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 Friday, April 3 ð Sunday, April 5, 2009 ñ The Essex, Vermontõs Culinary Resort & Spa 
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Appearances by Society for Creative Anachronism  and 501st Legion ð òVaderõs Fistó 

Special Guests: 
Melissa Benson, Fantasy Artist 

Steve Kenson, Designer of 

Mutants & Masterminds 

Special Guests: 
Melissa Benson, Fantasy Artist 

Steve Kenson, Designer of 

Mutants & Masterminds 

Northeast Wars  
M i s c h i e f  i n  t h e  M o u n t a i n s  

20 
09 

www.northeastwars.com www.northeastwars.com 
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On-site dining options:  

Tavern 

Friday 5-10pm, Light Fare 10-11pm, Bar closes at Midnight 

Saturday: 7:30am to 10:30am, Lunch 11:30 to 2:30pm,  
5-10pm, Light Fare 10-11pm, Bar closes at Midnight 

Sunday: 7:30am to 9:30am 

Butlers 

Friday, Saturday: 6:30 to 9:00 (Reservations Recommended) 

Sun: Brunch 10:00 (Reservations Recommended)  

Nearby dining:  

CƻƻŘŜŜΩǎ tƛȊȊŀ 

Oriental Wok 

/ƻŘȅΩǎ LǊƛǎƘ tǳō 

aƛƳƳƻΩǎ tƛȊȊŜǊƛŀ 

WƻȅŎŜΩǎ bƻƻŘƭŜ IƻǳǎŜ 

Tiny Thai 

Quiznos 

McDonalds 

See http://bit.ly/new2009     

http://bit.ly/new2009
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Convention Policies 
Please be respectful and polite to the Northeast 
Wars staff, volunteers, as well as the hotel and its 
employees. We aim to maintain a positive and 
friendly environment for gaming and call upon the 
gaming community to uphold to a high standard of 
respect for each other and the people around 
them. 

Practice good hygiene. We have all come here to 
enjoy our hobby. Help create a pleasant atmos-
phere by bathing, wearing clean clothes and using 
hygiene products as necessary. 

Please use appropriate language. No swearing, 
foul or inappropriate language. 

Leave the space better than you found it. This in-
cludes picking up trash, returning gaming materials, 
chairs, and tables, cleaning up food, recycling, etc.  

Listen to convention staffers and game coordina-
tors. They are here to insure that everyone has a 
fun, safe, and memorable time playing games. 

Youth under 16 must be accompanied by a mature 
adult. We aim to provide gaming for all age groups, 
but it is not the responsibility of Northeast Wars to 
provide child-care. People over 16 may participate 
in gaming events provided they show an accept-
able level of maturity and responsibility. 

Weapons accompanying costumes must be in-
spected by convention staff and peace-bonded. If 
staff feels the weapon in question cannot be safely 
displayed, or is not appropriate for the convention 
environment, the attendee will be asked to remove 
it from the public areas of the hotel. 
 
Outside alcohol is not allowed in public areas. 
Alcohol served by the Essex may be consumed 
anywhere on its premises. Persons behaving in an 
intoxicated or belligerent manner will escorted 
from the facility and not be refunded their conven-
tion fee.  

²ŜƭŎƻƳŜΧ  
Χ ǘƻ ǘƘŜ ƴƛƴǘƘ bƻǊǘƘŜŀǎǘ ²ŀǊǎΗ ²Ŝ ƘŀǾŜ ŀƴ ŜȄŎƛǘπ
ing line-up of games and events. This year, we  
feature two guests of honor; accomplished fantasy 
artist Melissa Benson, and Steve Kenson, perhaps 
best known as designer of  the Mutants & Master-
minds role-playing game. 

The Society for Creative Anachronism will be offer-
ing demonstrations of historical crafts and medie-
val combat. (See the special events section for  
ŘŜǘŀƛƭǎύΦ !ƴŘ ƛŦ ȅƻǳ ŀǊŜƴΩǘ ŎŀǊŜŦǳƭΣ ȅƻǳ ƳƛƎƘǘ ŎǊƻǎǎ 
ǇŀǘƘǎ ǿƛǘƘ ǎƻƳŜ ƻŦ [ƻǊŘ ±ŀŘŜǊΩǎ ŜƭƛǘŜ ǎƻƭŘƛŜǊǎΣ ǘƘŜ 
501st Legion. 

²ŜΩǊŜ ŜȄŎƛǘŜŘ ŀōƻǳǘ ƻǳǊ ƴŜǿ ǾŜƴǳŜΣ ǘƘŜ 9ǎǎŜȄ  
/ǳƭƛƴŀǊȅ wŜǎƻǊǘ ŀƴŘ {ǇŀΦ ¢ƘŜǊŜΩǎ ŀƴ ŀŎǘǳŀƭ Tavern, 
where you can grab a bite and plan your next  
adventure! Another on-ǎƛǘŜ ǊŜǎǘŀǳǊŀƴǘΣ .ǳǘƭŜǊΩǎΣ 
offers a fine dining  experience. 

If you are looking for more dining options, there 
are plenty to be had in and around the Essex Out-
ƭŜǘǎΥ CƻƻŘŜŜΩǎ tƛȊȊŀΣ hǊƛŜƴǘŀƭ ²ƻƪΣ /ƻŘȅΩǎ LǊƛǎƘ tǳōΣ 
aƛƳƳƻΩǎ tƛȊȊŜǊƛŀΣ WƻȅŎŜΩǎ bƻƻŘƭŜ IƻǳǎŜΣ ¢ƛƴȅ ¢ƘŀƛΣ 
and even Quiznos and McDonalds, all located 
within the I289ςRoute 15ςEssex Way triangle. 

Sincere thanks to the many volunteers, both Game 
Masters and those who work the tables and behind 
the scenes to keep the event running smoothly. 

Have fun, try new things, and enjoy the con! 

τThe  Northeast Wars convention organizers 
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Guests of Honor 

Melissa Benson 

Ms. Benson has a long history with the gaming 
hobby, going all the way back to 1993, when a little 
company calling itself Wizards of the Coast started 
collecting art for a card game by the name of 
Magic: The Gathering, painting such pictures as 
the Shivan Dragon and Nightmare. She has since 
gone on to illustrate cards for many more collecti-
ble card games, including Shadowfist, 7th Sea and 
Jyhad, as well as other gaming-related pieces, such 
as commissioned character portraits. 

Many samples of her work are available for viewing 
on her website, as well as the opportunity to pur-
chase prints, gift items displaying her art or even 
commission her for an original piece. 

²ŜΩǊŜ ǊŜŀƭƭȅ ƭƻƻƪƛƴƎ ŦƻǊǿŀǊŘ ǘƻ ǿŜƭŎƻƳƛƴƎ aŜƭƛǎǎŀ 
back to Burlington for another Northeast Wars! 

www.melissabenson.com 

Steve Kenson 

.ŜƎƛƴƴƛƴƎ ƛƴ мффрΣ {ǘŜǾŜΩǎ ŎǊŜŘƛǘǎ ŀǎ ŀƴ wtD ǿǊƛǘŜǊ 
and designer span many gamelines and publishers, 
including such notables as Shadowrun, GURPS and 
multiple World of Darkness games. (Pen & Paper 
provides a more thorough listing of his works.) 

In 2002, Mr. Kenson designed and developed Mu-
tants & Masterminds, a super hero roleplaying 
game published by Green Ronin. The game was 
received by the roleplaying hobby with great ac-
claim. Steve went on to design a variation of the 
Mutants & Masterminds system that eventually 
became known as True20, a general purpose role-
playing system. 

Presently, Steve is a staff designer for Green Ronin, 
in addition to maintaining his own RPG presence, 
¢ŀƭƻƴ {ǘǳŘƛƻΦ bƻ ƻƴŜΩǎ ǉǳƛǘŜ ǎǳǊŜ ǿƘŀǘ Ƙƛǎ ƴŜȄǘ 
ǇǊƻƧŜŎǘ ǿƛƭƭ ōŜΣ ōǳǘ ƛǘΩǎ ōƻǳƴŘ ǘƻ ōŜ ǎƻƳŜǘƘƛƴƎ 
good! 

In addition to running two Mutants & Master-
minds games and a secret playtest session, this 
year at Northeast Wars Steve offers a panel 
άDŀƳƛƴƎ [ƛŦŜ ǿƛǘƘ {ǘŜǾŜ YŜƴǎƻƴΦέ 

www.mutantsandmasterminds.com  
stevekenson.com 
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Northeast Wars Food Drive 

Northeast Wars is sponsoring a charity food drive to benefit the Chittenden Emergency Food Shelf  

(http://www.cvoeo.org/htm/FoodShelves/foodshelves.html). Helping out is easy: just bring non-perishable food 

items to the convention registration desk. Our cheerful staff will take it from there. 

And, as our way of saying thanks, for every three items you contribute, youõll get a raffle ticket for a prize 

drawing to be held Saturday evening. Prizes have been donated by Steve Jackson Games and Quarterstaff Games, 

among others 

 

Society for Creative Anachronism Presentation 

Time:  Saturday, 11 am to 2 pm · Location: Board Room / Green 

The Society for Creative Anachronism is a not-for-profit educational organization dedicated to learning and recre-

ating the pre-17th century historical period, with an emphasis on the Middle Ages and Renaissance. Its members 

have a òhands-onó approach to history, engaging in activities that help them to explore the culture, arts, and sci-

ences of ages past. 

The following activities will be offered at Northeast Wars to provide attendees the opportunity to learn more 

about the Society for Creative Anachronism: 

¶ Heavy armored combat on the green in front of the Inn (weather permitting). 

¶ Numerous exhibits of SCA activities in the Board Room. 

¶ Have your picture taken in medieval garb or armour. 

¶ Meet SCA members who will be more than willing to share information about the SCA and to demonstrate 

various activities. 

Gaming Life with Steve Kenson 

Time:  Saturday, 7 pm to 11 pm · Location: Board Room 

RPG designer and author Steve Kenson sits down to talk about game design, the RPG and gaming industries, 

whatõs cool in games, whatõs forthcoming from Green Ronin Publishing and his own Talon Studios and whatever 

else folkswant to talk about. Pull up a chair and letõs chat! 

Special Events 
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BG105 »  Agricola · Brennan Martin · Ballroom 
BG115 »  Formula D · Bob Menzel · Ballroom 
BG118 »  Descent: Wrath of the Fire Lord · Laban Tatro · Ballroom 
BG122 »  Brittania · Chuck Davis (Carnage Gaming) · Ballroom 
BG127 »  War of the Ring · Amos Parker · Ballroom 
BG129 »  Wiz War · Earl Waters · Ballroom 
BG131 »  Tigris and Euphrates · Chuck Burkins · Ballroom 
BG137 »  Titan · Michael Beyna · Ballroom 
CG201 »  Legend of the Five Rings - Open (Celestial) · Rick Villamil · Salons 
CG204 »  Elder Dragon Highlander Magic Tournament (Magic: the Gathering) · Jeremy C. Muir · Salons 
CG209 »  Magic: the Gathering Box of Crud League (Magic: the Gathering) · Benjamin Klein · Salons 
CG210 »  The Good, the Bad and the Munchkin · MIB Danny Campbell · Ballroom 
MINI302 »  Heroclix Unrestricted Tournament: Heroclix Night at the Movies! · WizKids Envoy · Ballroom 
MINI303 »  Pirates Pocketmodels: Girls Just Wanna Have Guns! · WizKids Envoy · Ballroom 
MINI317 »  Infinity Demo (Infinity) · Kreig Pinkham & Matthew Randy · Ballroom 
MINI319 »  Clash of Iron 40K Armor Battle (Warhammer 40K) · Andrew Haag · Ballroom 
MINI321 »  Battle for the Colony (Dirtside) · Donna Howard & Keith Miller · Ballroom 
RPG501 »  GURPS Hellboy: The Celestial Legion (GURPS 4th Edition) · MIB Tyler Dion · Atrium 
RPG506 »  {ŜǊŜƴƛǘȅΥ wŜŀǾŜǊΩǎ 5ŀƴŎŜ ό/ƻǊǘŜȄ {ȅǎǘŜƳύ · Tom Mechler · Atrium 
RPG514 »  Pathfinder Society (Pathfinder RPG) · Luke Richter · Atrium 
RPG517 »  Mutants & Masterminds (Mutants & Masterminds) · Steve Kenson · Atrium 
RPG522 »  Megacorp Bloodbath (Shadowrun) · Vincent Izzo · Atrium 

Saturday, 8 am to 12 pm 

BG101 »  IŜǊƻǎŎŀǇŜΥ wǳƳōƭŜ ŀǘ wŀǎƘǳƴΩǎ {ǿŀƭŜ · Chuck Henry · Ballroom 
BG102 »  Power Grid · Rick Salamin · Ballroom 
BG106 »  Pandemic · Brennan Martin · Ballroom 
BG110 »  Kingsburg · Robert Rousse (Carnage Gaming) · Ballroom 
BG112 »  aŜƳƻƛǊ ΨппΥ hǾŜǊƭƻǊŘ {ŎŜƴŀǊƛƻ · Matt Miller · Ballroom 
BG120 »  Pirate's Cove · John Lahr · Ballroom 
BG128 »  The Princes of Florence · Amos Parker · Ballroom 
MINI304 »  Heroclix: Rock, Paper, Scissors World Champinship! · WizKids Envoy · Ballroom 
MINI305 »  Mechwarrior Constructed Tournament: Love is in the Air! · WizKids Envoy · Ballroom 
MINI315 »  Viva La Resistance Des Zombies! (Homemade rule set) · Scott Mechler · Ballroom 
MINI320 »  40K Apocalypse - Rumble in the Jungle (Warhammer 40K) · Andrew Haag · Ballroom 
RPG507 »  The Inn on Blue Shadow Hill (Usagi Yojimbo (Fuzion Rules)) · Pam & Kalvin Jay · Atrium 
RPG511 »  Firefly (Primetime Adventures) · Andrew "AJ" Johnson · Atrium 
RPG515 »  Pathfinder Society (Pathfinder RPG) · Luke Richter · Atrium 
RPG525 »  Prisoners of the Obsidian Citadel (GURPS 4th Edition) · MIB Charlton Wilbur · Atrium 

