The News Bulletin that Highlights www.SaskGames.com Content

May 2014

Welcome to the SaskGames News Bulletin. We at SaskGames are working to strengthen the
gaming community in Saskatchewan by sending out a periodic bulletin to inform the gaming
community of events and other game related news.
Play On, Saskatchewan!
Looking For Group

The Marketplace

Member bio info and people looking for
game groups: HERE

The marketplace: Post items to buy, sell,
or trade HERE

2014 Gaming Goals

Sask Game Dev. Talent

Some members are sharing their 2014
gaming goals and progress HERE
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There is a section for showcasing
Saskatchewan made games & products
HERE

What’s Hitting the Table
Members share insights about games
that are hitting their table HERE

Game Store Directory
You can find a directory of Saskatchewan
game stores HERE
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Venues
Here is a listing of venues. Simply
put, venues are physical locations
where games are played.
ComicReaders (Downtown Regina)
Dragon’s Den Games (Saskatoon)
Tramps (Regina)
ChewsDay Challenge (Regina)
Strategy Saturday (Regina)
Prairie Game eXpo (Regina)
Wokbox (South Regina)
Miscellaneous Events
ALBERTA Events
MANITOBA Events

Welcome To New Members
We would like to extend a welcome
to the new SaskGames members.
This is a list of members who signed
up during the previous month.
Welcome, and happy gaming!!
darock999

R4nd4ll

TriGoon

RobSven

Tom Servo

Calgaryrik

JRodgers63

Eisenhorn

M0t0rh34d

TyDot

Twistedminds

BigAB

Rye M

Cover Photo Credit
If you want to discuss this issue, feel free to join the discussion
or post your thoughts HERE

Next Issue will come out on June 18th, 2014
Submission Deadline is June 10th, 2014.
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Cover photo by Matt Robertson
of the Boardgame
Lords Of Waterdeep.
If you have a photo you have taken
and would like to showcase it, send
to Photos@SaskGames.com
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Welcome Message
There is so much going on with the hobby that it boggles the mind. Hey Boggle is the name of a boardgame; see what I did
there? Anyways, what is new at SaskGames?
Our leadership team has taken shape quite nicely. This should really help move things along in the days ahead as we continue
to grow and expand. Many new ideas and energy are now in the mix. We still have a few vacancies if you would like to get
involved… *hint hint*
One of the areas of growth pertains to our broadened geographic focus. We would like to welcome the many new members
from outside our Province. In some ways, it is a shame we are called SaskGames, as we are seeing uptake with the vision in all
sorts of areas. It is quite validating to know that the idea of making people the central focus of the hobby instead of the game
is resonating with so many people. There is a significant appetite for social gatherings and game events. When you factor in
the recent success of Fan Expo Regina if there were any doubts before, they no longer remain: Geek is the new Cool.
Success is never the end of a journey though. With great power comes great responsibility. Now that we find oursleves in
the cool bracket, we can continue down that path by being great ambassadors to the hobby. There is a significant amount
of curiousity about this hobby for those on the other side of the glass looking in. Instead of hanging up signs that read “Do
not feed the exhibit”, perhaps we can gently bring those folks into our hobby. We can introduce them to the wonderful world
of meeples and dice without intimidating them. Baby steps. There are many ways and many lighter games that offer a warm
friendly introductory experience. Over the next few months, we would like to explore some of those ideas for introducing
people to boardgaming. This is a formal invitation for you to share your thoughts and experiences with what can be done to
demystify the hobby. Send us your thoughts with an email to Newsletter@SaskGames.com. Until then, game on.

Play With Your Food

Cheers,
Matt Robertson
Chief Meeple
SaskGames Newsletter

“Play with Your Food” has been established as a branded series of charity events.
The original idea was established as a means to assist food related charities
to help feed those in need of food and shelter. This idea has taken shape into a
movement by the boardgame community to continue on a path of giving. After all,
if we have the luxury to sit for a few hours and enjoy a leisure activity with friends,
we are among the richest and can pause to assist others in the community.
This has developed into an annual major event called “24 hours to Play with Your
Food”. SaskGames organizes and runs the event and has selected Souls Harbour
Rescue Mission as the benefactor. The inaugural event in 2013 was a tremendous
success and has paved the way for an enjoyable and successful annual event for
Regina. The partnership between SaskGames and Souls Harbour Rescue Mission is a great fit and we will continue to host this
event annually. Any questions or feedback can be sent to PlayWithYourFood@SaskGames.com
By Matt Robertson
We now have 9 teams registered with 39 participants. We are kicking into gear with our push to get teams registered and our full
100 participants. Remember, if you want to be involved you should let us know soon. We are limiting this event to 100 people
only. We have a full complement of volunteers this year and they are working to create some exciting events and gaming
opportunities for the participants. It is bound to be a very fun and action packed 24 hour period of gaming!
Here are a couple of ways for you to get involved:
(1) Enter a team of 1-6 people. Information on how to enter a team can be found HERE
(2) Pledge an existing team. Show your love for the community with a donation to a good cause. For a list of teams along
with links to their charity Giving Pages, click HERE
If you would like to join an existing team, post in the Team Roster thread and we can get you set up on a team. It is that easy.
Team Roster discussion is located HERE
May 2014 - Sask Games Newsletter
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Coming Events
Here is what is coming up in the next 30 days. This is copied directly from the SaskGames site. Click on any of the following
events to learn more. If you know of additional events, please make sure they get set up on SaskGames so they will automatically
appear here. If you want, SaskGames has a full Calendar of events that you can view online.
Dragons Den: MTG Casual Play - 22 May
Late War Flames of War Demo @ Tramp’s & - 23 May
ComicReaders Downtown: Magic (FNM) - 23 May
Dragons Den: Board Game Night - 23 May
ComicReaders Downtown: Magic (Standard) - 24 May
ComicReaders Downtown: X-Wing Tournament - 24 May
ComicReaders Downtown: Magic (Standard) - 25 May
ComicReaders Downtown: Kaijudo - 25 May
Dragons Den: Pathfinder Society - 25 May
Games Night - Wok Box Regina South - 26 May
ChewsDay Challenge - 27 May
Dragons Den: D&D Encounters - 28 May
Dragons Den: Warmachine/Hordes - 28 May
Dragons Den: MTG Casual Play - 29 May
ComicReaders Downtown: Magic (FNM) - 30 May
Dragons Den: Board Game Night - 30 May
Dragons Den: Star Wars X-Wing - 31 May

