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Acquire (ACQ)

Silence was golden for Matt Calkins in the Final. 
While Steve Shambeda, Jeff Meyer, and Jason 

Brown kept banter fl ying intensely, Matt was busy 
winning. He fi nished with a score of $52,400, fol-
lowed by Steve with $48,700, Jeff with $38,800, and 
Jason (who could not catch a tile) with $20,900.

Besides revealing that the ability to make a lot 
of noise is not a requisite for victory in Acquire, the 
2006 event demonstrated that it is diffi cult to hold a 
tournament when players don’t bring copies of the 
game they want to play. The fi rst round was held 
up more than 30 minutes while volunteers found 
adequate games for the players present. Don’t let 
the same thing happen in 2007!

Most players suspect that making the fi rst 
merger is correlated with a high fi nish. During the 
tournament, the player making the fi rst merger 
had about a 35% chance of fi nishing fi rst, 40% 
chance of fi nishing second, 20% chance of fi nish-
ing third, and 5% chance of fi nishing last. (In the 
championship game, where skill levels are high, 
the player making the fi rst merger fi nished third.) 
Thus, while making that fi rst merger is important, 
it’s no guarantee of a win.

Only 28 players stayed after 
the fi rst round. As it turned out, the 
last seed to advance to the Semi-Fi-
nal had lost his fi rst game. Let this 
be a lesson: Don’t give up hope 
and leave too early! 

18XX (8XX)

In 2006, nine players new to the event joined 28 
veterans for games of 1830, 1856, 1870, 18EU, 

1826, and 1846. 1830 remained the most popular. 
The only Semi-Final game that was close was 

Jim McDanold’s. Jim defeated GM Pierre LeBoeuf 
by just $20 (1339 to 1319). 

For the Final, fi rst-time fi nalists Mark Neale 
and Herbert Gratz joined returning Laurelist Jim 
McDanold and defending champion Bruce Beard 
playing 1830. Bruce started with the C&A and the 
Schuykill; Herbert with the C&SL and the D&H; 
Mark with the M&H; and Jim with the B&O. 

Early in the game, Mark sold NYNH stock and 
bought enough shares of the B&O to take it away 
from Jim. Jim made enough from his B&O shares 
to start the Boston & Maine at $100. Bruce sold his 
C&A for the money to take over the abandoned 
NYNH. After a few turns, Bruce dumped the 
NYNH with no train on Herbert. Subsequently, 
Mark opened the Canadian Pacifi c at $100. Jim 
opened the last railroad—the New York Central. 

In the end, Herbert’s inability to purchase a 6 
train and a diesel for his two railroads proved his 
undoing, leaving him $88 short. The fi nal stand-
ings rewarded Bruce’s vastly superior stock hold-
ing in the top two railroads, giving him top hon-

ors over Mark, who came in 
second. The fi nal scores were 
Bruce (2195), Mark (1370), Jim 
(877), and Herbert (420). 
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Joe Gundersen, IN Perry Cocke, MDJoe Gundersen, IN Gary Mei, NJ

Advanced Civilization (ACV)

Assyria led world civilization in 2006. Her aver-
age fi nal position was 2.142, followed by Africa 

at 4.143, and Babylon at 4.286. Egypt was the least fa-
vored nation, with an average fi nal position of 4.857.

The fi nalists were Greg Kulp (Babylon), Joe 
Lux (Iberia), Kevin Youells  (Assyria), Justin Nor-
dstrom  (Africa), Doug Galullo (Crete), and Joe 
Gundersen (Egypt).

Babylon’s fate was decided by the late Stone 
Age. A fl ood and epidemic in 2500, followed by 
treachery and epidemic in 2000 resulted in her early 
downfall. Iberia wasn’t far behind, even after put-
ting Architecture to work, building nine cities three 
different times in the game. Crete suffered from the 
Babylonians’ bad moods, plus Famine and Epidem-
ic, and met an early demise as well. 