Saturday, irregular schedule (please see game description for details) 

BG133 »  Age of Conan · Carnage Gaming · Ballroom 
RPG502 »  The Hallow (Dungeons & Dragons 3.5) · Matty Beliveau · Atrium 
MINI313 »  Guts and Gears (Warmachine / Hordes) · Pressganger Hugh H. Browne Jr. · Ballroom 
MINI312 »  Warhammer Skirmish Battles (Warhammer Fantasy) · Brian Crane & Antonin Robasson · Ballroom 
PAN402 »  Society for Creative Anachronism Presentation ·  · Board Room / Green 

Saturday, 1 pm to 5 pm 

BG103 »  Ticket to Ride · Rick Salamin · Ballroom 
BG107 »  RoboRally · Michael Burrage · Ballroom 
BG111 »  Antike · Robert Rousse (Carnage Gaming) · Ballroom 
BG114 »  Mancer Playtest · Lou Lessing · Ballroom 
BG117 »  Starcraft: the Board Game · Jonathan Desroches · Ballroom 
BG125 »  Bohnanza · Bethany Creaser · Ballroom 
BG126 »  Alhambra · Richard Creaser · Ballroom 
BG130 »  Wiz War · Earl Waters · Ballroom 
BG134 »  Munchkin Quest · MIB Danny Campbell · Ballroom 
CG202 »  Crisis of Infinite Munchkins (Munchkin) · Pam & Kalvin Jay · Salons 
CG207 »  Random Magic Booster Draft (Magic: the Gathering) · Benjamin Klein · Salons 
MINI301 »  Wind in the Wires (Wings of War, SightReader Variant) · Ted Kreider · Ballroom 
MINI306 »  Heroclix: Ours Goes to 11! · WizKids Envoy · Ballroom 
MINI307 »  Star Wars Pocketmodels: Prepare for a Ground Assault! · WizKids Envoy · Ballroom G
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Each game is described in detail 
in the Game by Game section 
beginning on page 10, organized 
by game type and in order of 
starting time. 
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MINI316 »  Warhammer Megabattle: The Battle for Papelotte (Warhammer Fantasy  20)  

· Brian Crane & Antonin Robasson · Ballroom 
MINI322 »  Battle for the Colony (Dirtside) · Donna Howard & Keith Miller · Ballroom 
MINI323 »  Operation Hotel Kalifornia (G&Z House Rules) · Mike Griffin · Ballroom 
MINI328 »  Desperado: The Return to the Return to Dryrot, Arizona! (Desperado) · James Gibbons · Ballroom 
MINI329 »  Operation Burning Chain: Endgame (PUMMEL!) · Andrew Bernstein · Ballroom 
MINI330 »  !ŘƛŜǳ ǘƻ !ŘƻƭǇƘ όt¦aL/9ϰύ · Chris Lang · Ballroom 
MINI331 »  Lord of the Rings Strategy Battle Game · Brook Clark · Atrium 
RPG516 »  One of One Billion (Dark Heresy) · Luke Richter · Atrium 
RPG518 »  Mutants & Masterminds (Mutants & Masterminds) · Steve Kenson · Atrium 
RPG523 »  Orphan Demo (Orphan) · Vincent Izzo · Atrium 
RPG527 »  The Shab al-Hiri Roach (The Shab al-Hiri Roach) · Charlton Wilbur · Atrium 
RPG528 »  Somewhere Under Me Rainbow Session 1 (Dungeons & Dragons 3.5) · Meredith Frost · Atrium 

Saturday, 7 pm to 11 pm 

BG104 »  Trans America / Trans Europa · Rick Salamin · Ballroom 
BG108 »  Le Havre · Rodney Sheldon (Carnage Gaming) · Ballroom 
BG116 »  Last Night on Earth · Bob Menzel · Ballroom 
BG119 »  Tikal · Laban Tatro · Ballroom 
BG132 »  Talisman · Stephen Tracy · Ballroom 
BG135 »  Frag · MIB Danny Campbell · Ballroom 
BG136 »  Car Wars (Car Wars 5th Edition) · Michael Burrage · Ballroom 
MINI308 »  Pirates Constructed Tournament: Mayhem on the High Seas! · WizKids Envoy · Ballroom 
MINI309 »  Halo Actionclix/Horrorclix: Halo vs Alien vs Predator! · WizKids Envoy · Ballroom 
MINI318 »  Pulp City Demo (Pulp City) · Kreig Pinkham & Matthew Randy · Ballroom 
MINI324 »  Cedar Creek (G&Z House Rules) · Mike Griffin · Ballroom 
MINI326 »  Heavy Gear Blitz Demo (Heavy Gear Blitz) · William Minsinger · Ballroom 
MINI332 »  Wind in the Wires (Wings of War, SightReader Variant) · Ted Kreider · Ballroom 
PAN401 »  Gaming Life with Steve Kenson · Steve Kenson · Board Room 
RPG520 »  Hunters Hunted: Not Again! (World of Darkness (Original)) · John Spaulding · Atrium 
RPG529 »  Somewhere Under Me Rainbow Session 2 (Dungeons & Dragons 3.5) · Meredith Frost · Atrium 

Sunday, 8 am to 12 pm 

BG109 »  Age of Empires III · Rodney Sheldon (Carnage Gaming) · Ballroom 
BG113 »  aŜƳƻƛǊ ΨппΥ hǾŜǊƭƻǊŘ {ŎŜƴŀǊƛƻ · Matt Miller · Ballroom 
BG121 »  Pirate's Cove · John Lahr · Ballroom 
BG123 »  Battlestar Galactica: The Board Game · Chuck Davis (Carnage Gaming) · Ballroom 
BG124 »  Munchkin Quest · MIB Tyler Dion · Ballroom 
CG205 »  Northeast Wars Yu-Gi-Oh Challenge (Konami Yu-Gi-Oh Rules) · Jeremy C. Muir · Salons 
CG208 »  Legacy Magic Tournament (Legacy Banned and Restricted lists apply) · Benjamin Klein · Salons 
MINI310 »  IŜǊƻŎƭƛȄΥ [ŀŘƛŜǎΩ bƛƎƘǘ hǳǘΗ · WizKids Envoy · Ballroom 
MINI311 »  Mechwarrior Constructed: Hell Hath No Fury! · WizKids Envoy · Ballroom 
MINI325 »  Push on Franqueville (Panzer Miniatures (Basic Level)) · Mike Griffin · Ballroom 
RPG504 »  One from the Vault (Dungeons & Dragons 1st Edition) · John M. Prushko · Atrium 
RPG519 »  Steve's Secret Playtest (Steve's Secret) · Steve Kenson · Atrium 
RPG526 »  The Kisumu Mirror (GURPS 4th Edition) · MIB Charlton Wilbur · Atrium 

Sunday, irregular schedule (please see game description for details) 

MINI314 »  Claw and Tooth (Hordes) · Pressganger Hugh H. Browne Jr. · Ballroom 
RPG508 »  Azomune (Pathfinder RPG Beta) · Jonathan Desroches · Atrium 

Sunday, 1 pm to 5 pm 

BG138 »  Rail Road Tycoon · Robert Bealer · Ballroom 
CG203 »  Epic Uber Munchkin Blender (Munchkin) · Pam & Kalvin Jay · Salons 
CG206 »  Two Light Card Games ("Loco" and "Slide 5") · Chuck Burkins · Salons 
MINI327 »  Federation Commander Demo (Federation Commander) · William Minsinger · Ballroom 
RPG503 »  GURPS Banestorm: Welcome to Yrth (GURPS 4th Edition) · MIB Tyler Dion · Atrium 
RPG505 »  One More from the Vault (Dungeons & Dragons 1st Edition) · John M. Prushko · Atrium 
RPG509 »  Favors to the Dark (Changeling: the Lost) · Josh Demers · Atrium 
RPG510 »  Optimus Prime Needs Help! (Transformers 4th Edition (homegrown)) · Andrew "AJ" Johnson · Atrium 
RPG521 »  Hunters Hunted: Apocalypse Redux (World of Darkness (Original)) · John Spaulding · Atrium 
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Board Games 

BG133 »  Age of Conan · Carnage Gaming · Saturday, 8 am to 5 pm 
BG109 »  Age of Empires III · Rodney Sheldon (Carnage Gaming) · Sunday, 8 am to 12 pm 
BG105 »  Agricola · Brennan Martin · Friday, 7 pm to 11 pm 
BG126 »  Alhambra · Richard Creaser · Saturday, 1 pm to 5 pm 
BG111 »  Antike · Robert Rousse (Carnage Gaming) · Saturday, 1 pm to 5 pm 
BG123 »  Battlestar Galactica: The Board Game · Chuck Davis (Carnage Gaming) · Sunday, 8 am to 12 pm 
BG125 »  Bohnanza · Bethany Creaser · Saturday, 1 pm to 5 pm 
BG122 »  Brittania · Chuck Davis (Carnage Gaming) · Friday, 7 pm to 11 pm 
BG136 »  Car Wars (Car Wars 5th Edition) · Michael Burrage · Saturday, 7 pm to 11 pm 
BG118 »  Descent: Wrath of the Fire Lord · Laban Tatro · Friday, 7 pm to 11 pm 
BG115 »  Formula D · Bob Menzel · Friday, 7 pm to 11 pm 
BG135 »  Frag · MIB Danny Campbell · Saturday, 7 pm to 11 pm 
BG101 »  IŜǊƻǎŎŀǇŜΥ wǳƳōƭŜ ŀǘ wŀǎƘǳƴΩǎ {ǿŀƭŜ · Chuck Henry · Saturday, 8 am to 12 pm 
BG110 »  Kingsburg · Robert Rousse (Carnage Gaming) · Saturday, 8 am to 12 pm 
BG116 »  Last Night on Earth · Bob Menzel · Saturday, 7 pm to 11 pm 
BG108 »  Le Havre · Rodney Sheldon (Carnage Gaming) · Saturday, 7 pm to 11 pm 
BG114 »  Mancer Playtest · Lou Lessing · Saturday, 1 pm to 5 pm 
BG112 »  aŜƳƻƛǊ ΨппΥ hǾŜǊƭƻǊŘ {ŎŜƴŀǊƛƻ · Matt Miller · Saturday, 8 am to 12 pm 
BG113 »  aŜƳƻƛǊ ΨппΥ hǾŜǊƭƻǊŘ {ŎŜƴŀǊƛƻ · Matt Miller · Sunday, 8 am to 12 pm 
BG134 »  Munchkin Quest · MIB Danny Campbell · Saturday, 1 pm to 5 pm 
BG124 »  Munchkin Quest · MIB Tyler Dion · Sunday, 8 am to 12 pm 
BG106 »  Pandemic · Brennan Martin · Saturday, 8 am to 12 pm 
BG120 »  Pirate's Cove · John Lahr · Saturday, 8 am to 12 pm 
BG121 »  Pirate's Cove · John Lahr · Sunday, 8 am to 12 pm 
BG102 »  Power Grid · Rick Salamin · Saturday, 8 am to 12 pm 
BG138 »  Rail Road Tycoon · Robert Bealer · Sunday, 1 pm to 5 pm 
BG107 »  RoboRally · Michael Burrage · Saturday, 1 pm to 5 pm 
BG117 »  Starcraft: the Board Game · Jonathan Desroches · Saturday, 1 pm to 5 pm 
BG132 »  Talisman · Stephen Tracy · Saturday, 7 pm to 11 pm 
BG128 »  The Princes of Florence · Amos Parker · Saturday, 8 am to 12 pm 
BG103 »  Ticket to Ride · Rick Salamin · Saturday, 1 pm to 5 pm 
BG131 »  Tigris and Euphrates · Chuck Burkins · Friday, 7 pm to 11 pm 
BG119 »  Tikal · Laban Tatro · Saturday, 7 pm to 11 pm 
BG137 »  Titan · Michael Beyna · Friday, 7 pm to 11 pm 
BG104 »  Trans America / Trans Europa · Rick Salamin · Saturday, 7 pm to 11 pm 
BG127 »  War of the Ring · Amos Parker · Friday, 7 pm to 11 pm 
BG129 »  Wiz War · Earl Waters · Friday, 7 pm to 11 pm 
BG130 »  Wiz War · Earl Waters · Saturday, 1 pm to 5 pm 

