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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.



These past few months have been curiously 
eventful for tabletop. Publishers closing, trade 
wars, and more.

Despite all this tabletop, and the people 
involved, continues to do what it does best. 
Create communities and facilitate positive 
interactions between people. The most 
visible manifestation of this has been large 
conventions and international events, which 
don’t just bring opportunities to lovers of 
tabletop, but expose it to new audiences. 

What is interesting to me, though, are how 
much smaller segments of the tabletop 
community are contributing to the spread of 
the hobby. In my own capital city of Adelaide, 
the local board game group has started to not 
only grow its profile, but directly engage with 
wider aspects of the community. 

The group’s recent move to a significantly more 
public location seems to have put a fire into 
their collective bellies. In the short amount of 
time they have been active in their new space, 
they have moved to build a recognisable brand. 
This has been done with a new logo, as well 
as hosting far more family-oriented events or 
special events in other locations.

I know many of the people responsible for 
the group’s organisation. It’s exciting to see 
them exploring how they can serve the general 
community while also providing engagement 
for tabletop players. So I’m looking forward to 
whatever else they have planned, and excited 
to see how these efforts positively impact the 
local tabletop community. 

On another subject, and while not really 
tabletop, it’s worth noting. Avengers: Endgame 
hit cinemas, and with it brought about the 
climax of over a decade of movies. The 
successful delivery of the Marvel Cinematic 
Universe (MCU) is, as far as I know, an 
unprecedented endeavour in cinematic history. 

Certainly there have been many attempts to 
replicate what Marvel Studios has done, but no 
one looks to have come close. 

Endgame almost caps off the run of movies 
which began with Iron Man in 2008 (I believe 
that Spiderman: Far From Home is technically 
the end of this portion of the MCU). Given the 
wide variety of characters in the MCU, and the 
mix of genres of the films within it, I don’t think 
that it has been a success because they are 
superhero movies.

Rather I believe that this is proof that 
entertaining stories and good characters are 
what engage audiences. It isn’t enough to give 
people spectacle; they also require something 
of substance which they can connect with. 
Really, we shouldn’t be surprised about this.

Other mediums have been doing this for, 
literally, hundreds of years. Marvel’s own 
origins, comic books, draw on this very 
concept. So too our own hobby, tabletop, 
operates on similar ideas. The games which 
succeed marry elements which engage players 
and also excite them. 

In some way properties like Dungeons & 
Dragons could be viewed in a similar way to the 
MCU. Entertainment which has delivered a long 
term vision in incremental stages, executing 
different ideas, and crossing genres. All with 
a narrative that shifts and changes, building to 
peaks and delivering grandiose epic moments.

Which, really, is what we want, as people. 
To be entertained, but also challenged, 
in some way. To be able to talk about a 
shared experience with others, and discuss 
our thoughts and feelings about it. Most 
importantly we just want to feel like we are a 
part of something.

Until next issue.  10% off your purchase for mentioning The Campaigner at 

www.back2base-ix.com

Use code Campaigner10 during checkout to get your discount!!!
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Silence the 
machines
In a bizarre turn of events, publisher Games 
Factory ceased business in April with the 
game Solar City still waiting to be fulfilled. 
A representative from Games Factory, in a 

Kickstarter update, said that the company’s 
CEO had bankrupted the business and 

fled the country. The representative 
also said that no none else at Games 

Factory was aware of the financial 
troubles.

This follows posts in February 
on Facebook, which revealed 
that Games Factory was out of 
funds and unable to pay existing 
bills. At this time the co-
creators of Solar City responded 
by starting a new publishing 
group to release the Polish 

version. Currently it looks as if 
the international versions of the 

game will never be manufactured or 
fulfilled.   

Super popular
Popular South Australian tabletop convention, 
ConCentric, proved that it is steadily growing a 
reputation. Tickets for the event went on sale at 
the start of April, with 50% being sold in the first 3 
hours. By the start of May all tickets had been sold.

If you want to attend ConCentric you can head to 
the website (con-centric.com.au) and add your 
name to the waitlist.  

