
 м 

per event, so if you 
need more than two 
youõll have a bit of 
extra coordination to 
do beforehand ñ and 
two or more people 

registering, of course!  

Set aside time to 
register:  With the 
current RUBI registra-
tion system, once you 
have a badge you can 
drop events into your 
cart before you can 
actually buy them, 
which is a great time 
saver. Plan to be in 
front of your comput-
er right when regis-
tration opens, and if 
the system hangs 
(which has gotten 
better over the 

years), donõt give up.  

Gen Con: 

Gen Con is the largest 

tabletop -game con-

vention in North 

America by either at-

tendance or number 

of events. It features 

traditional pen -and-

paper, board, and 

card games, including 

role-playing games, 

miniatures wargames, 

live action role -

playing games, col-

lectible card games, 

and strategy games.   

Gen Con is a blast, 
but itõs also huge: 
Around 30,000 people 
attend each year, and 
the con spans not only 
the convention center 
but multiple hotels 

and other buildings 
downtown. Whether 
youõve gone once or 
20 times, there will 
always be new tips, 
tricks, and ideas you 

havenõt heard before. 

Want to find out how 
to have a hot, steamy 
the most fun at Gen-

Con? Read on! 

Registration  
Coordinate with your 
friends:  If youõre go-
ing with a group, 
make a prioritized list 
of the stuff you want 
to get into most, in-
cluding fallbacks in 
case your first (or 
second, or third) 
choices arenõt availa-
ble. Each account can 
only buy two tickets 
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http://riwhobbies.net/?page_id=20


 н 

Gen Con Tips 

 

¶ Have fun  

¶ Be Clean 

¶ Sleep a minimum of 6 hours 

a day 

¶ Be backpack courteous  

¶ Drink lots of water  

¶ Have a camera ready  

¶ Carry medicine  

¶ Carry your ògaming stuffó 

¶ Register for games you 

donõt usually play 

¶ Plan to spend time in the 

exhibitors hall  

¶ Buy must have items early  

¶ Shop late on Sunday  

¶ Learn some new games  

¶ Prepare for the weather  

¶ Personalize your backpack  

 

Having event tickets is NOT the key to a 
great GenCon:  If you havenõt gotten reg-
istered for games, donõt fret. Walk 
around the areas where gaming goes on as 
there are usually open games or people 
looking to throw down for an impromptu 
game. Youõll probably find a lot of nifty 
games you hadnõt thought of trying. This 
holds true for bigger events as well. If you 
donõt mind not being with your group, 
True Dungeon sessions usually always 
have one opening or a few no-shows that 

they try to fill.  

Generics are nice:  A ògenericó is an 

event ticket that isnõt associated with an 

event. You can show up at an event youõd 

like to play and ask the GM if they have 

any open slots, or if theyõre willing to ac-

commodate an extra player; depending 

on the event and the GM, this can often 

work out nicely.  

  



 о 

WHATé ALL DRESSED UP AND NOWHERE TO GO? 
Here Are Upcoming Events Happening At RIW This Month.  
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Objective Secured! Taking Tactical 

Objectives in the New Maelstrom of 

War Missions 

An article by John Van Dusen  

  

7th edition is out, and it's brought a 

new style of gameplay to the table 

with the Maelstrom of War missions. 

These missions are different enough 

from the standard missions to make 

them interesting, and victory in 

Maelstrom of War requires a differ-

ent outlook than traditional 40K 

fans might be used to. This article 

will give you a few tips and tricks to 

maximize your army's performance 

in Maelstrom of War.  

- Objective Placement/

Deployment : 40K starts in the ob-

jective placement phase, before a 

single model is deployed - doubly so 

for Maelstrom. Shooty armies gener-

ally want objectives to be towards 

the table edges and in cover, so 

their long -range troops can score 

while protected. Close -range armies 

(including assault armies and armies 

with a lot of short -range shooting) 

want objectives to be closer to mid -

field, so that their troops with lim-

ited range can achieve board con-

trol while getting some early game 

scoring. Close-range armies also 

want objectives to be placed out of 

cover, forcing a shooty player to ex-

pose his forces to assault. This is 

particularly important for armies 

like Tyranids without easy access to 

assault grenades. 