Card Games 

CG202 »  Crisis of Infinite Munchkins (Munchkin) · Pam & Kalvin Jay · Saturday, 1 pm to 5 pm 
CG204 »  Elder Dragon Highlander Magic Tournament (Magic: the Gathering) · Jeremy C. Muir · Friday, 7 pm to 11 pm 
CG203 »  Epic Uber Munchkin Blender (Munchkin) · Pam & Kalvin Jay · Sunday, 1 pm to 5 pm 
CG208 »  Legacy Magic Tournament (Legacy Banned and Restricted lists apply) · Benjamin Klein · Sunday, 8 am to 12 pm 
CG201 »  Legend of the Five Rings - Open (Celestial) · Rick Villamil · Friday, 7 pm to 11 pm 
CG209 »  Magic: the Gathering Box of Crud League  · Benjamin Klein · Friday, 7 pm to 11 pm 
CG205 »  Northeast Wars Yu-Gi-Oh Challenge (Konami Yu-Gi-Oh Rules) · Jeremy C. Muir · Sunday, 8 am to 12 pm 
CG207 »  Random Magic Booster Draft (Magic: the Gathering) · Benjamin Klein · Saturday, 1 pm to 5 pm 
CG210 »  The Good, the Bad and the Munchkin · MIB Danny Campbell · Friday, 7 pm to 11 pm 
CG206 »  Two Light Card Games ("Loco" and "Slide 5") · Chuck Burkins · Sunday, 1 pm to 5 pm 

Miniatures Games 

MINI320 »  40K Apocalypse - Rumble in the Jungle (Warhammer 40K) · Andrew Haag · Saturday, 8 am to 12 pm 
MINI330 »  !ŘƛŜǳ ǘƻ !ŘƻƭǇƘ όt¦aL/9ϰύ · Chris Lang · Saturday, 1 pm to 5 pm 
MINI321 »  Battle for the Colony (Dirtside) · Donna Howard & Keith Miller · Friday, 7 pm to 11 pm 
MINI322 »  Battle for the Colony (Dirtside) · Donna Howard & Keith Miller · Saturday, 1 pm to 5 pm 
MINI324 »  Cedar Creek (G&Z House Rules) · Mike Griffin · Saturday, 7 pm to 11 pm 
MINI319 »  Clash of Iron 40K Armor Battle (Warhammer 40K) · Andrew Haag · Friday, 7 pm to 11 pm 
MINI314 »  Claw and Tooth (Hordes) · Pressganger Hugh H. Browne Jr. · Sunday, 8 am to 5 pm 
MINI328 »  Desperado: The Return to the Return to Dryrot, Arizona! · James Gibbons · Saturday, 1 pm to 5 pm 
MINI327 »  Federation Commander Demo · William Minsinger · Sunday, 1 pm to 5 pm 
MINI313 »  Guts and Gears (Warmachine / Hordes) · Pressganger Hugh H. Browne Jr. · Saturday, 8 am to 10 pm 

Each game is described in detail 
in the Game by Game section 
beginning on page 10, organized 
by game type and in order of 
starting time. 
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MINI309 »  Halo Actionclix/Horrorclix: Halo vs Alien vs Predator! · WizKids Envoy · Saturday, 7 pm to 11 pm 
MINI326 »  Heavy Gear Blitz Demo  · William Minsinger · Saturday, 7 pm to 11 pm 
MINI302 »  Heroclix Unrestricted Tournament: Heroclix Night at the Movies! · WizKids Envoy · Friday, 7 pm to 11 pm 
MINI310 »  IŜǊƻŎƭƛȄΥ [ŀŘƛŜǎΩ bƛƎƘǘ hǳǘΗ · WizKids Envoy · Sunday, 8 am to 12 pm 
MINI306 »  Heroclix: Ours Goes to 11! · WizKids Envoy · Saturday, 1 pm to 5 pm 
MINI304 »  Heroclix: Rock, Paper, Scissors World Champinship! · WizKids Envoy · Saturday, 8 am to 12 pm 
MINI317 »  Infinity Demo (Infinity) · Kreig Pinkham & Matthew Randy · Friday, 7 pm to 11 pm 
MINI331 »  Lord of the Rings Strategy Battle Game · Brook Clark · Saturday, 1 pm to 5 pm 
MINI305 »  Mechwarrior Constructed Tournament: Love is in the Air! · WizKids Envoy · Saturday, 8 am to 12 pm 
MINI311 »  Mechwarrior Constructed: Hell Hath No Fury! · WizKids Envoy · Sunday, 8 am to 12 pm 
MINI329 »  Operation Burning Chain: Endgame (PUMMEL!) · Andrew Bernstein · Saturday, 1 pm to 5 pm 
MINI323 »  Operation Hotel Kalifornia (G&Z House Rules) · Mike Griffin · Saturday, 1 pm to 5 pm 
MINI308 »  Pirates Constructed Tournament: Mayhem on the High Seas! · WizKids Envoy · Saturday, 7 pm to 11 pm 
MINI303 »  Pirates Pocketmodels: Girls Just Wanna Have Guns! · WizKids Envoy · Friday, 7 pm to 11 pm 
MINI318 »  Pulp City Demo (Pulp City) · Kreig Pinkham & Matthew Randy · Saturday, 7 pm to 11 pm 
MINI325 »  Push on Franqueville (Panzer Miniatures (Basic Level)) · Mike Griffin · Sunday, 8 am to 12 pm 
MINI307 »  Star Wars Pocketmodels: Prepare for a Ground Assault! · WizKids Envoy · Saturday, 1 pm to 5 pm 
MINI315 »  Viva La Resistance Des Zombies! (Homemade rule set) · Scott Mechler · Saturday, 8 am to 12 pm 
MINI316 »  Warhammer Megabattle: The Battle for Papelotte (Warhammer Fantasy  20)  

· Brian Crane & Antonin Robasson · Saturday, 1 pm to 5 pm 
MINI312 »  Warhammer Skirmish Battles (Warhammer Fantasy)  

· Brian Crane & Antonin Robasson · Saturday, 10 am to 1 pm 
MINI301 »  Wind in the Wires (Wings of War, SightReader Variant) · Ted Kreider · Saturday, 1 pm to 5 pm 
MINI332 »  Wind in the Wires (Wings of War, SightReader Variant) · Ted Kreider · Saturday, 7 pm to 11 pm 

Special Events 

PAN401 »  Gaming Life with Steve Kenson · Steve Kenson · Saturday, 7 pm to 11 pm 
PAN402 »  Society for Creative Anachronism Presentation ·  · Saturday, 11 am to 2 pm 

Role-Playing Games 

RPG508 »  Azomune (Pathfinder RPG Beta) · Jonathan Desroches · Sunday, 8 am to 5 pm 
RPG509 »  Favors to the Dark (Changeling: the Lost) · Josh Demers · Sunday, 1 pm to 5 pm 
RPG511 »  Firefly (Primetime Adventures) · Andrew "AJ" Johnson · Saturday, 8 am to 12 pm 
RPG503 »  GURPS Banestorm: Welcome to Yrth (GURPS 4th Edition) · MIB Tyler Dion · Sunday, 1 pm to 5 pm 
RPG501 »  GURPS Hellboy: The Celestial Legion (GURPS 4th Edition) · MIB Tyler Dion · Friday, 7 pm to 11 pm 
RPG521 »  Hunters Hunted: Apocalypse Redux (World of Darkness (Original)) · John Spaulding · Sunday, 1 pm to 5 pm 
RPG520 »  Hunters Hunted: Not Again! (World of Darkness (Original)) · John Spaulding · Saturday, 7 pm to 11 pm 
RPG522 »  Megacorp Bloodbath (Shadowrun) · Vincent Izzo · Friday, 7 pm to 11 pm 
RPG517 »  Mutants & Masterminds · Steve Kenson · Friday, 7 pm to 11 pm 
RPG518 »  Mutants & Masterminds · Steve Kenson · Saturday, 1 pm to 5 pm 
RPG504 »  One from the Vault (Dungeons & Dragons 1st Edition) · John M. Prushko · Sunday, 8 am to 12 pm 
RPG505 »  One More from the Vault (Dungeons & Dragons 1st Edition) · John M. Prushko · Sunday, 1 pm to 5 pm 
RPG516 »  One of One Billion (Dark Heresy) · Luke Richter · Saturday, 1 pm to 5 pm 
RPG510 »  Optimus Prime Needs Help! (Transformers 4th Edition (homegrown)) 

 · Andrew "AJ" Johnson · Sunday, 1 pm to 5 pm 
RPG523 »  Orphan Demo (Orphan) · Vincent Izzo · Saturday, 1 pm to 5 pm 
RPG514 »  Pathfinder Society (Pathfinder RPG) · Luke Richter · Friday, 7 pm to 11 pm 
RPG515 »  Pathfinder Society (Pathfinder RPG) · Luke Richter · Saturday, 8 am to 12 pm 
RPG525 »  Prisoners of the Obsidian Citadel (GURPS 4th Edition) · MIB Charlton Wilbur · Saturday, 8 am to 12 pm 
RPG506 »  {ŜǊŜƴƛǘȅΥ wŜŀǾŜǊΩǎ 5ŀƴŎŜ ό/ƻǊǘŜȄ {ȅǎǘŜƳύ · Tom Mechler · Friday, 7 pm to 11 pm 
RPG528 »  Somewhere Under Me Rainbow Session 1 (Dungeons & Dragons 3.5) 

 · Meredith Frost · Saturday, 1 pm to 5 pm 
RPG529 »  Somewhere Under Me Rainbow Session 2 (Dungeons & Dragons 3.5) 

 · Meredith Frost · Saturday, 7 pm to 11 pm 
RPG519 »  Steve's Secret Playtest (Steve's Secret) · Steve Kenson · Sunday, 8 am to 12 pm 
RPG502 »  The Hallow (Dungeons & Dragons 3.5) · Matty Beliveau · Saturday, 8 am to 5 pm 
RPG507 »  The Inn on Blue Shadow Hill (Usagi Yojimbo (Fuzion Rules)) · Pam & Kalvin Jay · Saturday, 8 am to 12 pm 
RPG526 »  The Kisumu Mirror (GURPS 4th Edition) · MIB Charlton Wilbur · Sunday, 8 am to 12 pm 
RPG527 »  The Shab al-Hiri Roach · Charlton Wilbur · Saturday, 1 pm to 5 pm 
 

G
am

es
 b

y 
N

am
e  

G
am

es
 b

y 
N

am
e  



10  Northeast Wars 2009 

 

Special Events 
Society for Creative Anachronism Presentation 

Time:  Saturday, 11 am to 2 pm · Location: Board Room / Green 

The Society for Creative Anachronism is a not-for-profit edu-

cational organization dedicated to learning and recreating the 

pre-17th century historical period, with an emphasis on the 

Middle Ages and Renaissance. Its members have a òhands-

onó approach to history, engaging in activities that help them 

to explore the culture, arts, and sciences of ages past. 

The following activities will be offered at Northeast Wars to 

provide attendees the opportunity to learn more about the 

Society for Creative Anachronism: 

¶ Heavy armored combat on the green in front of the Inn 

(weather permitting). 

¶ Numerous exhibits of SCA activities in the Board Room. 

¶ Have your picture taken in medieval garb or armour. 

¶ Meet SCA members who will be more than willing to 

share information about the SCA and to demonstrate vari-

ous activities. 

Gaming Life with Steve Kenson 

Time:  Saturday, 7 pm to 11 pm · Location: Board Room 

RPG designer and author Steve Kenson sits down to talk 

about game design, the RPG and gaming industries, whatõs 

cool in games, whatõs forthcoming from Green Ronin Pub-

lishing and his own Talon Studios and whatever else folks-

want to talk about. Pull up a chair and letõs chat! 

Board 
Games 

Friday nighté  

BG105 τ Agricola 

GM: Brennan Martin · Players: 1-5 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

Ever wanted to be a peasant? Want to find out what all the 

hype is? Now hereõs your chance! In Agricola, youõre a 

farmer in a wooden shack with your spouse and little else. 

On a turn, you get to take only two actions, one for you and 

one for the spouse, from all the possibilities youõll find on a 

farm: collecting clay, wood, or stone; building fences; and so 

on. You might think about having kids in order to get more 

work accomplished, but first you need to expand your house. 

And what are you going to feed all the little rugrats? 

There will be Animeeples! 

BG122 τ Brittania 

GM: Chuck Davis (Carnage Gaming) · Players: 3-5 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

Come play this historical game of conquest in the British 

Isles. Players will take on groups of tribes and invaders bat-

tliong over England. Lead the Romans to victory, or bring on 

William the Conqueror to sweep up the mess! 

BG118 τ Descent: Wrath of the Fire Lord 

GM: Laban Tatro · Players: 3-5 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

The once dormant volcano of the Fire Lord rumbles and 

sprays forth hot ash, signaling the coming of the Fire Lord. 

The call goes out for heroes brave enough to enter the Fire 

Lordõs stronghold and stop him before his fiery rain of terror 

spreads across the kingdom. 

BG115 τ Formula D 

GM: Bob Menzel · Players: 4-10 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

Racers, start your engines! 

Join us for some Formula One racing action, as up to 10 

drivers set out to conquer the field in a 2 lap race. We will be 

using the updated Formula D version, but the same Formula 

De principles apply - drive fast, hit your curves and donõt 

crash! 
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BG131 τ Tigris and Euphrates 

GM: Chuck Burkins · Players: 2-4 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

This game was designed by the great Reiner Knizia and is an 

abstract tile game with a Fertile Crescent theme. You score 

points in one of four categories, by adding colored tiles to the 

gameboard. Temples, Internal Conflicts and External Con-

flicts can help you gain points fast. Your standing in the 

game is decided by your weakest category, so you have to 

pay attention to all of your categories. This game perennially 

ranks in the Board Game Geek top ten, currently sitting at 

number 6. That many geeks canõt be wrong, come and play it 

yourself! 

BG137 τ Titan 

GM: Michael Beyna · Players: 2-6 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

In the beginning, the Gaming Lords created Titané and it 

was Good! 