Dragons Den: Settlers of Catan - 01 Jun
Games Night - Wok Box Regina South - 02 Jun
ChewsDay Challenge - 03 Jun
Flames of War [Total War] 70th Anniv. of D-Day @ - 07 Jun
Prairie Con 2014 - 07 Jun
Games Night - Wok Box Regina South - 09 Jun
ChewsDay Challenge - 10 Jun
Strategy Saturday - 14 Jun
Games Night - Wok Box Regina South - 16 Jun
ChewsDay Challenge - 17 Jun
Flames of War [Early War Tourn] Anniv. Battle of Brody @
Tramps - 21 Jun
Games Night - Wok Box Regina South - 23 Jun
ChewsDay Challenge - 24 Jun
Prairie Game eXpo - 28 Jun
Games Night - Wok Box Regina South - 30 Jun

Upcoming
Conventions & Expos
Here is a list of Gaming Conventions and Fan Expos. This list
contains events that are both local and abroad. As events
get set up on the SaskGames website, these events will
link to the event listing and provide more details. There are
many fantastic events on the horizon for you to get your
gaming fix.These events provide a great opportunity to play
some of the longer epic games.
June 2014 - PrairieCON – Brandon, Manitoba
June 2014 - Prairie Game Expo – Regina, Saskatchewan

August 2014 - GenCON – Indianapolis, Indiana
September 2014 - ToonCON – Saskatoon, Saskatchewan

September 2014 - Prairie Game Expo – Regina, Saskatchewan
October 2014 - FallCON – Calgary, Alberta
October 2014 – 24 Hours to Play with Your Food – Regina,
Saskatchewan
November 2014 - BGGCON – Dallas, Texas

Prairie Game Expo Jan 2014
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Fan Expo Regina attracted
8,000+ and was held at Canada
Centre East at Evraz Place from May
3-4, featuring celebrity guests such
as: Tia Carrere of Wayne’s World
fame,Walking Dead star IronE
Singleton (T-Dog), Star Trek: The Next
Generation’s Marina Sirtis (Deanna
Troi) and Star Wars villain Darth Maul
(portrayed by actor Ray Park).

Fan Expo ByReport
Jessica Bickford
Fan Expo came to Regina and I have
to tell you, I could not have been
happier. The flourishing of geek culture
in our local community is incredibly
heartening to me, and the mix of ages,
cultures, and fandoms that I saw was
inspiring.

of little girls with slight Darth Maul
obsessions, and one grown woman
nearly cried when she met him. It really
only served to prove to me that you
can’t judge nerds by their gender.

As soon as I heard about Fan Expo
Regina, I blocked off my calendar and
decided to volunteer for it. I wanted
the weekend to be a huge success both
for Fan Expo and for the people who
were going to attend, and events like
these run on volunteer labour. I was
lucky enough to be placed on the Guest
Relations team, which meant I was a
celebrity handler all weekend. This also
meant I was very busy though.

Up at the autograph table I was in a
great position to watch all the people
go by and man, did I see some awesome
cosplays! It made me so sad that I
couldn’t join in or go take pictures,
but I knew that was a possibility when
I signed up to volunteer. I had no idea
we had so many dedicated and amazing
cosplayers in the province. I’m going to
have to step up my game for the next
Saskatchewan Entertainment Expo and
pull a really great costume together just
to keep up.

I got teamed up with Ray Park, also
known as Darth Maul, Toad, and Snake
Eyes, so my little nerd heart was all
aflutter (his wonderful British accent
was also a delight). He is an incredibly
nice guy, and took his time to talk with
everyone who waited to see him and
would sign extra things to give to any
kids who came up. There were a lot