Shrewd Assyrian diplomats had little trouble 
dealing with Crete. They convinced her to cease 
unprovoked attacks  for an unspecifi ed “favorable 
trade,” which somehow never occurred.

Few things went well for Africa. She was an 
early recipient of Famine, followed by the second 
and third Civil War. Her only saving grace was the 
early purchase of Engineering and Mining. 

Egypt, the eventual winner, 
built eight cities by 2500 and ac-
quired Engineering by 2000. By the 
end of the game, she was also prac-
ticing Mining, Medicine, Law, and 
Enlightenment.

Advanced Squad Leader (ASL)

By the end of Recon, all of the top players—in-
cluding three former champions, several pe-

rennial tournament sharks, and many new faces—
swarmed near the top vying for wood.

When the water calmed, 2004 champion Gary 
Mei returned to glory with a 4-1 record, besting 
tourney favorite Steve “The Plevinator” Pleva. 

Steve entered the fi nal round as the last un-
beaten player, but Gary thwarted Steve to take 
the win based upon a head-to-head tiebreaker. 
Defending champ JR Tracy had to settle for third, 
while Lance Roberts, Ken Mioduski, and Mark 
Pitcavage rounded out the places.

Only one column of fi ve scenarios was offered 
in each round. The result was a greater shared ex-
perience among players during each round. 

Of particular note was a strong showing by 
grognard—but ASL newcomer—Doug Smith. 
Doug has only been playing ASL for about a year 
(getting into the game via ASL Starter Kit 1), but he 
managed to win his fi rst two games and was seen 
hanging tough with Steve Pleva in a titanic play-
ing of White Tigers. Way to go, Doug! 
It looks like the ASL Starter Kits are 
working.

In 2007, Recon ends its three-year 
run as a Pre-Con and returns to the 
main convention week with a quicker 
playing format featuring new, unpub-
lished scenarios.
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Afrika Korps (AFK)

The Semi-Final match between defend-
ing champion Greg Popiden and 2005 

runner-up Bert Schoose was a surpris-
ingly short affair. Schoose’s British unleashed a 
surprise 1-1 counterattack on April II 1941, which 
resulted in an exchange. What should have knee-
capped the Axis simply left Tobruch open for oc-
cupation and forced the British to surrender early. 
The match between 2004 Champ Vince Meconi 
and 2003 Champ Jonathan Lockwood took on a 
more chesslike demeanor, with Meconi capturing 
Tobruch in August 1941.

The Final was a 10-hour all-time classic. Pop-
iden’s Germans had supply trouble early, when 
Meconi sunk 11 supplies between April and De-
cember 1941. Still, Popiden managed to drive 
eastward, smashing back the Brits until March 
1942, when Meconi was rewarded for unleashing a 
daring 1-1 counterattack. He was stopped, though, 
in July II 1942, when Popiden struck back. Victory 
slipped from his fi ngers because he had pushed for-
ward far enough that his fl anks were left exposed 
and undefended. This allowed Meconi to join the 
ranks of Bruno Sinigaglio and Greg Smith as one of 
few repeat Afrika Korps champions.

Players need not arrive for 
the Pre-Con to participate in the 
tournament or qualify for the 
Semi-Final that occurs at the end 
of WBC.  
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Perry Cocke, MDJim Munson, UT Vince Meconi, DE Jonathan Lockwood, VA

 ASL Starter Kit (ASK)

Jim Munson’s championship 5-0 record included 
a fi rst round victory as the Germans over Bill 

Thompson, the Squad Leader GM, in a scenario that 
favored the Americans. Matt Miller’s Americans 
dispensed another notable fi rst round defeat—to 
last year’s runner-up, Pete Pollard. In Round 2’s 
unpublished Purple Heart Lane scenario Andrés 
Dunn beat Philip Yaure’s Americans.