This classic game of the Fantasy Monster Slug-a-thon is a 

standby from the Avalon Hill of yore. The game still has a 

very devoted following, which is a tribute to the depth of the 

various strategies and approaches. The game is divided into 

two realms, the masterboard and the battleboards. On the 

masterboard, legions of mythical creatures roam about trying 

to recruit bigger and badder monsters and kill opposing le-

gions in the process. When a combat occurs, the space is 

ôblown-upõ by moving the action to the corresponding battle-

board type. After lots of dice are tossed, the victor is returned 

to the masterboard with the spoils of war: points. The points 

mean little in and of themselves, but they are used to recruit 

Angels and Archangels and to augment one small character 

in the game. That particular character is the leader of the 

playerõs legions: the Titan. This is the playerõs alter-ego, and 

the Titanõs fate and the playerõs fate are one and the same. 

BG127 τ War of the Ring 

GM: Amos Parker · Players: 2-4 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

In War of the Ring, one player takes control of the Free Peo-

ples (FP), the other player controls Shadow Armies (SA). 

Initially, the Free People Nations are reluctant to take arms 

against Sauron, so they must be attacked by Sauron or per-

suaded by Gandalf or other Companions, before they start to 

fight properly: this is represented by the Political Track, 

which shows if a Nation is ready to fight in the War of the 

Ring or not. 

The game can be won by a military victory, if Sauron con-

quers a certain number of Free People cities and strongholds 

or viceversa. But the true hope of the Free Peoples lies with 

the quest of the Ringbearer: while the armies clash 

across Middle Earth, the Fellowship of the Ring is 

trying to get secretly to Mount Doom to destroy the 

One Ring. Sauron is not aware of the real intention of 

his enemies but is looking across Middle Earth for the 

precious Ring, so that the Fellowship is going to face 

numerous dangers, represented by the rules of The 

Hunt for the Ring. But the Companions can spur the 

Free Peoples to the fight against Sauron, so the Free 

People player must balance the need to protect the 

Ringbearer from harm, against the attempt to raise a 

proper defense against the armies of the Shadow, so 

that they do not overrun Middle Earth before the 

Ringbearer completes his quest. 

Each game turn revolves around the roll of Action 

Dice: each die corresponds to an action that a player 

can do during a turn. Depending on the face rolled on 

each die, different actions are possible (moving armies, char-

acters, recruiting troops, advancing a Political Track). 

Action dice can also be used to draw or play Event Cards. 

Event Cards are played to represent specific events from the 

story (or events which could possibly have happened) which 

cannot be portrayed through normal gameplay. Each Event 

Card can also create an unexpected turn in the game, allow-

ing special actions or altering the course of a battle. 

BG129 τ Wiz War 

GM: Earl Waters · Players: 2-6 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

Cast spells, summon monsters, make alliances, stab your 

fellow wizards in the back. Be the first to steal the other wiz-

ardsõ treasures or be the last wizard standing. Play the classic 

Wiz War board game on a custom built 3-D game board with 

moveable and removable walls, creatures, and wizards! 

Saturday morning...  

BG101 τ IŜǊƻǎŎŀǇŜΥ wǳƳōƭŜ ŀǘ wŀǎƘǳƴΩǎ {ǿŀƭŜ 

GM: Chuck Henry · Players: 2-6 
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

This fantasy battle board game comes with dozens of painted 

plastic miniatures, each representing a warrior from a differ-

ent era, and hex-based hard plastic terrain pieces which can 

be put together in many different ways. The warriors include 

World War II soldiers, futuristic robots, aliens, a T-Rex-

riding orc, a large dragon, and many more. Each hero or 

squad has its own card that details both movement and com-

bat abilities. Weõll be battling at Rashunõs Swale, a fortified 

outpost deep in the Ticalla jungle! New players and children 

welcome! 

Board Games ς continued 
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BG110 τ Kingsburg 

GM: Robert Rousse (Carnage Gaming) · Players: 3-5 
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

Do you have the ear of the Kingõs advisors? The Queen? Or 

the King himself? Build up your province, repel attacks and 

win the favor of the King! 

BG112 τ aŜƳƻƛǊ ΨппΥ hǾŜǊƭƻǊŘ {ŎŜƴŀǊƛƻ 

GM: Matt Miller · Players: 6-8 
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

Memoir ô44 is a unique historical game where players face-off 

in WWII battles on an oversize hex game board. Easy to 

learn and fast-paced, Memoir ô44 requires using your forces 

to exploit their strengths, strategic card play, timely dice roll-

ing, and an aggressive, yet flexible battle plan to achieve vic-

tory! 

An Overlord scenario takes the standard two player game 

and expands it to eight players! Two complete copies of the 

game are used together to create a giant-sized board and huge 

armies. Players cooperate in a realistic chain-of-command 

structure, four players per side, to fight the battle. You have-

nõt played Memoir ô44 until you have tried an Overlord sce-

nario! 

BG106 τ Pandemic 

GM: Brennan Martin · Players: 2-4 
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

You are specialists at the CDC/Atlanta where you watch 

several virulent diseases break out simultaneously all over the 

world. The team mission is to prevent a world-wide pan-

demic outbreak, treating hotspots while researching cures for 

each of the four plagues before they get out of hand. 

While the theme may sound like something for Health De-

partment workers, hard core gamers have found themselves 

sucked into this surprisingly tense co-op game. 

BG120 τ Pirate's Cove 

GM: John Lahr · Players: 2-6 
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

Classic Pirateõs Cove game with home rules applied. 

BG102 τ Power Grid 

GM: Rick Salamin · Players: 2-6 
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

Power Grid is a multiplayer German-style board game where 

each player represents a company that owns power plants 

and tries to supply electricity to cities. Over the course of the 

game, the players will bid on power plants and buy resources 

to produce electricity to provide power to the growing num-

ber of cities in their expanding network. 

BG128 τ The Princes of Florence 

GM: Amos Parker · Players: 3-5 
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

This game involves developing medieval and renaissance 

cities to attract various professions, which enriches the cities 

culturally. Each player is given a city grid and reference chart 

and attempts to gain the most victory points after seven 

rounds. Scoring victory points can be done in a variety of 

ways although most will be earned by playing profession 

cards to generate work points. There are a variety of profes-

sions such as astronomers, organists and architects. Each is 

attracted to a particular combination of building, landscape 

feature, and social freedom. The more the player can match 

these preferences then the more work points are generated. If 

a player satisfies the minimum requirement of work points, 

which increases each round, then the work can be created 

and the player can then trade the work points for cash and/or 

victory points. 

BG133 τ Age of Conan 

GM: Carnage Gaming · Players: 2-4 
Time:  Saturday, 8 am to 5 pm · Location: Ballroom 

Follow the adventures of Conan in this new game from Fan-

tasy Flight! Play one of the four kingdoms of the Hyborian 

age: Aquilonia, Turan, Stygia or Hyperborea. Use your ar-

mies to conquer territory, send your emissaries out to do your 

bidding and weild your sorcery to create a mighty kingdom. 

And who better to rule your kingdom? Conan the Cimme-

rian, mightiest hero of the Hyborian age! It will not be easy to 

crown Conan king, as a crown does not rest easy on his 

brow. Come and drive your enemies before you! 

Note: This is a rolling game. When one ends, another will 

begin, to fit in as many players as possible. 

Saturday afternoon...  

BG126 τ Alhambra 

GM: Richard Creaser · Players: 2-6 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

During the Middle Ages the Moorish occupiers of Spain 

called forth for skilled artisans from throughout the known 

world. Their task was to create a city of wonders, the Alham-

bra. Players take the role of these builders and construct cities 

of tranquil gardens, collosal towers and wondrous pavillions. 

Using the indigenous currency of the workers, the Master 

Builders race to complete the most majestic cityscape. This 

tile-based game rewards thrift and careful planning. Do you 

possess the skill and vision to create the greatest Alhambra? 

Board Games ς continued 
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BG111 τ Antike 

GM: Robert Rousse (Carnage Gaming) · Players: 3-5 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Come play the leader of an ancient nation in this challenging 

stategy game. Lead the Romans, the Greeks, the Persians, 

the Carthaginians, the Germanic tribes, the Arabs, the Phoe-

nicians, the Egyptians or the Babylonians in building cities, 

temples and discovering the wheel! Use your legions and 

galleys to open up new territory, defend your lands or even 

destroy your enemies! 

BG125 τ Bohnanza 

GM: Bethany Creaser · Players: 2-7 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Bean farming has never been so fun! Sounds crazy? Boh-

nanza takes this crazy theme and creates a fun and enjoyable 

card game. Players trade with one another to plant bean 

fields as they manipulate cards in their hand to get the best 

deals. The player who obtains the most gold by harvesting 

their bean fields is the winner. Bohnanza has been known as 

one of the most fun trading games around. Very easy to 

learn! Itõs both a competitive and cooperative game that com-

bines strategy with plenty of player interaction. So, the ques-

tion is, to bean or not to bean? Experienced or inexperienced 

players welcome. 

BG114 τ Mancer Playtest 

GM: Lou Lessing · Players: 2-6 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Mancer is a fast-paced, chaotic, over-the-top dueling game. 

Play as a Mancer, a person with inherent control over the 

elements, and fight a super-powered battle to the death. 

This game is a work in progress. It is playable, but itõs quite a 

ways from being finished. We are looking for advice from 

playtesters, and weõd really appreciate your help. 

BG134 τ Munchkin Quest 

GM: MIB Danny Campbell · Players: 4-6 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Kill the monster, loot the treasure and stab your buddy . . . all 

in 3D!  Cõmon, you know you wanna! 

BG107 τ RoboRally 

GM: Michael Burrage · Players: 2-4 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Imagine that youõre a supercomputer. Now imagine that 

youõre bored. So you dream up a little contest for you and a 

couple of your supercomputing buddies. Your task is to move 

one of the stupid little robots out on the factory floor through 

a series of checkpoints scattered throughout the factory. The 

wrinkle, however, is that the factory floor is filled with 

all kinds of inconvenient (if not down-right deadly) 

obstacles located in various locations: conveyor belts, 

crushers, flame-throwers, pushers, teleporters, oil 

slicks, pits, et cetera. But the real fun comes when the 

robots cross each otherõs path, and suddenly your 

perfect route is something less than thaté 

BG117 τ Starcraft: the Board Game 

GM: Jonathan Desroches · Players: 2-6 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

This is the board game adaptation of the Starcraft PC 

game.  It will be able to support up to 6 players. 

BG103 τ Ticket to Ride 

GM: Rick Salamin · Players: 2-6 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Ticket to Ride is a cross-country train adventure in which 

players collect and play matching train cards to claim railway 

routes connecting cities throughout North America. The 

longer the routes, the more points they earn. Additional 

points come to those who can fulfill their Destination Tickets 

by connecting two distant cities, and to the player who builds 

the longest continuous railway. 

BG130 τ Wiz War 

GM: Earl Waters · Players: 2-6 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Cast spells, summon monsters, make alliances, stab your 

fellow wizards in the back. Be the first to steal the other wiz-

ardsõ treasures or be the last wizard standing. Play the classic 

Wiz War board game on a custom built 3-D game board with 

moveable and removable walls, creatures, and wizards! 

Saturday night...  

BG136 τ Car Wars 

GM: Michael Burrage · Players: 3-8 
System: Car Wars 5th Edition 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Car Wars in a 1/60th scale 3D Arena ð Race around the 

elevated figure-8 track, and/or duke it out in the field below.  

Scored using both checkpoints and kills. Almost as much 

mayhem as the Massachusetts Turnpike. 

BG135 τ Frag 

GM: MIB Danny Campbell · Players: 2-6 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

You spawn and pick up a weapon. Hey, some armor, cool! 

Thereõs your friend . . . You aim, he dies. You run around 

Board Games ς continued 
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the corner and he has respawned right there. He shoots, you 

die. You respawn to do it all over again! FPS on a board 

game, how cool is that? 

BG116 τ Last Night on Earth 

GM: Bob Menzel · Players: 2-6 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

When night begins to fall on the sleepy town of Woodinvale, 

the shadows and fog rolling in bring with them more than 

just a chill shiver. A living nightmare erupts as the once 

peaceful community is overrun with the restless dead . . . 

Scratching and clawing their way to the surface with an insa-

tiable hunger for human flesh. Now only a handful of 

unlikely Heroes are left, banding together to fight for their 

very lives. On a night that never ends, the only thing worse 

than deathé is becoming infected. 

Last Night on Earth, The Zombie Game is a fast-paced game 

of brain-eating Zombies, small town Heroes, and horror 

movie action. Players take on the role of either the Heroes, 

working together to make it through the night; or the Zom-

bies, unending waves of undead spreading over the town like 

a plague intent only on eating the remaining humans and 

exercising complete control over the town. 

Weõre not sure yet what zombie menace the Heroes will face, 

but it promises to be an exciting evening of zombie slayage 

(or a human buffet if you play the zombies). 

BG108 τ Le Havre 

GM: Rodney Sheldon (Carnage Gaming) · Players: 3-5 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Help build a small shipping town, while making your for-

tune. Distribute your goods, build your ships and businesses 

and make money. But make sure you can still feed your 

workers. Check out this latest game from Agricola designer 

Uwe Rosenberg. 

BG132 τ Talisman 

GM: Stephen Tracy · Players: 4-8 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Itõs everyone for themselves as a vast array of characters em-

bark on a dangerous quest to find the crown of command. 

Discover high adventure as you acquire treasure and magic 

to aid against the many dangers in this fantasy board game. 

This newly revamped version of a classic Games Workshop 

original features highly detailed miniatures to represent the 

large selection of playable characters ñ along with the Grim 

Reaper wandering about the realms for the players to ma-

nipulate against each other. 