Burn it with fire
Everything was looking good for Sons of the 
Singularity’s latest release. The Call of Cthulu 
sourcebook it was publishing, The Sassoon Files, 
was printed at the end of March by a China-
based manufacturer and ready to be distributed to 
Kickstarter backers. 

Unfortunately, and unexpectedly, a Chinese 
government official inspected the sourcebook, 
determined it violated Chinese law, and ordered 
every copy destroyed. Luckily the printer was able 
to refund Sons of the Singularity’s deposit, and the 
books are to be printed elsewhere.

This is the first known instance of such an 
occurrence, but it does raise questions with some 
publishers and designers about international client’s 
rights with Chinese manufacturers.  

Together again
During the GAMA Trade Show, CMON and Asmodee 
North America revealed an exclusive distribution 
deal. The arrangement sees Asmodee North 
America taking over customer service and support 
for Kickstarter titles post-fulfilment as well as for 
CMON original titles. This builds upon the Asmodee 
Groups existing deal to distribute CMON titles 
internationally.  
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Scroll down
Digital game publisher Bethesda Softworks was 
hoping to hype up the impending release of the 
Elsweyr expansion for The Elder Scrolls Online 
with a promotional tabletop module. But soon 
after release of the tabletop module the company 
was accused of plagiarising the product.

It seemed that the adventure duplicated 
considerable portions of a D&D module, The Black 
Road, written by Paige Leitman and Ben Heisler. 
This was first published in 2016, and utilised the 
D&D 5th Edition rule set.

Upon learning of the accusations Bethesda 
Softworks removed the offending adventure from 
social media and its website. It also released a 
statement stating that it would investigate what 
had happened.  

Rules end
Mid-May tabletop was rocked as Rule & Make 
announced it would be shutting down. Allen Chang, 
one of the co-owners, in the Hand of Fate: Ordeals 
updates on Kickstarter revealed that the company 
was no longer financially viable. He put this down 
to unsuccessful projects as well as changes to the 
market.

Rule & Make were responsible for a number of 
well received games, such as Burger Up and 
Skyward.  

Losing the magic
During Mythic Championship II at the start of 
May, professional player Yuuya Watanabe was 
accused of cheating. A deck check by judge staff 
revealed suspicious markings on a number of cards, 
which they believed could not have been made 
accidentally. Watanabe was disqualified from the 
event.

After an investigation by The Magic Pro League, 
Watanabe was banned from DCI-sanctioned events 
for 30 months. He was also removed from The 
Magic Pro League as well as the Magic Hall of 
Fame. Watanabe and his sponsor Team Cygames 
both maintained Watanabe’s innocence. 

In 2009 Watanabe was Player of the Year, in 
2012 he won the Magic World Championship as 
well as Player of the Year, in 2016 was inducted 
into the Hall of Fame, and won the Magic World 
Cup in 2017.  

Access approved
Asmodee continues to surprise, but this time not 
by purchasing an existing publisher or studio. The 
company is branching out into another facet of the 
tabletop gaming market with the announcement of 
Gamegenic. Described as a premium accessories 
brand, Gamegenic will release items for a selection 
of games and licensed products.

The new company is to be headed by Adrian 
Alonso, who has previously been lead designer at 
accessory creator Ultimate Guard. All Gamegenic 
products will complement or go hand-in-hand with 
Asmodee’s other accessory manufacturer, Fantasy 
Flight.  
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If You Build It
The first board game café in Nigeria
Interview by Matthew Lee Tabletop in Nigeria continues to 

go from strength to strength. 
This time with the launch of 

NIBCARD Games Café in mid-March, 
which opened with much national and 
international attention.

The driving force behind the café is Kenechukwu 
Ogbuagu, who we previously talked to in Issue 21 
about Nigeria’s first board game convention, AB 
Con. This issue Kenechukwu tells us about the 
challenges of creating the café, its reception, and 
how the international tabletop community helped 
make it all possible.

What were the main challenges in setting up 
the board game café? 