Everyone that I talked to seemed to be
having a wonderful time at Fan Expo
Regina, and really the only complaints
that I heard were that it was rather
warm in the hall, and that the lineups
for mediocre-at-best food were a bit
ridiculous. Both of these are just facts
of a con, unfortunately. Waiting and
crowds are going to be part of the game
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no matter how well-planned a large
gathering of people is.
For me the only thing I would have
liked to see more of, and I’m sure a lot
of you will agree, was games! I only saw
one booth selling games (although I
will admit, any of my trips out onto the
floor were of a whirlwind nature), and
no place where people were playing
games. There was definitely the space
for it too in the area where people lined
up before opening. A few tables and
some chairs with people running games
would have been a fantastic addition. I
almost feel that our community was a
bit under-represented this year.
But, a lot can be forgiven as this was
Fan Expo’s first venture into Regina
and there was a lot of uncertainty
about attendance and general interest.
Hopefully next year, and I heard there
will be a next year, we can make the
SaskGames community a bigger part of
Fan Expo and make what was already a
great weekend into an even better one!
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Love Thy Neighbour,
But Keep Your
Powder Dry
By Tyler McLaughlin
I’ve noticed some behaviour lately in the “community”
that I would like to draw attention to because, well, it’s
unbecoming. Attending cons has really opened my eyes
to the ever expanding divisory nature of the hobby and
the “Renaissance of Board Gaming” we are experiencing is
doing the hobbyists no favours. We are all missing out on
a lot and for the most part, that’s O.K. I recently had the
privilege of attending GOBfest in Edmonton and while I
had a wonderful time, I did have a few experiences with the
locals that could have gone poorly. To be clear, that is not a
slight on the event or it’s organizers, they’ve put together
something great up there in E-town, you should go if you
can. But in any large gathering of people....
One such event was when my travelling companions had left for lunch and I had stayed behind because games are more
important than eating. I made my way to the lending library to see what was available and to chat up the guy behind the
counter to see what sorts of things were very popular at the con. You know, get a feel for the gaming landscape. I’m going to
stop there and give you a bit of insight as to how I use conventions to prop up my gaming agenda. I travel with roughly 15-20
games I know are not going to be available in the lending library or even the city. This may be because either they are quite rare,
difficult to obtain, or no one has taken the time to learn to play them for whatever reason even though there is interest. I will
use my modest knowledge of social networking and even more modest influence to arrange my entire convention experience
beforehand, offering my services as “game tutor” or “that guy who has that game I want to play and no one else has it.” I have
had great success with this model in terms of Train games of all kinds, Magic Realm, ASL and some others. (Incidentally, if any
of the readership would like to try Keywood sometime, I will probably be bringing it to Tooncon.) It’s also a great way to make
new friends.

You’ve never played
Small World?!”

As I approach the desk, I am met with “Hi, would you like a game?” I explain that I am just
there to look at what’s on offer and to inquire about what people are playing, you know,
see what the cool kids are doing. He starts to rattle off titles, Settlers, Stone Age, Power
Grid. No surprises there. He also mentioned Small World, to which I replied “You know,
I’ve never played Small World.” and would have finished that sentence with “I’ve played
Vinci a bunch, but I was kind of done with it when Small world came out.” but I didn’t
get that far. Desk-guy lost his mind. How could I have not played such an excellent game
as this? What was I thinking? Hadn’t I seen the rankings on BGG? He basically called me
an idiot who has no business being in the convention hall because I had not played a
re-implementation of a game he doesn’t know exists. I stood there smiling politely until
the tirade had come to an end. I asked him how long he’d been gaming. Three months....

In three months, our “Culture” has created, or at the very least contributed to, this self-righteous, Sneetchy behaviour in what
would have otherwise been a keen and interested fledgling gamer. What is it about Board games the makes this sort of elitist
thinking acceptable to the point of it becoming the norm? I’m guilty of it too, but I have the luxury of backing up the things I
say with almost 20 years experience in the hobby. This guy’s been at it 3 three months and while I’m sure he can offer up some
interesting perspective on the 6 games he’s played in that time, I don’t much like being called an idiot by anyone at anytime.
Ever. I really, really wanted to lace into this guy, but I pretty quickly came to the conclusion that this was one of those situations
I can internalize and learn from. I asked him for some suggestions from his wealth of experience and he suggested a few titles,
all of which I’d played and only one of which I’d enjoyed. (St. Petersburg, incidentally. I have always loved that game, don’t know
May 2014 - Sask Games Newsletter
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why.) An interesting phenomenon here, if
you ask most people running a game library
at a con what’s good to play, they will start
by saying, “Well, I really like...”. Most of them
won’t ask you what you’re into before making
a suggestion. Hmmmm....
I noticed in the pile of around 400 games that
someone was cool enough to bring a copy of
Indonesia for the con to borrow. I asked him
what he thought of that game. “Uh, I didn’t
like it.” I commented that I was surprised
he had played it as it was rather unlike the
other titles he had listed from his favourites
in terms of subject matter, length, scope,
availability and price point. (Actually, I was
just getting a jab in, but you can probably see
what I’m up to here...) I finally got out of him
that he hadn’t actually played it (*gasp*) but
for whatever reason, he felt a compulsion to
appear knowledgeable after running out of
things to talk about. I gave him my thoughts
on the game and let him know that I had
brought a few other games by that team of
designers that I would be happy to teach him
if he found a few spare hours that weekend.
While I never did get a chance to play Roads
and Boats or anything else with Desk-Guy, I
left our interaction feeling good about how it
had ended. I also got to play Roads and Boats
later that evening with a couple of teenagers
who were very polite and funny. The game
blew their heads off. It was amazing.
Another interesting thing I noticed at the
con was that that there are only a few people
who would wander around to look at what other people are
playing. I never do, I have a plan. There was one fellow who came
by my table about 5 times to look at what we were playing and
every time was blown away that he didn’t know what it was. I
don’t just mean surprised, he literally made a giant production
out of each event. “Hey everybody, come over here and look at
this bewildering gathering of objects! I have never before laid
eyes upon a collection of shapes and colours this unusual!” It
was sort of embarrassing. I got talking to him around his fourth
flabbergasting that weekend and I confirmed a few things I had
suspected. He was the primary game buyer for his group, he
was the one doing the research and reading rules and doing the
teaching. It wasn’t the games that surprised him, it was how little
he knew about how little he knew.... I shook his hand and made
mention of how valuable he was to his friends. It’s not everybody
who is willing to put in the work and these people should be
commended for their interest and personal investment in others’
enjoyment, but I digress..... We made plans to play something
next year and made a game of it as well. We are each going to
bring a game that we think the other hadn’t heard of. The games
in question have to have been released that year and it can’t be
one we made up. (Gamers come up with interesting rules for
proposition bets, don’t they?)
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Games are fun and people like them for a variety of
reasons. I think one of the things people like best about
games is that playing them makes you feel smart.
Winning a game, even more so. It’s also cool to feel like
you’re in on the ground floor on something not many
people are doing. It’s important that the satisfaction of
winning and the pursuit of obscure knowledge does
not become something unsavoury. There are too many
games and no one has time to play them all. If any of my
readers (both of you) have a subscription to Counter or
any other gaming magazines, you will attest to the fact
that the Essen coverage is getting pretty weak. About 50100 games get decent coverage because they are built
by reputable designers or are published by a company
with a budget for advertising and the rest fall by the
wayside because no one has time to review them all. The
reviewers are even saying it, repeatedly, and in their own
columns. “Hey, we’re just scratching the surface here.”
I hope that with more titles and subsequently more
division within the hobby, we can all remember that it’s
about enjoying games and people, not one in spite of
the other.
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We all know someone who is “That Guy”
(or gal). The person in the room that
can drain the fun out of a clown party.
This section will be a series of tips and
techniques that you can use to make sure
you do not become “That Guy”. Through
careful attention to these tips, we can
all make sure we are not the vampires
sucking the enjoyment out of game
gatherings with friends.