BG119 τ Tikal 

GM: Laban Tatro · Players: 2-4 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Come explore the lost jungles and uncover ancient temples in 

your race to become the greatest explorer ever! 

Thereõs just one catché youõre not the only explorer trying 

to uncover the temples and claim the glory. 

Ohé and thereõs a few active volcanos. That wonõt be a 

problem, right? 

BG104 τ Tran America / Trans Europa 

GM: Rick Salamin · Players: 2-6 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Everyone wants to be the first to build a railroad network 

across the country. Each player has five cities and tries to 

connect them with a shared network of tracks. As soon as a 

player has done this, the round ends. The other players lose 

points. At the end of the game, the player who has the most 

points left is the winner! Who will be the first to connect his 

cities? 

Sunday morningé  

BG109 τ Age of Empires III 

GM: Rodney Sheldon (Carnage Gaming) · Players: 3-5 
Time:  Sunday, 8 am to 12 pm · Location: Ballroom 

Play a colonial power seeking fame and fortune in the New 

World. Send your colonist over to the New World, wage 

war, plant crops, and explore beyond the Atlantic. 

BG123 τ Battlestar Galactica: The Board Game 

GM: Chuck Davis (Carnage Gaming) · Players: 3-6 
Time:  Sunday, 8 am to 12 pm · Location: Ballroom 

Can you help the last of the human race find Earth? Play a 

member of the Galactica crew or politician of the quorum 

seeking to find Earth. You must fight off the Cylons both 

attacking Galactica and aboard Galactica. Come check out 

this game of intrigue, deception and occasionally coopera-

tion. Find the final five and make it to Earth ñ or maybe you 

are one of the final five? 

BG113 τ aŜƳƻƛǊ ΨппΥ hǾŜǊƭƻǊŘ {ŎŜƴŀǊƛƻ 

GM: Matt Miller · Players: 6-8 
Time:  Sunday, 8 am to 12 pm · Location: Ballroom 

Memoir ô44 is a unique historical game where players face-off 

in WWII battles on an oversize hex game board. Easy to 

learn and fast-paced, Memoir ô44 requires using your forces 

to exploit their strengths, strategic card play, timely dice roll-

Board Games ς continued 
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ing, and an aggressive, yet flexible battle plan to achieve vic-

tory! 

An Overlord scenario takes the standard two player game 

and expands it to eight players! Two complete copies of the 

game are used together to create a giant-sized board and huge 

armies. Players cooperate in a realistic chain-of-command 

structure, four players per side, to fight the battle. You have-

nõt played Memoir ô44 until you have tried an Overlord sce-

nario! 

BG124 τ Munchkin Quest 

GM: MIB Tyler Dion · Players: 3-6 
Time:  Sunday, 8 am to 12 pm · Location: Ballroom 

Shameless munchkinry has entered a whole new dimension: 

the second! Munchkin Quest brings the no-holds-barred lu-

nacy of killing monsters, grabbing the loot and stabbing your 

buddy over it into a full-on dungeon crawl environment. 

Cooperate with the whole group, adventure with a partner, or 

strike out on your own. You donõt know whatõs behind a 

door until you open it . . . then another room is added to the 

dungeon. Battle monsters for power and treasure, or send 

them after your friends. Reach Level 10, and then get out 

alive if you cané 

BG121 τ Pirate's Cove 

GM: John Lahr · Players: 2-6 
Time:  Sunday, 8 am to 12 pm · Location: Ballroom 

Classic Pirateõs Cove game with home rules applied. 

Sunday afternooné  

BG138 τ Rail Road Tycoon 

GM: Robert Bealer · Players: 2-6 
Time:  Sunday, 1 pm to 5 pm · Location: Ballroom 

Revisit the early days of the Age of Steam as you begin with 

a locomotive (the venerable John Bull, the first locomotive to 

run in North America) and a vision (your Tycoon "mission" 

card). From there, build your budding railroad network into 

a vast empire. Connect New York to Chicago, earn the most 

money, develop bigger and faster locomotives and maybe 

even span North America and build the Transcontinental 

Railway! 

Card  
Games 

Friday nighté  

CG204 τ Elder Dragon Highlander  
Magic Tournament 

GM: Jeremy C. Muir · Players: 4-24 
System: Magic: the Gathering 
Time:  Friday, 7 pm to 11 pm · Location: Salons 

The format is Elder Dragon Highlander. The goal is to 

survive blast upon blast of huge attacks as they come 

your way!  Elder Dragon Highlander is a 100 card 

Highlander-based Magic: the Gathering tournament. Each 

person will be allowed to pick ONE General as their captain. 

You cannot have someone elseõs General in your deck! Each 

game is played in a group game setting and everyone starts at 

40 life. It is a unique, and very fun style of playing Magic, 

and is extremely casual. 

Each group will play in their own table of up to 4 or 5 people! 

For more in depths rules, check out the official Elder Dragon 

Highlander rules 

CG201 τ Legend of the Five Rings - Open 

GM: Rick Villamil · Players: 3-20 
System: Celestial 
Time:  Friday, 7 pm to 11 pm · Location: Salons 

Bring your favorite deck from any era of L5R and join us for 

the day. Take the bus from Burlington! Awards will include 

boosters from the most recent released set! 

Bring your BIGGEST MUG for drinking beverages and weõll 

hand out a REAL wakizashi to the winner! 

CG209 τ Magic: the Gathering Box of Crud League 

GM: Benjamin Klein · Players: 2-99 
System: Magic: the Gathering 
Time:  Friday, 7 pm to 11 pm · Location: Salons 

Back for a second year at Northeast Wars, the Box of Crud 

league will give each participant 180 randomly sorted Magic: 

the Gathering cards from sets as far back as The Dark to the 

latest expansion, Conflux, which have been donated by local 

players for this worthy cause. You get to build a 80 card 

minimum deck (weõll also supply the basic land) and play 

against other participants when you have free time through-

out the weekend.  Play once or all weekend long if you like! 
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CG210 τ The Good, the Bad and the Munchkin 

GM: MIB Danny Campbell · Players: 3-6 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

The Good, the Bad, and the Munchkin brings classic munch-

kinism to the old West. Play Cowboys and Indians, Outlaws 

and Dudes. Duke it out with Paul Bunion, the Jackalope, 

and the Killer Jalapeno. Put on your Twenty-Gallon Hat and 

your Sheriffõs Badge . . . Arm yourself with everything from 

the Civil War Cannon to the Cow Chip . . . Round up your 

Steed and your Sidekick, and have at it! 

Saturday morningé  

CG202 τ Crisis of Infinite Munchkins 

GM: Pam & Kalvin Jay · Players: 8-10 
System: Munchkin 
Time:  Saturday, 1 pm to 5 pm · Location: Salons 

The Munchkins are at it again ð going down in dungeons, 

hacking the monsters, lewting the bodies, stabbing their bud-

dies, and running. Wield the Staff of Napalm. Gain control 

of the legendary Casting Couch but watch out for those 

Kneedpads of Allure. Defeat your enemies with the Hammer 

of KneeCapping, the Unnatural Axe of Doom, or the peer-

less Sword of Slaying Everything Except Squid. But this time 

so much rampaging Munchkinism has torn the very fabric 

between parallel worlds, leading to new dungeons, more 

monsters, more lewt, and new buddies to stab. 

Saturday afternooné  

CG207 τ Random Magic Booster Draft 

GM: Benjamin Klein · Players: 4-32 
System: Magic: the Gathering 
Time:  Saturday, 1 pm to 5 pm · Location: Salons 

Bring any four 15 count Magic: the Gathering booster packs 

(English is preferred) for a wacky casual booster draft. Youõll 

receive three random packs from those brought (maybe even 

those YOU brought) to draft with. The fourth pack you bring 

is for prizes! 

Sunday morningé  

CG208 τ Legacy Magic Tournament 

GM: Benjamin Klein · Players: 4-64 
System: Legacy Banned and Restricted lists apply 
Time:  Sunday, 8 am to 12 pm · Location: Salons 

On Sunday you can kick it old school with your legacy legal 

Magic: the Gathering decks! You can bring that deck which 

has been gathering dust for years and play for some cool foil 

prizes. Free entry. 

CG205 τ Northeast Wars Yu-Gi-Oh Challenge 

GM: Jeremy C. Muir · Players: 4-36 
System: Konami Yu-Gi-Oh Rules 
Time:  Sunday, 8 am to 12 pm · Location: Salons 

The return of one of last years largest events, the Northeast 

Wars Yu-Gi-Oh Challenge! This will be set up in tournament 

fashion, so bring your best deck and be ready to play! Entry 

for this event will be $10 at the event for great prizes! 

This event will start at 10:00. 

Sunday afternoon... 

CG203 τ Epic Uber Munchkin Blender 

GM: Pam & Kalvin Jay · Players: 5-8 
System: Munchkin 
Time:  Sunday, 1 pm to 5 pm · Location: Salons 

Epic Kung Fu Super Munchkin Goths battle Great Cthulhu 

in the Demented Dungeons. Need we say more? 

CG206 τ Two Light Card Games 

GM: Chuck Burkins · Players: 3-5 
System: "Loco" and "Slide 5" 
Time:  Sunday, 1 pm to 5 pm · Location: Salons 

Itõs the end of a con, and your brain is broke. Come play two 

light card games as a nice finish. Both of these are games you 

can play with your non-gamer friends but wonõt bore you to 

death. First weõll play Loco, a Reiner Knizia game where 

you speculate on the final value of a particular color. What 

changes that value? You do! Or your opponents! Then weõll 

finish up with Slide 5, which is the English language version 

of 6 Nimmt. Players all reveal their card at the same time, 

and then play onto a tableau of rows in numerical order. If 

the row gets too long, you take the rowé too bad for you!  

Both games are described on boardgamegeek.com. 

Card Games ς continued 
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Miniatures 
Games 

Friday nighté  

MINI321 τ Battle for the Colony 

GM: Donna Howard & Keith Miller · Players: 2-6 
System: Dirtside 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

Battle the aliens for control of the colony planet; a skirmish 

using Dirtside, rules for 1/300 science fiction miniatures. 

MINI319 τ Clash of Iron 40K Armor Battle 

GM: Andrew Haag · Players: 4-6 
System: Warhammer 40K 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

An all armor GW 40K battle using 40K 5th edition rules, but 

Force Organization Charts (FOC) will not be enforced.  Ar-

mor of the Imperium verses armor of various foes. 

MINI302 τ Heroclix Unrestricted Tournament: 
Heroclix Night at the Movies! 

GM: WizKids Envoy 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

Build the best 600 point Unrestricted force of characters (no 

dupes) from any superhero movies and battle it out against 

other òmovie starsó to determine who will be victorious at 

the box office! 

Can Batman, Joker, and the Penguin defeat the Hulk, Dare-

devil, or Blade? Or will they all fall before the mutant mega-

stars, the X-Men and Magneto? Which big screen will reign 

supreme? 

No Colossal Figures may be played during this event. Objects 

and Maps will be supplied 

MINI317 τ Infinity Demo 

GM: Kreig Pinkham & Matthew Randy · Players: 2-6 
System: Infinity 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

Infinity is a sci-fi skirmish game that features a d20 system 

and concealed information. This event will focus on teaching 

the basics of play.  Players will participate in a battle between 

the Haqqislam and Nomad armies. Miniatures will be pro-

vided. 

MINI303 τ Pirates Pocketmodels: Girls Just 
Wanna Have Guns! 

GM: WizKids Envoy 
Time:  Friday, 7 pm to 11 pm · Location: Ballroom 

Build a 70 point fleet but be mindful! All ships must 

either bear a womanõs name, or a female named crew 

on board (no male named crew are permitted, all ge-

neric crew are unique). 

Be sure to bring 4 islands, up to 3 terrain, and 18 Gold 

over 9 coins. This will be multiplayer format. 

Saturday morningé  

MINI320 τ 40K Apocalypse - Rumble in the 
Jungle 

GM: Andrew Haag · Players: 6-10 
System: Warhammer 40K 
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

Armies from various worlds are drawn to a planet to unlock 

the secrets hidden in the jungle.  The Imperial Guard, 

Catachan troops and Space Marines are in the fight of their 

lives against the forces of Chaos and Orks. 

MINI304 τ Heroclix: Rock, Paper, Scissors World 
Champinship! 

GM: WizKids Envoy  
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

The worldõs mightiest heroes and villains gather for the an-

nual RPS World Championship. Who will it be? With this 

many egos and this much bad blood in the room, do think we 

will actually find out? Yeah, right. 

Build an 800 point Unrestricted force and let the power loose. 

The following scenarios will be in affect over the rounds. 

Cave of Pain (Caves are made of rock); Ping of the Hill (You 

never know when the next paper cut will happen); and Shock 

the Turtle (Scissors close like thiséKinda). Scenario Rules 

will be provided. 

MINI305 τ Mechwarrior Constructed Tournament: 
Love is in the Air! 

GM: WizKids Envoy 

Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

Spring is in the air and you know what that means! Young 

Pilotsõ thoughts turn to love and carnage!!! 

Your 450pt unit has been ordered to take a difficult objective, 

thatõs made more difficult because everyone is trying to catch 

the eye of that special someone! Your units take double push-
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ing damage or one extra heat for mechs, as they fight against 

the distractions threatening to spoil their concentration. 

Can you survive the battle, or is death preferable to the heart-

break? 

MINI315 τ Viva La Resistance Des Zombies! 

GM: Scott Mechler · Players: 4-6 
System: Homemade rule set 
Time:  Saturday, 8 am to 12 pm · Location: Ballroom 

Set in an alternate history WWII, a German experiment gone 

awry has loosed hordes of undead upon occupied France. 