The main challenge we encountered was getting the 
right space for the café. It was going to be the first 
café in Nigeria and we didn’t know if [we should] 
get a space in a very public space or a quiet place. 
We didn’t know if it should be on the street where 
passers-by would see it or in a remote street where 
people would consciously have to visit the café. Our 
main challenge was basically having to be the first 
to set a café up. 

And of course, we realised that it costed almost 
twice what we initially thought that it would cost us.

How important was the local, and 
international, support in bringing NIBCARD 
Games Café to life?

The support was really massive and greatly 
appreciated. First, we had to set up an Indiegogo 
campaign to ask for support and in return rewarded 
our backers with games we made in Nigeria. It was 
successful. 

Even as we were on the campaign, Brooklyn Games 
Lab donated exactly what we asked and I couldn’t 
believe it. After we launched, Bastard Café in 
Denmark organised a games drive and sent us
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By Foti Pitrakkos | Illustration by Christian Heffernan

The Campaigner Issue 2810

A Botched Attempt at Bull Fighting



Concerning Minotaurs – from the journal of Arafythe Quai’Zaan

The dreaded minotaur. A powerful and ruthless 
creature, capable of crushing any man with its 
deadly charge and dangerous horns. Perhaps worse 
is the monstrous axe it wields, the size of a man 
with a blade capable of severing torsos with a single 
swing. It froths at the mouth with anticipation at the 
prospect of blood and violence.

Or so I have been told.

Our first encounter with this “bull man” took place 
in an abandoned temple we had been sent to 
investigate. The locals spoke of small fluttering 
creatures migrating to the location, and of persons 
gone missing soon after. Seems some form of evil 
had awoken in the temple – and it was attracting all 
manner of vile things, like moths to a flame.

As we approached from the north through a 
small glade, I noticed trails of destruction in the 
wilderness. Broken trees and shrubs, large hoof 
prints (a single pair), and a general sense of 
unfettered violence.

The tracks led to the temple.

As usual, my unhinged companion abandoned 
our careful plans in a single move of insanity. He 
charged ahead towards the temple, where clearly a 
battle was taking place.

I followed as quick as able, drawing my bow and 
slipping through the broken door.

The room was lighted by a crimson glow that 
seemed to have no source, and I was greeted with 
a roar that made me instinctively roll away from 
it. I took cover behind a pillar and absorbed my 
surroundings.

There was a massive beast with a bull’s head and 
a double-bladed great axe. It was swinging the 
weapon at a swarm of demonic creatures, like small 
monkeys with wings and claws. My companion 
Zathar was already wrestling with the fluttering 
creatures.

It was chaos.

As I nocked an arrow, I noticed the minotaur fix 
me with a stare. Without a thought I loosed on the 
beast, striking it in the thick neck. The creature 
roared in rage and turned on me, ignoring the 
fiends around it, and also the arrow apparently.

It kicked a hoofed leg to the stone floor and burst 
into a charge, head down, set to gorge me with its 
lethal horns. Its speed was shocking for its size, and 
in a mere moment it had gained enough momentum 
to crush even a fully armoured knight.

I rolled to the side, but the unexpected swiftness of 
the large creature caught me off guard. I was done.

The minotaur’s roar was suddenly replaced with 
a grunt, and what had been a precise rush turned 
into an ugly spill. I noticed a piece of stone kick up 
into the air, and the surprised expression on the 
creature’s face as it lifted into the air. It rocketed 
over my head and slammed head first into the pillar 
to my side.

Apparently stray rubble is enough to stop a 
minotaur in its tracks.

I know the beast is meant to be feared, and I am 
acutely aware of the danger that charge posed. But 
looking down at the unconscious thing, I had to hold 
back laughter.

Needless to say, the rest of the skirmish proceeded 
without strain or injury. The imps (so I would later 
discover their name) were defeated and the temple 
purged.

  

The second time we came across a minotaur was 
perhaps even more baffling.

We had been commissioned to rescue a noble from 
the fortress of a daring and disobedient wizard, 
once a member of the Royal Council, now an 
independent power. His tower was renowned for its 
defences and dangerous pitfalls. It was a perfect 
opportunity for me and Zathar to test our mettle.
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Strategy, tactics, and rubber balls bouncing around 
with the accuracy of black-powder musketry!