For the Final, Buck Markowitz, an ASLSK 
newcomer, squared off against Munson, a once-
veteran ASL player, for S6 Released From The 
East. It was only the second ordnance scenario 
Markowitz had ever played. Munson set up a fe-
rocious up-front defense that caused Markowitz to 
try an extreme end-around with his elite Siberians. 
This plan would have fared better if Markowitz 
had not missed the fact that Munson’s fl ank guard 
had LOS to the big stack of units moving in the 
open. As had happened all day, Munson got the 
hot dice when he needed them, killing one squad 
and breaking two others and the leader. 

Markowitz could have recovered against a 
lesser opponent, or one with normal dice, but 
against a superior opponent with sizzling dice, he 
had no chance, and Munson claimed the champi-

onship. His victory propelled Gary 
Phillips, his second round oppo-
nent, into sixth place. John Vasi-
lakos, Scott Sirianna, and Andres 
Dunn took third through fi fth.
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Age of Steam (AOS)

Six French Canadians, the “Steam Brothers”, 
drove 13 hours from Quebec to Lancaster just 

to play in this tourney. It was worth the trip, as 
two of them, Martin Sasseville and defending 
champion Pierre Paquet, fi nished fi rst and sec-
ond, respectively.

Play in the Final was cutthroat from Turn 1, 
with both Martin and Charlie Hickok connecting 
Evansville to Cincinnati through Indianapolis. 
Pierre placed track from Evansville to Chicago 
through Terra Haute, and Craig Moffi tt built 
from Cincinnati to Detroit, urbanizing Toledo 
with the purple New City. 

By Turn 5, Charlie was clearly in trouble, 
with three disconnected networks. All of Pierre’s 
track lay in the western half of the map and all 
of Craig’s in the east. Martin built a strategic dis-
connected network, urbanizing Cleveland and 
building south to Wheeling and then north to 
Pittsburgh, denying Craig the Lake Erie loop.

Disaster struck for Charlie on Turn 7. When 
he was unable to extend his tracks, he lost two 
Track Ownership markers and entered bank-
ruptcy. On Turn 8, Martin was able to secure the 
Urbanization Action, urbanize Rock Island and 
claim both of Craig’s former track 
as his own. That was the margin 
of victory. Craig came in a close 
third. Charlie Kersten was voted 
the Sportsmanship award.

Tedd Mullally, NJ Pete Staab, OHJeff Mullet, OH Martin Sasseville, QC

Age of Renaissance (AOR)

Enlightenment winner Jeff Mullet became the 
fi rst player crowned champion of two BPA-

sponsored Age of Renaissance events in the same 
year when he won the plaque at WBC. As a result 
of his victories, he also earned Caesar honors for 
the year. 

In the Final, Bill Crenshaw, the only player to 
win two preliminary games, played last-choice Lon-
don and opted for Caravan on Turn 1 with an early 
Crusades play.  Ewan McNay outbid Mark Smith 
for Venice, leaving Mark with Genoa. Ewan’s Ven-
ice used the usual Cloth payout in Turn 3 to lead the 
religious race with Holy Indulgences, while simul-
taneously purchasing Overland East. Predictably, 
this started the “Ewan’s Winning!” chant made 
famous last year. Ewan followed up with a Timber 
run on Turn 4, much to Hamburg’s (Ted Simmons) 
chagrin, while Mark’s Genoa went on a Wine run. 
Epoch III came early—Turn 5—but this apparently 
drew out long-missing Wool cards, which boosted 
Bill’s London and the remarkably-quiet Barcelona 
(Jeff), who was slowly building up Spice holdings.

A double shortage card in Turn 6 put the 
game to bed early. Jeff’s Barcelona sailed to vic-
tory in a fl urry of Spice payouts, despite a late 

run on Metal by Ted’s Hamburg 
and a timely Enlightened Ruler by 
Ewan’s Venice and THREE Misery 
cards. John Boyd (Paris) learned a 
lesson or two that night.
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Air Baron (ABN)

Two players got to the Final using the mantra, 
“Never give up! Never surrender!” Eventual 

champion Brandon Bernard qualifi ed by winning 
a last-round heat, and third-place fi nisher Rich-
ard Fox was the highest alternate from the Semi-
Final. They demonstrated that it is worth it to keep 
playing MESE events, even when the outlook 
seems bleak.