The French resistance attempts to maintain order, evacuating 

survivors to heavily fortified cities. Evac teams have been 

sent into the countryside to attempt to round up civilians. 

Your mission failed, and now you have a horde of zombies at 

your back. Luckily, thereõs an abandoned castle across town. 

One quick radio call and help is on the way. But first you 

have to survive the hordes . . . Zombie strategy miniatures 

game. Ages 12 and up please. 

MINI313 τ Guts and Gears 

GM: Pressganger Hugh H. Browne Jr. · Players: 4-20 
System: Warmachine / Hordes 
Time:  Saturday, 8 am to 10 pm · Location: Ballroom 

750 point Warmachine / Hordes event, Warcasters/locks 

beasts and Jacks only. 

Note: This is a twelve hour event, so plan your schedule ac-

cordingly. 

MINI312 τ Warhammer Skirmish Battles 

GM: Brian Crane & Antonin Robasson · Players: 2-8 
System: Warhammer Fantasy 
Time:  Saturday, 10 am to 1 pm · Location: Ballroom 

From 10:00 am to 1:00 pm, we will have small introductory 

games for new players, players that are interested in learning 

something about the game and for veteran players who want 

to get in a small game. Many of the morning games will be 

linked to the afternoon megabattle ñ see MINI316, a sepa-

rate event not required to play in the morningõs skirmishes. 

If you are interested in Warhammer, but do not know the 

game, or have played before but want to learn more, please 

let us know. Various pre-built armies will be provided for 

playersõ use during the morning sessions. If 

you want to bring an army, make a legal list 

of no more than 1000 points. 

Saturday afternooné  

MINI330 τ Adieu to Adolph 

GM: Chris Lang · Players: 3-8 ϊ System: t¦aL/9ϰ 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

You are a small group of French partisans sent to liquidate 

the Fuhrer in World War II.  

MINI322 τ Battle for the Colony 

GM: Donna Howard & Keith Miller · Players: 2-6 
System: Dirtside 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Battle the aliens for control of the colony planet; a skirmish 

using Dirtside, rules for 1/300 science fiction miniatures. 

MINI328 τ Desperado: The Return to the Return to 
Dryrot, Arizona! 

GM: James Gibbons · Players: 6-8 
System: Desperado 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Once again we return to Dryrot, Arizona, the òTown Too 

Tough To Dieó (but not too tough to avoid many serious 

injuries over the years). Two gangs of desperadoes seek to 

control the streets using the simple, card-based, western skir-

mish rules Desperado. 

25mm Western skirmish gaming in a scratch-built western 

town (see IMG_0940 in last yearõs photo album for a pic-

ture). 

MINI306 τ Heroclix: Ours Goes to 11! 

GM: WizKids Envoy 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Do you have what it takes to rock out before youõre knocked 

out? Build the best 1100 (!!!) point Unrestricted force and lead 

it victory! This will be a Multi -Player event with up to four 

players per game and 5 actions per turn. Your force may not 

be larger than 8 figures, so choose wisely! 

MINI331 τ Lord of the Rings Strategy Battle Game 

GM: Brook Clark · Players: 2-4 
Time:  Saturday, 1 pm to 5 pm · Location: Atrium 

Recreate the battle to retake Moria. Armies will be supplied: 

¶ 1 Goblin army with Cave Troll 

¶ 1 Dwarf army led by Balin, son of Fundin 

 

Willing to teach game to players willing to learn. 

Miniatures Games ς continued 
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MINI329 τ Operation Burning Chain: Endgame 

GM: Andrew Bernstein · Players: 2-4 
System: PUMMEL! 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

A òpeacekeepingó mission on a backwater planet has gone 

horribly wrong. The Orbital Deployment Force (ODF) has 

been sent in to rescue the crew and passengers of a downed 

shuttle. Sounds easy? Yeah, except itõs surrounded by a lot of 

angry lizardmen with guns! 

A romp in a devastated city with fun and firepower. Remem-

ber NOBODY GETS LEFT BEHIND!  

PUMMEL! Stands for Pick-Up, Multigenre Miniatures, Easy 

to Learn. 

MINI323 τ Operation Hotel Kalifornia 

GM: Mike Griffin · Players: 6-12 
System: G&Z House Rules 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

April 4th, 2037. Three scientists and two US officials have 

been kidnapped from a scientific conference in Bucuresti, 

Romania by a terrorist organization. The terrorists have been 

tracked by satelite to a location north of Tirgoviste in the 

Carpathian Mountains. Your team has been selected to res-

cue the hostages. You will be given a mission briefing. Your 

team will create and execute the rescue plan. Plan carefully. 

Be prepared. This is a skirmish level game. 

MINI307 τ Star Wars Pocketmodels:  
Prepare for a Ground Assault! 

GM: WizKids Envoy · Players:  
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Use the Force and soar through the Star Wars universe in 

this exciting adaptation of ship to ship combat! Will you fight 

alongside the Jedi, or will you join with the Sith? YOU De-

cide! 

This event will be a standard build with 40 òbuild starsó total 

for your fleet. However, at least 20 stars must be Ground 

Units! 

MINI316 τ Warhammer Megabattle:  
The Battle for Papelotte 

GM: Brian Crane & Antonin Robasson · Players: 20 max 
System: Warhammer Fantasy  20 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

The Warhammer Fantasy Megabattle, an event for experi-

enced and veteran players, will begin at 13:00 and will go 

until completion (estimated time to end: 18:00). Each partici-

pant should create a written list of up to 3000 points for the 

megabattle. Each player must also email Antonin at an-

tonin@sover.net to tell him (1) how many points you 

have for the megabattle, and (2) which army you will 

be using. If a player does not let Antonin know that 

information in advance, it is possible that they either 

will not be able to play in the megabattle or will be 

very limited in how many points he/she can use, as it 

will be difficult to include extra players at the last min-

ute. We will try our best to include everyone, but we 

have to balance the forces! 

Models do not need to be fully painted, but do need to 

be fully assembled and must have at least one coat of 

paint/primer; also, no proxies may be used. 

Limit of ten players per side, so 20 players total, for 

the megabattle itself. 

The megabattle is based upon a historical event, and 

will use the Mighty Battles rules. It is set close to the village 

of Papelotte, on the Brettonian border, and has been arranged 

so that all armies may participate (although a force of Dark 

Elves is essential). Each side will only be permitted to have 

up to two batteries; each battery must be approved in ad-

vance by the organizers (email Antonin with the battery you 

want to use, as described below). 

There will be prizes, including a Skull Pass starter Box set 

with all models painted! 

MINI301 τ Wind in the Wires 

GM: Ted Kreider · Players: 1-8 
System: Wings of War, SightReader Variant 
Time:  Saturday, 1 pm to 5 pm · Location: Ballroom 

Wings of War is a simple card-based WWI dogfight game. It 

is easy to learn, fun to play. The new pre-painted miniatures 

line pushes it to the next level. This event will also use the 

popular energy management variant posted by SightReader 

on Boardgame Geek. Sightõs variant teaches the essential 

challenge of out performing your opponent in a dogfight, 

trading speed/altitude for positioning at just the right time. If 

you like the subject of WWI dogfighting but are put off by 

more complex flight sims, this is a good game to check out. 

Saturday nighté  

MINI324 τ Cedar Creek 

GM: Mike Griffin · Players: 4-8 
System: G&Z House Rules 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

October 19th, 1864. Jubal Earlyõs last ditch effort at pushing 

Sheridan and the Union Army out of the Shenandoah Valley. 

Join the 8th and 19th Corps (with Col. Stephen Thomas and 

Miniatures Games ς continued 
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the 8th VT Brigade) in an attempt to stop the Confederate 

push. 

MINI309 τ Halo Actionclix/Horrorclix:  
Halo vs Alien vs Predator! 

GM: WizKids Envoy 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Come join us for this exciting hybrid of three great Science 

Fiction favorites! No matter who wins, we lose! 

This will be a Multiplayer style event with 4 players at each 

Map. Each force will consist of elements from Horrorclix 

(Alien Force or Predator Force) or Halo ActionClix (USNC 

Faction, Covenant Faction, or Flood Faction). Additional 

details will be available at the event. 

Maps, Figures, and Rules will be provided for this event. 

Player need only bring themselves and be prepared to show 

no mercy! 

MINI326 τ Heavy Gear Blitz Demo 

GM: William Minsinger · Players: 2-4 
System: Heavy Gear Blitz 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Learn how to play the newest edition of the Heavy Gear 

rules.  Heavy Gear is a fast paced game of mecha combat. 

Event will focus on teaching the game with a battle between 

the Northern Guard and the Southern MILICIA. Miniatures 

provided. 

MINI308 τ Pirates Constructed Tournament:  
Mayhem on the High Seas! 

GM: WizKids Envoy 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Build the best 60 point fleet and sail towards victory! Nothing 

is too crazy! Will you sail forth to collect the most gold, or 

will you instead sink your opponentõs fleets? 

Bring 3 islands, up to 3 pieces of terrain, and 12 Gold over 6 

coins. This event will be Multiplayer Format. 

MINI318 τ Pulp City Demo 

GM: Kreig Pinkham & Matthew Randy · Players: 2-6 
System: Pulp City 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Pulp City is a new super-powered skirmish game where he-

roic and villainous Supremes clash in the streets and skies of 

Pulp City. This event will focus on teaching the basics of 

play. Join in as a force for good or ill. Miniatures will be pro-

vided. 

MINI332 τ Wind in the Wires 

GM: Ted Kreider · Players: 1-8 
System: Wings of War, SightReader Variant 
Time:  Saturday, 7 pm to 11 pm · Location: Ballroom 

Wings of War is a simple card-based WWI dogfight game. It 

is easy to learn, fun to play. The new pre-painted miniatures 

line pushes it to the next level. This event will also use the 

popular energy management variant posted by SightReader 

on Boardgame Geek. Sightõs variant teaches the essential 

challenge of out performing your opponent in a dogfight, 

trading speed/altitude for positioning at just the right time. If 

you like the subject of WWI dogfighting but are put off by 

more complex flight sims, this is a good game to check out. 

Sunday morningé  

MINI310 τ IŜǊƻŎƭƛȄΥ [ŀŘƛŜǎΩ bƛƎƘǘ hǳǘΗ 

GM: WizKids Envoy 
Time:  Sunday, 8 am to 12 pm · Location: Ballroom 

Tonight, the ladies step out for al night on the town. Music, 

dancing, and, hey, is she wearing the same outfit? Now itõs 

on. 

Build a 500 point team with the following guidelines: Unre-

stricted, black hat/white hat, and all characters are unique. If 

the opposing force contains the same figure (same set and 

piece number), these ladies have a Vendetta against each 

other, and they get +1 to attack and are worth 1.5 victory 

points if defeated by that figure. (Letõs face it; your figure 

looks so much better in that super suit.) When the fur settles, 

who will be victorious? 

MINI311 τ Mechwarrior Constructed:  
Hell Hath No Fury! 

GM: WizKids Envoy 
Time:  Sunday, 8 am to 12 pm · Location: Ballroom 

Itõs your anniversary and wouldnõt you know it, you forgot!!! 

Youõre not alone though; boyfriends and husbands across the 

galaxy forgot theirs as well! Now their Mechwarrior signifi-

cant others are out for payback! 

In this 600pt battle the only unique pilots allowed are 

women!!!! Can you survive the fury of a woman scorned? 

MINI325 τ Push on Franqueville 

GM: Mike Griffin · Players: 4-8 
System: Panzer Miniatures (Basic Level) 
Time:  Sunday, 8 am to 12 pm · Location: Ballroom 

D-Day +1, Canadian Push on Carpiquet Airfields. Pushing 

inland from Juno Beach join the 9th Canadian Infantry as 

they encounter the 12th SS Panzer Division. 

Miniatures Games ς continued 
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MINI314 τ Claw and Tooth 

GM: Pressganger Hugh H. Browne Jr. · Players: 4-20 
System: Hordes 
Time:  Sunday, 8 am to 5 pm · Location: Ballroom 

Hordes 750 points, Epic can be used in this event. Warlock 

assassination or killing all your opponentõs beast wins the 

round. 

Note: This is an eight hour event, so plan your schedule ac-

cordingly. 

Sunday afternooné  

MINI327 τ Federation Commander Demo 

GM: William Minsinger · Players: 2-6 
System: Federation Commander 
Time:  Sunday, 1 pm to 5 pm · Location: Ballroom 

Raise Shields and arm Photons! Take command of a starship 

and learn to play the latest entry into the Star Fleet Universe. 

No prior experience needed, all materials will be provided. 

Role-
Playing  
Games 

Friday nighté  

RPG501 τ GURPS Hellboy:  
The Celestial Legion 

GM: MIB Tyler Dion · Players: 3-6 
System: GURPS 4th Edition 
Time:  Friday, 7 pm to 11 pm · Location: Atrium 

òIn the absence of light, darkness prevails.ó The Bu-

reau for Paranormal Research and Defense, an agency of 

oddities, misfits and unique wonders, is the thin line that 

stands against everything that goes bump in the night. 

En route back to the states from Nepal, your team is diverted 

to Hong Kong. Psychic informants all over have been over-

powered by visions of an army born in fire and dedicated to 

the service of their master marching across the world. Almost 

at the same time, an antiques dealer has been murdered and 

an artifact, reportedly the key to controlling the nigh-

mythical Celestial Legion of the emperors of Qin, has been 

stolen. Lock and load, agents! 