Don’t Be “That
Guy”
By Matt Robertson
Games are full of choices; great games are full of many choices.
Sometimes we agonize over these choices, and in our haste,
we make a mistake. If you realize you have made a grievous
blunder and the next player has not taken their move yet, it is
polite to ask if you can quickly amend your move. If however,
the next person has already gone, it is better to chalk this up
as a lesson learned than try to change the game state. Plus, if
you lose, you now have something to pin your loss on.

Keep things noble,
and remember,
don’t be “That Guy”.

On the flip side of that, if you are playing with someone else
and you notice that they make a grievous blunder, perhaps
you could take the noble ground and gently point it out,
(unless in so doing it is injurious to another player). Games
should not be won or lost based on who blunders the least.
Noble gestures create noble friendships.

The night I completed the board we
had a game just before dusk, which I
won. I was happy to leave it at that, but
Jeannette insisted we go best of 3! She
came back to win and really enjoyed
the big format game. It makes for a
lot of bending and stretching and you
really have a different perspective as
you stand in the middle of the game.
Richard Franklin and I had one match
where his sons served as our caddies,
moving the stones for us. The boys
also got to consult on the moves
which made it a lot of fun for all parties
involved. Ted Giese and I played a few
games one hot Saturday afternoon.
The beers went down very fast that
day!

Go Play In The Yard!
by Tom Caldwell
We play board games all winter long indoors. Now that summer is here, it’s time to
take it outside! Here is a fun little project you may want to try at home.
In the summer of 2012 Jeannette and I built an outdoor backgammon board. As I
recall it was about 25 feet wide. It was spray-painted on the close cut grass using
a Marking Wand (about $35 at Home Depot) and 3 cans of inverted marking spray
paint. I used pegs and twine to mark off the lines for painting. We used plastic 12
inch plates as stones and real dice on a tall table. I avoided using super-big novelty
dice as I knew they would have no precision.
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Jeannette and I came home after a 2
week trip to find the board fairly intact.
I cut the lawn and repainted some of
the lines and it all looked really good!
One thing I would do differently the
second time around is to make a stencil
for the points (the 24 triangles) so they
would look more uniform.
The following spring the paint had
mostly washed away from the grass,
with no residual damage. If you
build yourself a big format outdoor
backgammon board let me know! I will
bring the beer.
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Game Spotlight
This is an area for a variety of game specific content. Game reviews, session reports, strategy articles, or various tips & tricks for a
particular game. As members submit input, this section will contain a variety of articles pertaining to a variety of games.

Star Realms Review

By Jon-Paul Decosse (The Board Room Game)

Designer: Robert Dougherty, Darwin Kastle
Players: 2 players per set
Play Time: 15-30 minutes

Publisher: White Wizard Games

Over the last few years, we’ve seen the rise of the deck building game as a core mechanic in many great designer board games.
Dominion has achieved incredible popularity, with a whopping 8 boxed expansions released since its debut in 2008. Fantasy
Flight Games has created entire game systems called Living Card Games around the principles of deck building. Now, we have
a game that looks to streamline the deck building experience, and that game is Star Realms.
The premise is simple - each player has a space armada, represented by a personal deck of cards, which is developed and
expanded with the goal to overthrow the opponent by political influence or brute force. Starting with just a few trade and
combat cards, players will acquire allies from four unique factions - The Blob, Trade Federation, Star Empire, and Machine Cult.
Making use of the ships and bases from these allies, players will wage war on each other until one has had their Authority (read:
life points) depleted.
Although it doesn’t offer the same level of deck building options as larger game systems, the strength of Star Realms lies in
its simplicity. The icons are easy to understand, the rules are straight-forward, and despite its short play time, the variety of
strategic options are plentiful. All in all, a very satisfying experience in a very small box!
As a cafe game, it’s a dream come true. Our Board Game Bosses can explain the basics in just a few minutes, getting players into
the game experience quickly, and the small footprint leaves room on the table for our tasty snacks and beverages.

Click HERE to go to their Website
May 2014 - Sask Games Newsletter
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Kickstarter Corner
by Nicole Persram

The Kickstarter Corner is a thread under the SaskGames Forum dedicated to current, upcoming and past Kickstarter crowdsourcing
projects. Kickstarter is a platform where users can pledge money towards a project, and if that project meets its minimum funding
goal, the product will be made. There has been a big board game boom on the platform, and it’s a good opportunity to either get
games before they hit retail or to get a lot of extra goodies or promos, while helping fund the games you are interested in. Show
your support to new ideas, new opportunities, and aspiring game creators and
go back something on Kickstarter Corner.