- Objective Secured: This special 

rule, new to 7th edition, allows 

Troops units in Combined Arms de-

tachments to score objectives, even 

if non -Troops enemy units are also 

holding the objective. This "super -scoring" rule 

makes Troops important in both offense and de-

fense. On the flip side, Troops are often not the 

deadliest units in your army, so maximizing the kill-

ing power in your non -Troops slots is vital - destroy-

ing key enemy units early in the battle can snow-

ball into fewer objectives scored by your opponent 

throughout the whole game.  

- Mobility: Being able to get units where you want 

them to go is important in any 40K game, but dou-

bly so in Maelstrom of War missions. Every objec-

tive you score means a new card drawn next turn 

and another chance to score, so scoring objectives 

quickly is important. Transport vehicles, particular-

ly for your Troops squads, are now an excellent 
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choice: the 7th edition damage table makes vehicles harder to destroy, and even empty transports 

count as scoring or Objective Secured units by themselves!  

- Multiple Small Units (MSU): MSU is a term for an army style that favors multiple smaller squads 

instead of big, beefy units. Having multiple small units at your disposal means that you can split 

your units up to achieve multiple objectives at once, and the enemy risks wasting firepower by 

overkilling your small squads. The objective card system in Maelstrom of War favors MSU because 

MSU armies can cover a wide area, react quickly and grab objectives without risking too much at 

once (see below).  

- Risk and Reward: In standard missions, objectives are scored when the game ends, so big victo-

ries and losses mid-game may not matter by the last turn. In Maelstrom of War every turn and 

every objective matters, which makes the risk versus reward of grabbing each objective particu-

larly salient. Is scoring an exposed objective on Turn 2 worth the cost of the unit you expose to do 

it? What about on Turn 4? Scoring objectives where possible is vital, but overextension in the early 

turns can leave you vulnerable to being steamrolled in the later game. Try to work each turn's ob-

jective scoring into your overall battle plan, rather than sending individual units to grab objec-

tives in a vacuum.  

Taken together, these points give some clues as to what type of army fares best in Maelstrom of 

War missions. Maelstrom favors fast armies with mobile firepower and small, fast units of Troops. 

Big, slow, tough units without a lot of offense usually aren't worth it in Maelstrom unless they're 

Troops. Eldar and Space Marine armies are particularly good at Maelstrom missions, because they 

can bring lots of fast, small units of Troops and enough firepower to back them up. However, just 

about any army can create a force appropriate for Maelstrom of War missions with the right 

tweaking!  

Maelstrom of War is a fun and tactically interesting departure from the traditional 40K game for-

mat. It's usually a good idea to agree on a game type with your opponent before deciding on an 

army list - some army lists just aren't as good for Maelstrom of War missions. For example, a static 

Imperial Guard gun line will struggle to score objectives throughout the game Φ 
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THIS MONTHõS HOBBY PROJECTé. 

Fun with foam: Learn how to make awesome designs with a 

foam cutter.  

 

Foam is a standard and easy product for making very detailed and great looking terrain. 
Whether you are making the terrain for table top wargaming or for dioramas you will find that 
foam is perfectly suited to make great terrain. This is a tutorial that shows you all the tips, 

tricks, and techniques for making terrain.  

Let's take a look at the foam. It comes in a lot of dif-

ferent shapes, sizes, thicknesses and types. And many 

types of foam can be used. One of the least expensive 

products that I use is called foamular. It is a building 

supply product and can be found at almost any home 

improvement store. It comes in large sheets and in dif-

ferent thicknesses up to 2 inches. The pink material in 

the picture, to the right, is foamular.  
 

Because there are lots of different types of foam you will find that some types are better than 

others when it comes to terrain making. In particular, some types will be better suited to carv-

ing, melting and making fine details. You can get a good sense of whether or not the foam will 

be suitable by taking a close look at it. The two pictures below show how foam varies and 

what to look for when selecting it. Amazon.com has lots of foam that is specifically made for 

terrain work .  
 

The important thing to look for is the granularity of the foam. How tiny is the detail? The pic-

ture on the left shows some really good foam. It is very uniform and you can't see the individu-

al foam pieces. The picture on the right shows foam that is not so good. This not so good foam 

is composed of thousands of little balls of foam that have been stuck together. This type of 

foam will be a bit difficult to cut and will be difficult to get detail work out of. You can use 

this type of foam, it will just be a bit more difficult and not as detailed.  
 