RPG522 τ Megacorp Bloodbath 

GM: Vincent Izzo · Players: 2-5 
System: Shadowrun 
Time:  Friday, 7 pm to 11 pm · Location: Atrium 

Come run in the shadows and try to stick it to the megacorps. 

RPG517 τ Mutants & Masterminds 

GM: Steve Kenson · Players: 4-6 
System: Mutants & Masterminds 
Time:  Friday, 7 pm to 11 pm · Location: Atrium 

The world needs heroes! Will you answer the call? Come and 

play the award-winning Mutants & Masterminds superhero 

roleplaying game with Green Ronin designer Steve Kenson. 

Characters and introduction to the game and how to play 

provided. What are you waiting for? Come help save the 

world! 
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RPG514 τ Pathfinder Society 

GM: Luke Richter · Players: 4-6 
System: Pathfinder RPG 
Time:  Friday, 7 pm to 11 pm · Location: Atrium 

A new living system taking place in the budding world of 

Paizoõs Pathfinder Campaign. 

You are a member of the ôPathfinder Society,õ a prestigious 

organization whose members wander the world searching for 

treasure and forgotten knowledge; but you are also the citizen 

of one of five nations fighting for power. 

RPG506 τ {ŜǊŜƴƛǘȅΥ wŜŀǾŜǊΩǎ 5ŀƴŎŜ 

GM: Tom Mechler · Players: 4-8 
System: Cortex System 
Time:  Friday, 7 pm to 11 pm · Location: Atrium 

Play as Mal, Zoe and the rest of the Serenity crew as you 

come face to face with the most terrifying creatures in the 

ôverse. Simple rule system. Learn as you go. Just get into the 

feel and flavor of this fantastic show/movie. Shiny! 

Saturday morningé  

RPG511 τ Firefly 

GM: Andrew "AJ" Johnson · Players: 3-6 
System: Primetime Adventures 
Time:  Saturday, 8 am to 12 pm · Location: Atrium 

Itõs been weeks since your crew got a decent job. Now some 

sleezy dirt farmer says heõs got something he needs help with. 

And heõll pay you. A lot. Way more than a ranch-hand 

should be able to. Whatõs this cowpokeõs deal, and is the risk 

worth the money? Find out as your crew zooms around the 

Firefly / Serenity universe. Using the rules for Primetime 

Adventures with a few modifications, the system is ultra fast, 

easy to learn and fun to play. Give it a try. 

RPG515 τ Pathfinder Society 

GM: Luke Richter · Players: 4-6 
System: Pathfinder RPG 
Time:  Saturday, 8 am to 12 pm · Location: Atrium 

A new living system taking place in the budding world of 

Paizoõs Pathfinder Campaign. 

You are a member of the ôPathfinder Society,õ a prestigious 

organization whose members wander the world searching for 

treasure and forgotten knowledge; but you are also the citizen 

of one of five nations fighting for power. 

RPG525 τ Prisoners of the Obsidian Citadel 

GM: MIB Charlton Wilbur · Players: 3-6 
System: GURPS 4th Edition 
Time:  Saturday, 8 am to 12 pm · Location: Atrium 

Strange tidings have come to the court of Her Imperial Maj-

esty the Empress-Regent Valeria: the Legate of Irulia has 

been seen with a strange foreign man, who managed to dis-

place all of his usual advisors, including the ambassador from 

Her Imperial Majesty ñ and that is the last that has been 

heard from Irulia. She has offered a reward of ten thousand 

gold sovereigns to anyone who can travel to Irulia and bring 

back word of what has happened. GURPS 4th Edition, 

swords & sorcery, 300-point characters provided, novice 

players welcome. 

RPG507 τ The Inn on Blue Shadow Hill 

GM: Pam & Kalvin Jay · Players: 4-6 
System: Usagi Yojimbo (Fuzion Rules) 
Time:  Saturday, 8 am to 12 pm · Location: Atrium 

Wandering ronin must pass the night at the Inn on Blue 

Shadow Hill. How did the Hill get so haunted? What does 

the mystic White Stone of Sutras have to do with it? A mys-

tery in Stan Sakaiõs world of grim samurai funny animals. 

RPG502 τ The Hallow 

GM: Matty Beliveau · Players: 4-6 
System: Dungeons & Dragons 3.5 
Time:  Saturday, 8 am to 5 pm · Location: Atrium 

The Kingdom of Aurillion is in a Dark Age and is on the 

brink of falling to the ravages of the wild. Can the kingdom 

be saved or is it too late? 

A Dungeons & Dragons 3.5 game for 4-6 players ECL 5-7. 

Note: This is an eight hour event. 

Saturday afternooné  

RPG518 τ Mutants & Masterminds 

GM: Steve Kenson · Players: 4-6 
System: Mutants & Masterminds 
Time:  Saturday, 1 pm to 5 pm · Location: Atrium 

The world needs heroes! Will you answer the call? Come and 

play the award-winning Mutants & Masterminds superhero 

roleplaying game with Green Ronin designer Steve Kenson. 

Characters and introduction to the game and how to play 

provided. What are you waiting for? Come help save the 

world! 

RoleςPlaying Games ς continued 
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RPG516 τ One of One Billion 

GM: Luke Richter · Players: 3-8 
System: Dark Heresy 
Time:  Saturday, 1 pm to 5 pm · Location: Atrium 

A commando mission using the rules for Fantasy Flightõs 

Dark Heresy. Up to eight players will play elite Imperial 

Stormtroopers and an accompanying suit, the Commissar, on 

a mission to seek and destroy. What else would the God-

Emperor demand? 

A tactical event meant for role-playing with a mix of covert 

strategy. Bring your thinking caps and flak vests, boys; thereõs 

work to be done. 

RPG523 τ Orphan Demo 

GM: Vincent Izzo · Players: 2-4 
System: Orphan 
Time:  Saturday, 1 pm to 5 pm · Location: Atrium 

Come and try a new RPG system. The world has recovered 

after a worldwide war. The new spirit children have been left 

to fend for themselves. 

RPG528 τ Somewhere Under Me Rainbow Session 1 

GM: Meredith Frost · Players: 3-10 
System: Dungeons & Dragons 3.5 
Time:  Saturday, 1 pm to 5 pm · Location: Atrium 

The Glimmerstone, a prism able to harness the immense 

power of the arcane magic, ROYGBIV, has separated the 

world into seven alternate realities, each of a single hue. A 

multi -faceted band of experts, each member having a secret 

motivation to acquire the prism, has been chosen by the 

world leaders to find its holder and return color to the world. 

The members of this group have passed through a series of 

rainbow gates, fusing the single-hued realms with each leap, 

leading to a dark wizard in a crystal castle. But wait! A pesky 

leprechaun in search of his pot oõ gold has snuck in and made 

off with the prism!  Now the travelers need to backtrack, un-

doing what they have done, to catch that lucky little bugger 

before he too reigns over a world without color. 

The players will choose from a diverse assortment of pre-

made characters. This game will explore creative mecha-

nisms for high fantasy roleplaying, with a set of custom rules 

to make both combat and magic more intense and dangerous. 

A description of these changes will be provided. Players may 

take part in one or both game sessions. 

RPG527 τ The Shab al-Hiri Roach 

GM: Charlton Wilbur · Players: 3-6 
System: The Shab al-Hiri Roach 
Time:  Saturday, 1 pm to 5 pm · Location: Atrium 

Youõre a professor at Pemberton College, doing your 

best to get ahead of your colleagues ñ and some of 

them are acting decidedly odd. Can you figure out 

which ones are possessed by a malevolent Sumerian 

roach hell-bent on destroying western civilization, and 

which ones are just trying to get tenure? And, when 

given the chance, will you let yourself be possessed by 

a roach in order to get ahead? 

Saturday nighté  

RPG520 τ Hunters Hunted: Not Again! 

GM: John Spaulding · Players: 4-6 
System: World of Darkness (Original) 
Time:  Saturday, 7 pm to 11 pm · Location: Atrium 

After stopping a crazed serial killer cultist from summoning 

his demonic master to Earth, you thought the worst was 

over . . . Boy, were you wrong! 

RPG529 τ Somewhere Under Me Rainbow Session 2 

GM: Meredith Frost · Players: 3-10 
System: Dungeons & Dragons 3.5 
Time:  Saturday, 7 pm to 11 pm · Location: Atrium 

The Glimmerstone, a prism able to harness the immense 

power of the arcane magic, ROYGBIV, has separated the 

world into seven alternate realities, each of a single hue. A 

multi -faceted band of experts, each member having a secret 

motivation to acquire the prism, has been chosen by the 

world leaders to find its holder and return color to the world. 

The members of this group have passed through a series of 

rainbow gates, fusing the single-hued realms with each leap, 

leading to a dark wizard in a crystal castle. But wait! A pesky 

leprechaun in search of his pot oõ gold has snuck in and made 

off with the prism!  Now the travelers need to backtrack, un-

doing what they have done, to catch that lucky little bugger 

before he too reigns over a world without color. 

The players will choose from a diverse assortment of pre-

made characters. This game will explore creative mecha-

nisms for high fantasy roleplaying, with a set of custom rules 

to make both combat and magic more intense and dangerous. 

A description of these changes will be provided. Players may 

take part in one or both game sessions. 
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Sunday morningé  

RPG504 τ One from the Vault 

GM: John M. Prushko · Players: 4-8 
System: Dungeons & Dragons 1st Edition 
Time:  Sunday, 8 am to 12 pm · Location: Atrium 

The heavy oaken door squeals open, revealing a room heav-

ily laden with dust . . . Cobwebs fill the empty spaces above 

shapeless masses piled on the floor . . . Dank, mildewed air 

assaults your nostrils. Suddenly a box falls at your feet, spill-

ing stained papers at your feet. 

òHEY!!! Thereõs my D&D collection!!!! What LUCK . . . 

Letõs play THIS one!!!!ó 

Once again itõs time to grab a module from the collection, 

dust it off, and play 1E D&D. Iõm not gonna tell you which 

module, but itõll be sure to bring back memories!!! 

Characters provided . . . All are welcome!!! 

RPG519 τ Steve's Secret Playtest 

GM: Steve Kenson · Players: 4-6 
System: Steve's Secret 
Time:  Sunday, 8 am to 12 pm · Location: Atrium 

This is a chance to playtest a new super roleplaying game 

project by award-winning designer Steve Kenson. Sign up 

and try your luck! All you need to bring are a couple of six-

sided dice (although more will be provided). 

RPG526 τ The Kisumu Mirror 

GM: MIB Charlton Wilbur · Players: 3-6 
System: GURPS 4th Edition 
Time:  Sunday, 8 am to 12 pm · Location: Atrium 

One of the special-interest stories in the news a few weeks 

ago was that the Kisumu Mirror, an incredibly ancient arti-

fact, was stolen from the Nairobi National Museum. Youõve 

heard a rumor on the occult grapevine that the mirror has 

made it to New England, and it occurs to you that if it found 

its way into your Cabal lodgeõs hands, with nobody the 

wiser, it might be a good thingé GURPS 4th Edition, mod-

ern-day secret magic conspiracy, 250-point characters pro-

vided, novice players welcome. 

RPG508 τ Azomune 

GM: Jonathan Desroches · Players: 3-7 
System: Pathfinder RPG Beta 
Time:  Sunday, 8 am to 5 pm · Location: Atrium 

Swords swing, arrows fly, and fire singes the air; welcome to 

fantasy role playing! Have you ever wanted to be a hero sav-

ing the world through strength of arms, dexterous fingers, or 

quick wits? How about a magic user who could alter reality 

to suit your purposes? Or maybe you would like to play a 

character whoõs more of an anti-hero, someone who adven-

tures just for personal gain? Whatever you desire might be 

yours! Fantasy role playing is all about creating a character 

and bringing him or her to life with other gamers who, like 

you, are just having fun telling a story. 

The campaign takes place in the mystical world of Azomune, 

a fantasy world where humans, elves, dwarves, halflings, and 

gnomes live and work. It is a custom setting that you can 

only play here! Come join the fun and adventure . . . If you 

dare! All levels of experience welcome! Please show up on 

time so that we can get right into the heart of the adventure. 

If you have a copy of the Pathfinder RPG Beta, please bring 

it with you, but, if not, just bring a pencil and your imagina-

tion! 

Sunday afternooné  

RPG509 τ Favors to the Dark 

GM: Josh Demers · Players: 3-6 
System: Changeling: the Lost 
Time:  Sunday, 1 pm to 5 pm · Location: Atrium 

The motley has just taken part in saving the freehold of Mi-

ami from the Bright One Without Fear, a True Fae of terrify-

ing power. They used their contracts with Darkness exten-

sively, and now they owe big-time. Darkness has called them 

together to discuss how they can repay their debt. 

RPG503 τ GURPS Banestorm: Welcome to Yrth 

GM: MIB Tyler Dion · Players: 3-6 
System: GURPS 4th Edition 
Time:  Sunday, 1 pm to 5 pm · Location: Atrium 

Late one night in the fall of 2008, a Wayfarer bus en route 

from Boston to Montreal pulls out of the Spurbury depot. 

Amid torrential rain and lightning, the bus passes up and 

over Lukeõs Notch. It does not descend the other side. No 

trace of the bus or its passengers is ever found on this earth. 

For the six travelers on board that bus, their true journey 

begins on a rough plain, between a poorly defended castle 

and the ravening hordes that gather to take it. 

Welcome to Yrth. Hope you survive the experience. 

RPG521 τ Hunters Hunted: Apocalypse Redux 

GM: John Spaulding · Players: 4-6 
System: World of Darkness (Original) 
Time:  Sunday, 1 pm to 5 pm · Location: Atrium 

Things just keep getting worse and worse. Will anything be 

left or will the latest horror run right over you to ravage the 

city and beyond?  Lock and load for another night of fun. 