Wooden Wars is bringing war back to the floor!

www.skullncrown.comSkull & Crown

Wooden Wars
Fine wooden soldiers
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Toil away under the 
yoke of a Lord. 

Look down and rule 
the people from above. 

Fight for the  
Kings favour. 

Bring prosperity to 
the Guilds. 

The choice is yours. 
So choose wisely.
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eudum is a 
sprawling 
medieval 

themed resource 
management game. 

Each turn players use 
four pre-chosen actions 

in an attempt to score victory 
points over five epochs. They do 
this by controlling characters as 
they travel the countryside tending 
farms, collecting taxes and capturing 
outposts. 

Players also compete to acquire feudums, which 
increase their standing in the guilds. These guilds 
allow players to direct the flow and availability of 
resources. The players need to tread carefully 
though. Opposing players stand in their way. Or 
even worse, fearsome monsters of land and sea are 
out to get them.

The game was designed by Mark Swanson with 
artwork by Justin Schultz, and published though 
Mark’s company Odd Bird. It was successfully 
funded on Kickstarter in December 2016, and went 
on to be fulfilled as well as appearing in retail.

By Matthew Lee

Photos by Board Game Shot
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Mastering the Game:
T HE IMPORTANCE OF T HE OLD SCHOOL REVIVAL
By PK Byron

Images from  
Wizards of the Coast Dungeons & Dragons (D&D) 5th 

Edition (5e) has been amazingly 
successful since its release in 

2014 – probably more successful than 
its owner Wizards of the Coast (WotC) 
would have dared to imagine.

Interestingly 5e, and its modern peers, are critically 
different to the original D&D game. So different in 
fact that a group of like minded thinkers gravitated 
together and formed what is now called the 
Old School Revival, or OSR for short. The OSR 
movement argues that differences between editions 
create wholly unique sets of gameplay and playing 
styles.

Even if you are not a fan of D&D, the OSR 
movement has been important to the RPG industry 
as a whole simply by offering an alternative style 
of game. But before we grapple the topic of OSR, 
a quick side journey to explore why D&D has a 
distinct edition split.

In 2000 WotC had two notable releases: Dungeons 
& Dragons 3rd Edition (3e) and an Open Source 
project run by Ryan Dancey called the Open Gaming 
Licence (OGL). Even as big as a new version of D&D 
is in the RPG industry, it’s OGL opening the gateway 
for other publishers to build the market which may 
be most remembered.

WotC strategy for the open licence was far from 
altruistic. Dancey saw open source as a logical 
solution to the juxtaposition of market trends. 
First, he believed that the more RPG companies 
there were, the more the market would grow. Thus 
enhancing the position of the market leader’s share. 

That market leader being WotC and D&D. Second, 
that different systems fragmented the market, 
which was bad for the market leader.

“The problem is not competitive product, the 
problem is competitive systems.” Ryan Dancey, 
Open Gaming Interview, wizards.com (2000)

Delaney had seen the near death of D&D when 
TSR was failing in the early 90’s, where the game 
could well have been lost to a dusty old vault of 
Intellectual Property rights. Taking inspiration from 
the open source software industry, Delaney could 
see a solution that could work for everyone.

Dancey knew an OGL that covered 3e and all the 
previous editions of D&D, all the way back to the 
original 1974 release, would open the market. What 
he might not have imagined was the grassroots 
response from fans of the older versions. New 
publishers sprung up breathing life into the old 
rule systems, and the old school style of play. The 
revival and retro movement was real.

Since the OGL release all the older versions of 
D&D have been reimaged. Starting with Castles & 
Crusade in 2004 being a original D&D 1974 rework, 
OSRIC in 2006 is Advanced Dungeons & Dragons, 
Labyrinth Lord in 2007 is D&D Basic/Expert, and 
Swords & Wizardry in 2008 is another original D&D 
variant.