Stratagem
Light and fun, this abstract board game
strikes a perfect balance of luck and strategy
that all gamers will really enjoy.
Stratagem™ is a simple game perfect for
family fun night, but also substantial enough
to be a fun filler game mixed into a heavier
game night.
Players take turns moving their pawns
around the board, claiming each contiguous
space they enter with hexagon tiles. Points
are scored for each claimed space that
survives a round and is converted to a
controlled space. Action cards may be played
during the game to a player’s advantage.
One of Stratagem’s more interesting traits is
just how simple it is to understand. There are
very few rules to learn and the graphic design
is clean and efficient. This is why Stratagem
has such a broad appeal. Stratagem also
lends itself very well to “house” rules and
even includes a few variant rules.
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Turn Steps

When making a turn, a player will perform each
of the following phases, in order, skipping the
phases that are not applicable during the turn. For
example, a player would not yet have any tiles on
the game board during their first turn, so the Clear
and Control phases should be skipped.

Action Cards

The Action Cards deck will contain 54 cards which
provide special actions players can use to alter die
rolls, movement and battle outcomes.
Each player is dealt three action cards before the
start of the game and will receive an additional
card each time they control one of the six “action
card” spaces, one of the six spaces marked “5” or
the center space marked “10” during play.
On each player’s turn, all players are allowed to play
one card from their hand if they wish. The bottom
of each card explains when during a player’s turn
the card may be played. For example, after a die
has been rolled or during a claim phase.
Action cards are used to help or hinder any player’s
game. For example, one card may add +1 to a die
roll while another may send a player back to their
home space.

Game Mechanics

Prefer Skill Over Luck? Strategy gamers may prefer
a more strategic rule-set, one that relies more
heavily on the player’s skill than the luck of a die
roll. The rule book contains a few variant rules that
put the player’s fate in their own hands.
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Game Crafting for Fun and Tedium
By Tyler McLaughlin

There are a wealth of great games out there that are only
available to the few who would take the time to make them
for themselves. Print and Play is an entire world within our
hobby that most gamers never discover, or they do and the
implicit work that goes along with it stymies any chance they
might have had to enjoy these fine offerings.
I’m not suggesting that a game will be great because it’s print
and play. There’s a reason not all games find a publisher. But
there are people in the hobby separating the wheat from the
chaff and helping you get the most out of your crafting time. I
PnP a lot of 18xx and other train related titles for a handful of
what I consider to be very good reasons.
1.

2.
3.
4.
5.

It’s cheaper *cough* than buying them ready to play.
Publishers like Deepthought Games will also let you buy
games in varying states of doneness in order to save a few
bucks.
There are a lot of titles you can’t get otherwise. (As a
caveat to that, Andrew at Print and Play Productions will
do all the work on any game if you pay him to).
Sometimes a game will be produced as a graphical
overhaul, which may suit your personal tastes more-so
than an original edition.
You can put as much or as little work into it as you like
from a functional barebones game to a very nice home
made build.
It’s easy, once you know what to do.

I am about to walk you through a guide for how I produce 18xx
PnP games. You can use most of this information to produce
other games, I’m just not sure why you would play anything
other than choo choos.....I use a number of materials to make
games, I will list them and their uses here.
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You may find that you already have some of this stuff around
the home, other materials you might have to go and buy. After
a modest *cough* initial investment, you too can watch shows
you’ve already seen while you cut the forty-eight thousandth
tile out for your copy of 18Coast to Coast.
A printer: Ink jet is fine, if you have or have access to a colour
laser printer, then you are well on your way to being a Print
and Play God. If you don’t own or have access to these things,
I find that the local Costco Photo lab can be very helpful in
this regard. They can print up to poster size on some things
and the prices are good, but they print on photo paper so be
careful about fingerprints.
A Laminator and Laminating Pouches: I got my machine
at the Bargain Shop for 25$ and it came with 100 pouches.
Just make sure it is large enough to accommodate an 8.5 x 11
piece of paper. (Pouches should be 9 x 11.5) You will have to
decide what “stiffness” of lamination you want and whether
you are a ‘glossy’ or ‘matte’ person. Matte just seems unclear
to me, and the glossy pages have the added benefit of
brightening the colours of the things you laminate. You can
buy bulk Laminating pouches at www.laminationdepot.com
or www.laminator.com. Most pages come in 3mil, 5 mil or 7
mil thickness. I use 5 mil and it offers a finished product with
the firmness of a credit card.
A Self Healing Cutting Mat, a Utility Knife or Rotary Cutter
and a Stainless Steel Ruler: Head on over to your local craft
store, they should have all this stuff. I prefer a utility knife over
the Rotary cutter, (Think of a stupid sharp pizza cutter) I just
find it safer and easier to use. Also, I can buy blades for it more
places than just the craft store and for less money. The ruler is
a must unless you want your projects to look like they were
put together by a drunken 5 year old.
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GOOD SCISSORS: I remember the day I realized that tools
come in varying qualities. Some tools are made poorly and
perform that way as well. Buy good scissors. Trust me on that.
Spray Adhesive and chipboard/foam core: These materials
are mostly optional, but if you want to do a really spiffy job
of things, you can mount some of you components onto
chipboard and/or foam core. Again you will find yourself in
the local craft store.

appearance and taking 1/3 of the time compared to method
2. Method 2 involves you cutting the components out from
the paper, arranging them on the laminating pouches and
laminating them, then cutting them out again. This method
does take a while and if done sloppily can make a game
look very un-spiffy. If done with care and attention, each
component will be virtually indestructible.