RoleςPlaying Games ς continued 
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RPG505 τ One More from the Vault 

GM: John M. Prushko · Players: 4-8 
System: Dungeons & Dragons 1st Edition 
Time:  Sunday, 1 pm to 5 pm · Location: Atrium 

This module will either be a continuation from the previous 

Vault game (depending on returning players and the progres-

sion in the previous module), or a completely different mod-

ule. 

All are welcome . . . characters provided. 

RPG510 τ Optimus Prime Needs Help! 

GM: Andrew "AJ" Johnson · Players: 2 - 8 
System: Transformers 4th Edition (homegrown) 
Time:  Sunday, 1 pm to 5 pm · Location: Atrium 

Optimus Prime has been captured! You and your teammates 

are the only ones who can save the leader of the Autobots. 

Do you have the titanium crank case needed to infiltrate 

Shockwaveõs secret lair and get to Prime before heõs melted 

down to slag? Come and playtest this homegrown system 

based on Dungeons & Dragons 4th Edition. Whatõs more fun 

than playing a giant transforming robot? No experience (or 

even dice) needed, characters provided. 

Last minute  
ŜƴǘǊƛŜǎΧ 
BG139: Ticket to Ride 

GM: Kevin Day · Players: 2 - 6 
Time: Sunday, 8am - 12pm 

Summary: Ticket to Ride is a cross-country train ad-

venture in which players collect and play matching 

train cards to claim railway routes connecting cities 

throughout North America. The longer the routes, the 

more points they earn. Additional points come to 

those who can fulfill their Destination Tickets by con-

necting two distant cities, and to the player who builds 

the longest continuous railway. 

This session will feature the many different incarnations of 

Ticket to Ride. 

BG140: World of Warcraft: The Adventure Game 

GM: Kevin Day · Players: 2 - 4 
Time: Saturday, 8am - 12pm 

Summary: World of Warcraft: the Adventure Game is a 

competitive, quick-moving romp through the world of War-

craft. Taking your character from humble beginnings to the 

dizzying heights of power, challenging dangerous monsters 

and the dangers of your fellow players, will you be the one to 

emerge victorious? 
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¢ǊƻƭƭΩǎ 5ƛŎŜ  
!ƭǎƻ ƪƴƻǿƴ ŀǎ tŜǊǳŘƻ ƻǊ [ƛŀǊΩǎ 5ƛŎŜ 

Object of the game 

Each player starts with a cup ( alternatively a helmet, the 
hollow skull of a defeated foe, or cardboard coffee cup in-
sulator can be used) and five dice. A process of bidding, 
bluffing, penetrating looks, bluster, and luck reduces the 
number of dice in play. The victor is the last one left with 
any dice. 

Play 

Players can roll a die to see who goes first.  Alternatively, 
they can wrestle for it.  Greasing up before wrestling is pro-
ƘƛōƛǘŜŘ ŀǎ ƛǘ ƳŀƪŜǎ ǘƘŜ ŘƛŎŜ ΨƛŎƪȅΩΦ 

Simultaneously, all players put their dice in their cups, 
shake, shake, and shake again.  Then with great gusto, they 
upend them on the table, using the cup to conceal their 
dice from the prying eyes of the other players. Having 
looked at his or her own dice (or not if the player wants to 
look all badass), the first player makes a call based on an 
estimate of how many dice of a particular number there 
are under all the cups on the table. Math and probability 
can be used in this process, but random statements are 
often more fun.  The following factors should be consid-
ered when making a call: 

1. The total number of dice on the table. For example, if 
there are six players, then there will be a total of thirty 
dice in play. Thus, the probability is that there will be 
five dice of any given value: five twos, five threes etc. 

2. All ones - ƪƴƻǿƴ ŀǎ Ψ¢Ǌƻƭƭ 9ȅŜǎΩ - are wild and are 
counted as the value of whichever bid is made. Thus a 
Ŏŀƭƭ ƻŦ ΨǎŜǾŜƴ ŦƻǳǊǎΩ ƛǎ ōŀǎŜŘ ƻƴ ŀ ǇǊŜŘƛŎǘƛƻƴ ǘƘŀǘ ǘƘŜǊŜ 
will be a total of seven dice with a value of either four 
ƻǊ Ψ¢Ǌƻƭƭ 9ȅŜΩΦ 

¢ƘŜ ǇƭŀȅŜǊ ǘƻ ǘƘŜ ƻǇŜƴŜǊΩǎ ƭŜŦǘ ǘƘŜƴ ƳŀƪŜǎ ŀ ŎŀƭƭΣ ŀƴŘ ǘƘŜ 
bidding proceeds around the table. Each bid must be higher 
ǘƘŀƴ ǘƘŜ ƭŀǎǘΦ {ƻ ŀ Ŏŀƭƭ ƻŦ ΨǎŜǾŜƴ ŦƻǳǊǎΩ Ŏŀƴ ōŜ ŦƻƭƭƻǿŜŘ ōȅΣ 
ǎŀȅΣ ΨǎŜǾŜƴ ŦƛǾŜǎΩ ƻǊ ōȅ ΨŜƛƎƘǘ ǘǿƻǎΩΣ ōǳǘ ƴƻǘ ōȅ ΨǎƛȄ ǎƛȄŜǎΩ ƻǊ 
ōȅ ΨǎŜǾŜƴ ǘǿƻǎΩΦ LŦ ǎƻƳŜōƻŘȅ ǘǊƛŜǎ ǘƻ ƳŀƪŜ ŀƴ ƛƭƭŜƎŀƭ ōƛŘΣ 
politely correct them.  If they make another mistake, feel 
free to taunt them with the traditional Troll taunt of 
ά¸ŀŀŀǊDDIIΗΗΗ ¸ƻǳ Řƻ ƳŀǘƘ ƭƛƪŜ ŀ ¸ŀƪ ŘǊǳƴƪ ƻƴ ŦŜǊƳŜƴǘŜŘ 
ōŜŜǘ ƧǳƛŎŜΗΗΗI!I!I!I!ΗΗΗέΦ 

The bid can be increased even futher if the bidder wants 
όΨƴƛƴŜ ǘƘǊŜŜǎΩΣ ŦƻǊ ŜȄŀƳǇƭŜύΦ  ¢Ƙƛǎ ƛǎ ƻŦǘŜƴ ŘƻƴŜ ǿƛǘƘ ǘƘŜ 
intention of raising the stakes for the next player and to try 

to set up the bidding so that it will come to the crisis point 
on the other side of the table.  Watching other players 
squirm when the bidding reaches the edge of improbability 
is half the fun of the game. 

If a player feels that the bidding has reached overly im-
ǇǊƻōŀōƭȅ ƭŜǾŜƭǎ ό ŜƛƎƘǘ ΨрΩǎ ǿƘŜƴ ǘƘŜǊŜ ŀǊŜ ƻƴƭȅ ǎŜǾŜƴ ŘƛŎŜ 
ƭŜŦǘ ƛƴ ǇƭŀȅΣ ŦƻǊ ŜȄŀƳǇƭŜύΣ ǘƘŜȅ ƳŀƪŜ ǘƘŜ Ŏŀƭƭ ƻŦ Ψ¸ŀƪ hŦŦŀƭΩ 
to express their disbelief in the bid. This halts the bidding 
process. 

All players then uncover their dice. If the call was, say, 
ΨǎŜǾŜƴ ǘǿƻǎΩ ŀƴŘ ǘƘŜǊŜ ŀǊŜ ŦŜǿŜǊ ǘƘŀƴ ǎŜǾŜƴ ŘƛŎŜ ǎƘƻǿƛƴƎ 
ŜƛǘƘŜǊ ǘǿƻ ƻǊ Ψ¢Ǌƻƭƭǎ 9ȅŜΩΣ ǘƘŜƴ ǘƘŜ ǇƭŀȅŜǊ ǿƘƻ ƳŀŘŜ ǘƘŜ ōƛŘ 
loses one die. If there are seven (or more) twos and aces 
ǎƘƻǿƛƴƎΣ ǘƘŜƴ ǘƘŜ ǇƭŀȅŜǊ ǿƘƻ ŎŀƭƭŜŘ Ψ¸ŀƪ hŦŦŀƭΩ ƭƻǎŜǎ ƻƴŜ 
die. All dice that are removed from the game should be 
concealed in the pouch so that the total number of dice in 
play is obscured. 

The player who loses a die starts the bidding process in the 
next round. 

Ψ¢Ǌƻƭƭ 9ȅŜΩǎ 

Once the bidding has commenced, one other option is 
ŀǾŀƛƭŀōƭŜΥ ǘƘŜ Ŏŀƭƭ ƻŦ Ψ¢Ǌƻƭƭ 9ȅŜǎΩΦ ¢Ƙƛǎ ƛǎ ŀ ǇǊŜŘƛŎǘƛƻƴ ƻŦ Ƙƻǿ 
Ƴŀƴȅ ƻƴŜǎκΨ¢Ǌƻƭƭ 9ȅŜΩǎ ǘƘŜǊŜ ǿƛƭƭ ōŜΦ ¢ƻ Řƻ ǘƘƛǎΣ ǘƘŜ ƴǳƳōŜǊ 
of dice predicted is halved from that of the previous bid. So 
ŀ ōƛŘ ƻŦ ΨŜƛƎƘǘ ǎƛȄŜǎΩ Ŏŀƴ ōŜ ŦƻƭƭƻǿŜŘ ōȅ ŀ Ŏŀƭƭ ƻŦ ΨŦƻǳǊ ǘǊƻƭƭ 
ŜȅŜǎΩ όƻǊ ΨŦƛǾŜ ǘǊƻƭƭ ŜȅŜǎΩ ŜǘŎύΦ CǊŀŎǘƛƻƴǎ ŀǊŜ ŀƭǿŀȅǎ ǊƻǳƴŘŜŘ 
ǳǇΣ ǎƻ ŀ Ŏŀƭƭ ƻŦ ΨŜƭŜǾŜƴ ǘƘǊŜŜǎΩ ŘŜƳŀƴŘǎ ŀ ǘǊƻƭƭ ŜȅŜǎ ōƛŘ ƻŦ ŀǘ 
ƭŜŀǎǘ ΨǎƛȄ ǘǊƻƭƭ ŜȅŜǎΩΦ 

CƻƭƭƻǿƛƴƎ ŀ Ŏŀƭƭ ƻŦ ΨǘǊƻƭƭ ŜȅŜǎΩΣ ǘƘŜ ƴŜȄǘ ǇƭŀȅŜǊ Ŏŀƴ ŜƛǘƘŜǊ 
raise the quantity of troll eyes, or can revert to numbers by 
doubling the quantity of troll eyes called and adding one. 
{ƻ ŦƻƭƭƻǿƛƴƎ ŀ Ŏŀƭƭ ƻŦ ΨŦƻǳǊ ǘǊƻƭƭ ŜȅŜǎΩΣ ǘƘŜ ƴŜȄǘ ōƛŘ Ƴǳǎǘ ōŜ 
ŀǘ ƭŜŀǎǘ ΨŦƛǾŜ ǘǊƻƭƭ ŜȅŜǎΩ ƻǊ ŀǘ ƭŜŀǎǘ ƴƛƴŜ ƻŦ ŀ ƴǳƳōŜǊΦ ! Ŏŀƭƭ 
ƻŦ Ψ¸ŀƪ hŦŦŀƭΩ Ŏŀƴ ŀƭǎƻΣ ƻŦ ŎƻǳǊǎŜΣ ōŜ ƳŀŘŜΦ bƻǊƳŀƭƭȅΣ ŀ Ŏŀƭƭ 
ƻŦ ΨǘǊƻƭƭ ŜȅŜǎΩ Ŏŀƴƴƻǘ ōŜ ƳŀŘŜ ƻƴ ǘƘŜ ŦƛǊǎǘ ōƛŘ ƻŦ ŀ ǊƻǳƴŘΦ 

Desperate 

Any player who loses his or her fourth die is declared Des-
perate. During the bidding in that round, other players are 
only allowed to raise the quantity of dice, not the value (i.e. 
ŀƴ ƻǇŜƴƛƴƎ Ŏŀƭƭ ōȅ ŀ ŘŜǎǇŜǊŀǘŜ ǇƭŀȅŜǊ ƻŦ Ψǘǿƻ ǘƘǊŜŜǎΩ Ŏŀƴ 
ƻƴƭȅ ōŜ ŦƻƭƭƻǿŜŘ ōȅ ΨǘƘǊŜŜ ǘƘǊŜŜǎΩΣ ΨŦƻǳǊ ǘƘǊŜŜǎΩ ŜǘŎΦύ 

During a desperation round, troll eyes are not wild. 

hƴƭȅ ŀ ŘŜǎǇŜǊŀǘŜ ǇƭŀȅŜǊ Ŏŀƴ ƳŀƪŜ ŀƴ ƻǇŜƴƛƴƎ Ŏŀƭƭ ƻŦ ΨǘǊƻƭƭ 
ŜȅŜǎΩΦ 

A player can only be desperate once in the course of a 
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game: the round immediately following the loss of the 
fourth die. 

 The end of the game 

A player who loses his or her final die is out of the game. 
The player to the immediate left starts the bidding in the 
next round. 

When there are only two players left, the desperation rules 
do not apply. Even if both players have only one die left, 
numbers can be changed in the bidding and troll eyes are 
still wild. 

The winner is the last player with any dice left.  They are 
allowed to make a mighty victory bellow. 
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Notes: 
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