prices.

Get more for your money 
with new print and digital 
promo bundles and 
ongoing market rates.

Bundles include:4 x Single page adverts
1 x Single page + 30 days Banner

Australian Tabletop Award

Find the form at facebook.com/KangaAward

Australian designers, 
illustrators and publishers; 
don’t forget to fill out the 
form to let Kanga know 
about your game!
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Ian Gulseth
Each issue Featured Hobbyist looks 
at a member of the community, 
explores what the hobby means to 
them and takes a look at some of their 
collection. This issue we talk to Ian 
Gulseth from Wisconsin, USA.

The Campaigner Issue 2740



Can you tell us a little about yourself? 

Hi there, my name is Ian. I’m a 28-year-old resident 
of Wisconsin. I’ve lived most of my life either here 
or somewhere in the Midwest. It’s not the most 
exciting area of the country, and for about four 
months of the year the weather keeps most people 
inside, but it’s where I’ve always called home. 

Moreover, its where I plan to remain for the near-
future, being that I took my largest plunge yet into 
the adulthood-deep-end and bought my first home 
in June of 2017. It’s a small place, but for me, my 
girlfriend Tia, and our dog Bella, it’s just right. 

In fact, it’s on some of these particularly cold and 
snowy Wisconsin winter nights that we will often 
open our game closet, and decide (sometimes with 
brevity, but oftentimes without) into which world our 
kitchen table will be transformed! 

This is the one aspect of table top games that most 
interests me. The ability, with only a few props and 
your imagination, to suspend disbeliefs and engage 
in a new head space, a new reality.

What kinds of tabletop games interest you 
and why?

Even from an early age I had an interest in games. I 
can remember begging my mom to play any and all 
board games with me: Monopoly, Trouble, Shoots 
& Ladders, Checkers, Risk, you name it. There 
was just something so fun to me about choosing 
your figure, rolling the dice, moving your character, 
progressing, and sometimes falling short, that I just 
couldn’t get enough of! 

My mom played a fair deal of games with me, 
but I was her only child until I was nine years old 
and she often worked late, so we mostly played 
board games only around the holidays. I remember 
cherishing these times, because although she 
would occasionally relent to my pleas and spend a 
weekend evening playing a game with me, often I 
was left to entertain myself. 

Now as an adult, I can see how monotonous playing 
a 2+ hour game of Monopoly with a 7-year-old can 
be, and I rarely find myself playing these types of 

“classic” games. Although my girlfriend and I are 
both partial to Battle Ship, which we occasionally 
will spice up with house rules involving libations. 
These days I tend to gravitate towards games that 
can be enjoyed with only two people. 

We have a group of friends that are also into 
tabletop games, but the difficulty of coordinating 
schedules means we only get a chance to meet up 
a couple of times a year. 

What games are you currently interested in 
playing? Why these in particular?

The two most recent games I’ve been playing come 
from the company Fantasy Flight Games. These are 
Fallout: The Board Game and Eldritch Horror. 

Both these games rely heavily on player 
communication and interaction, with Eldritch 
Horror being the most inclined towards this style of 
cooperation. I really enjoy these types of games that 
allow for both cooperation and individual character 
customization. 

I find, especially with longer games in smaller 
groups, that more cooperative games lead to a 
better overall experience because people tend to 
feel less burned out or ganged up on.  

What are your all time favourite games? 

Pressed to pick an all-time favourite game it would 
have to be the classic Trouble by Milton Bradley. 
The game itself isn’t anything amazing but is was 
brief enough and the cleanup was easy enough 
that I could sometimes goad my mom into playing 
a game or two with me. Also, I could never get 
enough of that oh-so-satisfying “POP” of the dice 
bubble.

However, it’s not as if my old Trouble board is 
seeing a lot of play these days. So, when Tia and 
I are unsure what game to grab off the shelf, we 
often fall back on one of our more contemporary 
all-time favourite two player games: Boss Monster. 
The expansion makes this game playable by up to 
six players, but I feel this game truly shines when it 
is played mano a mano. 
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