The OGL gave third party publishers access to a 
System Reference Document (SRD), which included 
the basic rules and elements of D&D such as 
classes, monsters, spells, and magic items. This 
enabled the creation of legal support products for 
the game.
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The 
truth 
is out 
there
Interview by Matthew Lee

Crowdfunding, and Kickstarter 
in particular, has proven to be 
a popular way for games of all 

sizes to gain the monetary backing 
they need. But while these game 
creators are involved with the best 
of intentions, successfully funding 
doesn’t guarantee that production will 
go smoothly. 

One title which ran into such troubles was Above 
Top Secret. Successfully funded at the beginning of 
July last year, designer and publisher Mad Inventor 
Games faced a series of hurdles that it just couldn’t 
seem to clear. 

Backer Stephen Ripamonti, upon reading of Mad 
Inventor Games issues in various updates, reached 
out to the publisher to offer assistance. His own 
publishing company, 3Mates Games, would end up 
taking on the title, with the goal of refunding and 
relaunching Above Top Secret.

I talked to Stephen about why they decided to take 
on the game, and what 3Mates Games intends to 
do to bring the title to tabletops.
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T he Circus is Coming

Part 3: 

Architects of Ruin
By Ben Makepeace,  
Will Brown, Jamie Hardi 
and Sean So far we have been treated to the 

Radheim team returning to the 
City of the Damned, as well as 

how their warbands have fared up to 
this point. This issue 
the gang takes a 
detour to do some 
sightseeing, as 
they walk us 
through the 
portion of 
Mordheim they 
have created. 

From the outset we wanted to make sure our 
scenery was vibrant, colourful, and provided 

variety for our games. We already had a good 
collection of stone rubble, trees, and some older 
buildings from years gone by. But we decided to 
update these old buildings, so they were cleaned 
up, had details added or replaced, and were 
repainted to be a little more colourful. We also 
planned to add a range of inspiring and detailed 
buildings to really enrich our gaming experience.

This article is more of a gallery, with small 
explanations offered for each building. To see 
more of our collection of terrain, or if you have any 
questions about how we built anything, head to 
our Tumblr or Instagram. We’re happy to share the 
hobby-love!
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Platforms
We have two platforms; a simple low box about 
3” high with ‘Mordheim’ on it, and one with 
battlements and a sewer tunnel underneath. 
These provide vital vertical variation; height in 
this game helps to provide really interesting 
and dynamic in-game tactical options, and 
opportunities for great photos!

Commercial buildings
Sean built a number of commercial, or merchant, buildings: Dwarven 
Forge, Moneylender’s House, Pub, a purple Box Office, and something 
we called the ‘Forest Ruin’. These provided some identifiable elements 
to games. “I’m coming up through the Moneylender’s House to take out 
those warriors on the Box Office balcony.” is far more immersive than, 
“I’m moving through this building to take out those guys in that building 
over there.”
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Interview by Matthew Lee Roleplay was first hit by Fragged 
back in 2014, when the Fragged 
Empire Kickstarter launched mid 

year. Since then the Fragged system 
has gone from strength to strength, 
thanks to three other successful 
crowdfunding campaigns and 
numerous strong convention showings.

Earlier this year creator of Fragged, Wade Dyer, 
revealed that the team now working on Fragged 
projects has increased in size. That’s even more 
talent working on an already impressively diverse 
catalogue. I talked to Wade about what the 
Development Team does, how this will affect the 
various Fragged properties, as well as the success 
of the system.

What is the Fragged Development Team? 
What role does it play in the creation of 
Fragged products? 

All products require a team, and this is especially 
true for complex products. As I have increased 
both the size and quality of the Fragged RPG 
production line, my need for a large and skilled 
team of co-creators has increased.

While it is true that the bulk of the work still rests on 
my shoulders, it’s important that I bring in people 
with specialised creative skills and complimentary 
perspectives. My development team now consists of 
nine writers and three artists.

What are the team’s responsibilities? Do 
individuals work on specific content, or are 
peoples talents spread across all products?

I like to spread my team across multiple projects, 
but I like to keep them focused on jobs that fit their 
skill set. For example, I may have a short story 
writer work on multiple genres, but they will mostly 
be writing short stories.