A Corner Rounder: Again, optional and used solely for spiff
factor. I like a little extra spiff, so I round corners. Avoid Martha
Stewart’s brand, my experience with it was less than positive.
4 people died and my house burned down. (or it got dull right
away, my memory is fuzzy on that one....)
A Television or Computer: You can use this to watch shows
you’ve already seen. (The Simpsons or Game of Thrones are
especially good for this job) These will keep those suicidal
thoughts at bay and make the chore part of things pass by a
little more seamlessly.
Beer: See the previous part about deriving joy from your
chores.
The first step is to decide what game you intend to create.
I PnP 18xx without discrimination, (sometimes having to
revisit a title a few times as updated playtest files present
themselves.) With other titles, I am a little more choosey. I use
Andrew Tullsen of Print and Play games as a resource of what is
worth producing, as well as Chris Hansons excellent PnP Blog,
which can be found here: http://www.boardgamegeek.com/
blog/2020/print-and-play-games-news. I use other resources
as well, but these are my go to’s. So, find your files and print
everything off. Be sure to observe image sizes and orientation
so as to not waste materials. Most 18xx games are sized for
ease of the play tester. (meaning that you can print it and the
hexes will already fit on the map properly.)

Your next step is to laminate and cut out all the components
and you can do this in a couple of ways.
You can just laminate the pages whole and cut out the pieces.
This will ensure there is no ‘seal’ on the edges which makes
them susceptible to liquid leaking in the side (think spilled
drinks) but have the advantages of having a very clean
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It is also worth mentioning that before you cut anything,
examine what you are cutting and find the way to do it that
requires the fewest cuts. Time savings like this are valuable
when you do a lot of something. I like to start by cutting the
hexes out, because they take the longest. (more cuts.) I tend
to cut the hexes out into strips of a few hexes and do the
remaining cuts with GOOD SCISSORS. By the time the hexes
are done, the rectangular certificates are a breeze and the
map and charters even easier. Once you have all the shares,
trains and private companies cut out this would be the time
to introduce the corner rounder if you have one.
Most games come with station markers appropriate to the
different companies in the game. There will be a page of small
circular company heralds which you are expected to use and
there are a few ways to do this. You can go to home depot
and buy a bunch of 1/2” furniture plugs or a length of dowel
and cut to size (I would go with the plugs personally. Cutting
a dowel, seriously), a hammer and a ½ inch circular leather
punch. Print the sheet of circular company heralds onto a
sheet of label paper, use the punch and hammer to cut the
pieces out and then spend some time stickering. Instead of
furniture plugs (which are nice, by the way) you could also use
different coloured tiddlywinks, small buttons, or just about
anything that is about ½ inch in diameter.
Now, instead of monkeying around with a different set of
station markers for every single game, I bought a set of ½ inch
coloured wooden game discs (10 of each in 20 colours) for 5 or
so dollars from a German website that sells game components.
(http://www.spielmaterial.de/) I use the same set of ‘station
markers’ for every game I have made, it is incredibly functional
and the total time invested was about four minutes to fill an
on-line shopping card and click buy. If you are the type who
needs a unique set of station markers, use the methods I
described above and remember that some of these games do
require 200 markers... Your call.
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If you want to, you can leave your maps and charters as
laminated pages and they will work just fine. From time to
time, I will like a game enough to really give it a good spiffing
over and I will mount the map and charters on foam core.
You can get white foam core at Michael’s for about $3 a sheet
(which is huge) and this is usually enough to do an entire
game although some do require two sheets. Chipboard is a
little more expensive, but it’s really nice to work with and looks
very good.

happen to be super bad at it. I now employ Andrew Tulles to
do this part for me. I cut up games until I have 10 ready to
go into boxes. Andrew sells a 9” x 11.5” x 1.25” with a label on
the four sides and the lid for $5. (http://www.printplaygames.
com/product/blank-boxes-boxes-with-full-covers) If you are
curious about how one would make a box for themselves,
here’s a link to an excellent tutorial which I used to fail
miserably at box making. (http://www.boardgamegeek.com/
thread/310575/cardboard-box-building-howto )
That’s my process in a nut shell.
Now you too can look forward to hours of cutting and
pasting, just like in kindergarten, only with slightly less paint
consumption and hair pulling. I have PnP’ed over twenty 18xx
games of varying scopes and sizes and quite a number of
other titles as well over the years and I maintain the files for
these games as I gather them from the interwebs. Many (most)
of these files are no longer available through conventional
means as the files are most often used in play test and removed
once a deal with a publisher is struck. If the thought of these
files is interesting to you, I can be reached at pt.mclaughlin@
shaw.ca or on either BGG or SaskGames under the user name
“e.e.goings”, and I’m always looking for new geek buddies.