You can work with a variety of tools when it comes to sculpting the foam. The most effective 

way to do lots of work quickly is to use some kind of a foam cutter. These foam cutters are 

called "Hot Wire" cutters because they use electricity to heat up a length of wire. The heat of 

the wire will allow it to melt right through the foam.  
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Sculpting Tool  Hot Knife  Engraving 

Check out these easy instructional videos...  

 

 

¶ Ork Mek Shop 

¶ Castles and Keeps 

¶ Rocky Hills pt.1  / Rocky Hills pt.2  

¶ River Terrain  

 

 

 

 

 

 

 

* We recommend these foam cutting products from Hot Wire Foam Factory sold at RIW. 

 

http://www.youtube.com/watch?feature=player_embedded&v=i690froXMdo
http://www.youtube.com/watch?feature=player_embedded&v=i690froXMdo
http://www.youtube.com/watch?feature=player_embedded&v=W9j2iSWn1dk
http://www.youtube.com/watch?feature=player_embedded&v=W9j2iSWn1dk
http://www.youtube.com/watch?feature=player_embedded&v=rXSGZ5o0c5M
http://www.youtube.com/watch?feature=player_embedded&v=rXSGZ5o0c5M
http://www.youtube.com/watch?feature=player_embedded&v=6_qdGm7cVxE
http://www.youtube.com/watch?feature=player_embedded&v=-Wv3Mp5nqfY
http://www.youtube.com/watch?v=KgbPc1dOWCA&feature=player_detailpage
http://www.youtube.com/watch?v=TBFopv3ZAkI&feature=player_detailpage
http://www.youtube.com/watch?v=TYWzYjQTeiI&feature=player_detailpage
http://hotwirefoamfactory.com/
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A Brief Review of  MERCS 
 

 

 

 

So Iõve been holding off on doing this because, well because I just havenõt really felt the need to 
do so. Well itõs a slow week in gaming news so I guess nowõs as good a time as any to do my quick 
review of MERCS by Mercs Miniatures. Part of the reason Iõm doing this is because itõs a fairly in-
teresting game, and also because Iõve had people asking me to compare it with Infinity since they 

are in pretty direct competition with each other.  

So Iõm going to start off here as I usually do; pointing out the good parts of the game. The first 

thing youõll notice is the really superb miniatures that are made for the game. 

 
 
 
 
 

(From left to right: CCC Incinerator, USCR Behemoth, FCC Housemaster, KemVar Sniper) 

These models have some great, and dynamic, poses, and theyõre littered with details. These 
things really are a quality point, and having held them in hand I can vouch that theyõre quite well 
made. A few of them are a little hit -or-miss. Alright thatõs not entirely fair; the biggest misses are 
the rest of the USCR range, and thatõs a real shame because the Behemoth there is an amazing 
sculpt just oozing with personality. Oh well, I guess not every model can be a winner. The only 
quality problem Iõve noticed has actually been on the Behemothõs hammer; the shaft is very thin 
and prone to bending, and maybe making it a slight bit thicker would have done some good to 

ease the minds of people buying it.  

Another positive quality of the game are the basic rules. overall theyõre pretty easy to get the 
hang of, and the basic premise behind most of them is well done. Everything seems pretty well 

balanced, but there are a few issues which Iõll cover later. 

To compare the rules to those of Infinity; theyõre a bit more basic and the book seems to flow 
better, but Iõm willing to chalk that last bit up to not having to deal with translation issues like 

Infinity did. Theyõre both solid, but in the end I like the rules for Infinity just a bit more. 

One thing that really shines about this game is the production value put into the main rule book.  

http://megacongames.com/games/mercs/
http://sdtaylor.files.wordpress.com/2011/05/uscr-behemoth_medium.jpg
http://sdtaylor.files.wordpress.com/2011/05/uscr-behemoth_medium.jpg
http://sdtaylor.files.wordpress.com/2011/05/uscr-behemoth_medium.jpg
http://sdtaylor.files.wordpress.com/2011/05/housemaster_medium.jpg
http://sdtaylor.files.wordpress.com/2011/05/yellow_jackets_-_incinerator_medium.jpeg
http://sdtaylor.files.wordpress.com/2011/05/uscr-behemoth_medium.jpg