What role, or roles, do you perform?

I wear many hats. But most of my days at the 
moment are spent writing up briefs, editing 
submitted write ups (this takes a LONG time), and 
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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 

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

dicemencometh.comIF 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?
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$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!

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?
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Vault Games
In the FLGS Worldwide series we look at 
game shops across the globe. We talk to 
those at the store and discover the stores 
focus, its history, and what makes it a 
unique and valuable part of the community. 
This issue we feature Vault Games in 
Queensland, Australia and talk to one of 
the owners, Dylan Shearer. 
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Can you tell us a little about Vault Games? 

Vault Games is, as we see it, a community store. 
We started as an online store doing pop-up events 
for the community here in Brisbane. We’ve always 
had and always will have a community-first approach. 
The four of us that own the store (Jennah, Pedro, 
Cassie, and myself) all met through tabletop 
gaming. We love it. We want others to love it. And 
we want to provide a space and a service that 
stores don’t typically provide to you, the community. 

You can find us on Charlotte St here in the Brisbane 
CBD and we’re open for gaming from 10am – late 
6 days a week and 10am-6pm on Sundays. We’re 
licensed for a beer or cider, and we have a library 
of over 300 games that you are welcome to play in 
store and, with our local library service, can take 
home with them for up to two weeks at a time.

What is Vault Games specialty? What kinds of 
players or hobbyists do you service? 

You will find that Vault is a bit of a catch-all tabletop 
store. We do Magic, we do Warhammer, we do 
roleplaying games, and we do board gaming. And 
we make sure you have a say in what we do and 
when we do it. I guess that would be the specialty. 
We focus on you.

What facilities or events do you offer?

We have two custom-built 4’x4’ miniature 
wargaming tables for the minis crowd, and ten 
regular tables for you to grab a game and play with 
your friends. We do quite a range of regular events 
in the store, including Commander, RPG Society 
nights, Draft, miniature tournaments (including a 
semi-annual Blood Bowl league, complete with 
custom jerseys). 

We also have a library service where you can hire 
up to two games at a time and take them home 
for up to two weeks. The revenue from that goes 
back into the library for maintenance and growth so 
more library subscribers means more games for the 
library. 

How long has Vault Games been at its current 
location? What attracted you to this area?

Vault has been on Charlotte Street since October 
2016. We’ve always wanted to open a store and 
one of the precursors for opening the store was that 
our events just got too crowded at venues. So, we 
thought, “Why not just open our own venue and run 
gaming all the time!” Brisbane, particularly the CBD, 
has been a bit hard in the commercial market at the 
moment. 

There’s plenty of office space but retail rent is a bit 
on the ridiculous side. But the space we found had 
been empty for some time (in fact, we were looking 
at opening a store a year earlier and was looking at 
the exact same space), and we decided in 2016 to 
take the plunge. 

Being in the city means it’s easier for everyone 
to make their way in, and, with QUT, UQ, and 
Southbank Tafe just a stone’s throw away, there’s 
plenty of young geeks looking to chill in the store 
and get a game or two in while they wait for 
classes. 

Did Vault Games start here, or did it begin 
elsewhere? Was it a retail shopfront or 
something else? 

Vault Games actually started as a pop-up event. 
Originally, we were regular attendees of the League 
of Extraordinary Gamers Grill’d Gaming Event and 
wanted to help expand that. So, we started our own 
gaming event called Board Games & Burgers at 
Grill’d Fortitude Valley. 
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3Mates Games 
3matesgames.com.au

Back 2 Base-Ix 
back2base-ix.com

Ben Makepeace 
facebook.com/BenMakepeaceArt

Christian Heffernan 
facebook.com/dungeonloots

The Circus is Coming team 
radheim.tumblr.com

Fragged Empire 
fraggedempire.com

Justin Schultz 
the-flying-chair.com

NIBCARD Games Cafe 
nibcardgames.com

Odd Bird Games 
oddbirdgames.com

Vault Games 
vaultgames.com.au

Wooden Wars 
skullncrown.com
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