Now, to store your games.
You could use any number of different styles of container. I
have used large envelopes, binders with page protectors and
CCG pages, old game boxes I re-labelled, Zip lock bags, you
name it. I eventually tried my hand at making boxes for myself,
and while in theory it is a really easy and cheap method, I just
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Thanks for reading and I hope you decide to try your hand at
making games. Chances are, you’ll enjoy the feeling of having
a new game coupled with the satisfaction of finishing the
project.
Also, when was the last time you had a decent Simpsons
marathon?
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Next Time – Preparing the Table &
Preparing for the Big Push
By Lance Mathew
Captain David Nelson of the Royal Regina Rifles invited my minion, Brody Mazurick,
and myself over to his heated garage to work on Juno Beach - literally. How could I
say no? Considering I got him involved in the whole Flames of War craze. Rewind a
year or so ago and you have me disappointed at not making the cut to be a Ranger
team and reaching out to the local military for permission to use their name. Back to
the present, we are a Ranger team, David is a member, and we have permission to
be called the FoW Regina Rifles. Icing on the cake – we have been invited to put on a
Total War Hit the Beach Mission on June 7th for the 70th Anniversary of D-Day at the
Regina Armouries!
Arriving with the famous go-go juice from Tim Horton’s mini-me and I whistled in
awe at the table David had constructed. The landing zone was easy to make out as
the sea wall loomed as a nasty kill zone that the Regina Rifles would have to deal
with. We mentioned to David that there should be ramps up to Green Fields Beyond.
He knowingly replied that Juno Beach had no ramps where the Rifles deployed –
fascines would have to be used by Funnies. Brody and I whistled again.
Wasting no more time we started with minion painting the table green and David
and I adding sand to the beach. I liberally applied glue, sprinkled sand, and applied
yet more glue to a good portion of the beach section. I glance over to David who
is carefully with a paintbrush smoothing out an 8” square section with a little bit of
glue. Then I plunged my hand into my section of the sand, which had a consistency
somewhere between oatmeal and cream of wheat. I glimpse up to see David’s crest
fallen face at what I have managed to wreck in a matter of minutes that has taken him
hours to get to this point. Having built a bunch of gaming tables at the local gaming
store has given me the experience that within no time David is copying my crude but
effective ‘beaching’ approach. Meanwhile, Brody had managed to paint most of the
outlying areas and with a quick boost to the center of the table also painted the inner
sphere as well.
A few hours later we had the table flocked, the first layer of roads done, and the beach
complete. Casualties included a favorite Phineas and Ferb shirt (there is still hope
there), two bottles of flocking, half a pail of sand, four litres of glue, and concreted
hands. The table still needs more work but it was ready for the practice game in two
days.
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Two Days Later – Practice Game:
Total War Hit the Beach Mission
By Lance Mathew
Arriving at roughly 0800 is rough enough but Minion, aka Brody Mazurick, and I had done a EW Flames of War demo the night
before at the LGS and had to swap out all the Axis Soviets before packing all the Fortified Germans into our Flames of War kit
bags. Ah – the exciting life of a FoW Regina Rifle! Plus the night before that we had been assisting with making a massive Hit the
Beach table at Captain David Nelson’s place that we would be playing on today.
Captain Nelson had recruited Sebastian--think it was willingly, but “one step forward” may have been a factor. Sebastian was
wearing a black hat with Brody and I for the day. We faced off against Captain Nelson, Sean Froc, and Stephen Beauchamp
wearing the white hats. Knowing that we would be facing David’s Canadian infantry, Sean’s British infantry, and Steve’s American

Paratroopers I knew we were in for a tough fight. Brody had his Fortified Sword List, I brought Panzer Grenadier Lehr, and
Sebastian was provided Whittmann and his 101st tanks.
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With Total War rules in effect Steve’s American paratroopers ran roughshod over Sebastian’s Grenadiers, my three 8.8’s, and
finally Brody’s heavy artillery. As we have to move over to a historical battle for the actual date there will be no roving American
Paratrooper platoons to silence the German guns. However, there were only two German batteries of medium guns so there
should be less destruction of Allied Funnies on the slow going beach.

We had previously tried this scenario out at a higher point level but today we were at 1800 for the Axis and 2250 for the Allies.
To be honest it was still a lot of points and we are moving towards provided lists as the RRR, Royal Regina Rifles, are becoming
more involved; each player will be assigned a RRR to play with/instruct.
On June 7th the involvement of the RRR will include a briefing of the actual day’s events of 70 years ago, inclusion of the FoW
Regina Rifles of the Battlefront game, and meeting of surviving members. So, far those members of the RRR who viewed the
table and stopped to watch the game unfold were impressed and looking forward to the actual main event.

May 2014 - Sask Games Newsletter

Page 17

It Came from the Geek

by Matt Robertson

www.BoardGameGeek.com is an incredibly useful website
devoted to games and the people who play them. It can be a
very hard site to navigate though and that is where this part
of the newsletter comes in. Each issue we will highlight a part
of the Geek you might find interesting and useful. BGG is a
veritable goldmine of information, if you do not currently
have an account, you may want to set one up.

This month, I am going to advocate using some of the
collection features on BoardGameGeek that you may or may
not know about. There are so many features and benefits of
BGG, perhaps with a bit of insight, you can start getting more
value out of it.
OWNED: First up to talk about is your collection of games.
Looking at my collection on BoardgameGeek, we can tell a lot
of things. First of all, I have a lot of games. The 902 indicates
items that I own that are in the BGG Database, many of those
are expansions and promos. My actual game collection
is closer to 350 games. One of the big benefits that many
people do not think of, is I now have a record for insurance
purposes. Should I have a fire or other calamity, it is very easy
to substantiate my collection for an insurance claim. Also,
It is great to be able to access this list on my smart phone if
someone asks me if I own a particular game or expansion. Yet
another benefit is that when we are planning a game night, I
can send a link to my collection to attendees in advance and
we can all choose a game that I own and we all want to play.
There are many other benefits, the list goes on…
PREVIOUSLY OWNED: We can also see that there are 259
games/expansions that I used to own. This is a record of games
that I have sold or given away. It is nice to be able to track that.
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FOR TRADE: This is a great feature. I use this to indicate that
I am selling or getting rid of a game. I can send the link to
friends and they can readily see a list of games that I have
available to sell. This is managed in one place, so I do not need
to go and update lists that I have emailed to people informing
them that I have removed or added some titles.
WANT TO BUY: This is where I mark my games/expansions to
buy. This list is really quite valuable. Quite often if I am in a
game store or looking at someone else’s list of games for sale,
I will reference this list as a means to jog my memory. It is quite
handy for keeping track of items on my purchase list.
WANT TO PLAY: Again, another useful feature when planning
a game night. I occasionally game with a friend from out of
town. Quite often we will look at each other’s list of games
that we want to play to find a common game. Very handy.
PREORDERED: If I order a game on Kickstarter or through a
pre-order system, I will indicate that by marking the game
Preodered. I can track and monitor these games and move
them into my collection when they arrive.
WISHLIST: This is another handy feature. Perhaps I would like
to keep an eye on a game. I am thinking about it and may end
up wanting to own it at some future point. The wishlist is great
for that. There are five priorities for any game on your wishlist
as well, (1 through 5). You can use that to track any number of
things. For instance, I use one of the numbers to track all of
the games that can be played with icehouse pieces, standard
playing cards, or regular dice. Very useful.
I could go on and on about some of the other benefits of
tracking your collection on BGG and keeping it up to date, but
more on that in a future issue. In the meantime, get to work
and set up your collection. Well worth the time & effort.
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Scotch and Games

By Bart ‘The Chief’ Brunscheen
Dice Tower & Scotch Test Dummies

Living The Experience
I’ve always been a proponent of non sociable sipping. And by sipping, I mean my scotch. Alone with a fine dram and my
thoughts, a tune or two doesn’t hurt. Please don’t take this to mean excess. I don’t believe in getting drunk alone, but the
occasional solitaire glass of Peat Monster, a smokey lingering drink, is a must.
Similarly, I seek out the occasional anti-social game. To be alone in my thoughts and actions. Literally lost in thought. Transported
to a different place and time, at my pace. Hours spent in a B-17, the Queen of the Skies, feeling I was more the plane than any
one member of the crew. Trying to keep my boys safe as they fly me deeper and deeper into danger and further from home. I
strive to bring my boys back. Occasionally returning into myself and marveling at what these young, now old, men did in real
time.
Peat Monster, my preferred solitaire whisky, is from a fairly new distillery, Compass Box. Pushing convention and innovation is
what they do. When first introduced, it’s pale liquid and a label covered with art akin to Arkham Horror had me thinking amateur
hour. I asked Scott, best friend and Scotch Test Dummy, why they market to kids. My expectations were blown out of the sky
and my senses alight with what is the finest-blended, peat-flavored whisky I’ve tasted.
I’m a sergeant with a fairly large police force and there are days I come home, shuck my duty belt and vest, and just sit and sip.
Maybe a fire crackles in the corner or crickets chirp loudly from an open window but I can slowly savor what the day brought
me. Lost in another time and place. Marveling at the young men and women I have the privilege to work with, still young, in
real time.
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The Dice Tower

Scotch Test Dummies

Click HERE to go to
the Youtube Channel

Click HERE to go to
the Youtube Channel
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The
SaskGames
Word Search
You need something more to do
than just read a newsletter. How
about we put you to work with
a Word Search? Find the game
related words below. Can you
find them all? We will not give
you the words to find, only the
following clues:
Find 14 words. 1 is a website,
and 13 are board game pieces
& components.

---

A number of you commented
that you really liked the word
search. We’re glad you like it
and we will try to make sure to
add one each issue. A couple of
people wished we would print
a list of the words. Part of the
challenge is using the theme for
the words to both identify then
find them. To help you out, we
will publish a list of words on the
website for those looking for a
hand. The list will be published
in the New Bulletin Thread HERE
By Matt Robertson
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Call For Volunteers
By Matt Robertson

Would you like to get involved? There are plenty of ways you can help or be a part
of the team. We invite people to be involved with our events, our newsletter, and
the website. Perhaps you like to write, maybe you are great with people and want to
ambassador an event, it could be you like to teach games, or just want to be in the
background supporting what we do. In any case, we would love to hear from you!!!
Send us an email with some information about what you would like to do:
Volunteers@SaskGames.com

About SaskGames
By Matt Robertson
The SaskGames site is primarily in place to promote board games and help
members locate others with similar interests in the Province of Saskatchewan. The
site has a calendar where events can be posted for Public or Private gaming venues.
The public venues can be viewed and accessed by anyone; the private venues are
open to only those members as dictated by the owner of the venue. Each member
will only see the events and postings for venues they have been given access to.
The result is a consolidated calendar which will show a variety of gaming events
occurring in the Province. This will serve to make it easier for people to get involved
in various board game activities that interest them. The site has a section devoted
to various styles of games where players can indicate their interests in particular
games or genres for the purpose of connecting with others who share that interest.
We hope this helps members get some of their favourite games to the table more
often. “Life is Short; Play Games!”

Connect to Us!
Email us:
Info@SaskGames.com
Join us:
www.SaskGames.com
Want Future Issues?
Subscribe Here
Past Issues Available
Here

* OUR MISSION *
(1) Organize gaming in the province of Saskatchewan by having a consolidated
calendar of gaming events.

Newsletter Team
(2) Assist people to connect with other people with similar game interests.
(3) We hope that as word gets out, people who visit Saskatchewan will find it
easier to locate game stores and/or board game events.
SaskGames by the Numbers:
651 Members / 18,656 Posts / 3332 Topics / 112,763 Page Views Last Month
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