During the 32 preliminary games, several hubs 
were popular starting locations for eventual win-
ners, including MIA and DTW (three each), DFW 
and ORD (four each), and LAX (six). No eventual 
winner started in SFO or DIA. The same imbalance 
did not exist in the Semi-Final, when none of the 
eventual winners started with the same hub.

HOU was key to Brandon Bernard’s win in 
the Final, which turned out to be a game of sur-
vival. After the fuel can was the fi rst random 
marker into the draw cup, it wouldn’t stay put, 
coming out on its fi rst three turns there (plus two 
more times). Everyone except Brandon had to liq-
uidate holdings to pay the bills. Thomas Richard-
son and Brian Stone went toe-to-toe at the LAX 
hub. It changed hands fi ve times between battles 

and liquidations. It also missed 
payouts three times, twice imme-
diately after liquidation and once 
when Brian was in fare wars. The 
turmoil allowed Kyle Snyders to 
land in second place.

Alhambra (ALH)

For Alhambra’s third year at WBC, 24 winners 
emerged out of two heats. An inexperienced 

Chuck Foster managed to defeat Tom Dunning 
(defending Laurelist) and Bruce Reiff (2004 cham-
pion). Winning scores in the preliminaries ranged 
from 77 (Nick Henning) to 146 (Bill Salvatore). In 
Heat 1, Matt Amitrano pulled out the closest win 
with 82 points over Rob Winslow’s 80. In Heat 
2,  Brendan Tracey edged Jeff Mullet by a single 
point. Jeff’s anguish was short-lived, though, as 
his near loss gave him the credentials to become 
one of the 25 Semi-Finalists.

Nate Hoam, defending champion, managed 
to survive a bad start in his Semi-Final game to 
face  Michael Mullins, Matt Calkins, Chris Moffa 
and Jeff Mullet in the Final. After the fi rst scoring 
round, Mullins had a lead of 3 points over Calkins. 
Mullins continued to maintain a slight edge 
through the next round.

By the last round, Hoam had managed to 
build a long wall (13), but his efforts were too 
little, too late. The defending champ settled for 
fi fth place. Mullet, who had the smallest wall ev-
ery round, took fourth. Moffa ended 
with the longest wall (14), but he 
was not able to improve beyond 
third place. Calkins and Mullins 
matched points in the last round, 
which allowed Mullins to hold onto 
his lead and savor the victory.  

Debbie Gutermuth, TX
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Jeremy Billones, VA Bob Ryan, MIArthur Field, SC Paul Fletcher, CT

Amun-Re (AMR)

Arthur Field relived the glory days of 2003—
when he won Amun-Re at both EuroQuest and 

WBC—by becoming the 2006 champion. The Final 
was a tense game. Greg Thatcher jumped out to an 
early lead as the only player with four pyramids. 
He also scored two temples and two scoring cards. 
However, he found himself short of cash and sacri-
fi ced the -3 all three rounds of the new kingdom. In 
the end, Field eked out a 48-43 win.

Sitting in a later seat proved a distinct advan-
tage in 2006, with wins distributed 1-0-2-4-2 by 
seat in fi ve-player games and 1-2-4-3 in four-player 
games. Having the most pyramids remained no 
guarantee of victory (4-5 in fi ve-player, 5-5 in four-
player), but it proved a better strategy than hoard-
ing the most cash, at least in fi ve-player games, 
where only one winner out of nine games had the 
most cash. In four-player games, about half of win-
ners had the most cash. Leaders at halftime didn’t 
do as well as in 2005, but they still managed to hold 
on about one-third of the time. 

Field and Thatcher combined for most of the 
highest scores in the tournament, with 48, 49, 48 and 

51, 47, 43, respectively. Phil Rennert 
posted a 51 in a heat that included a 
49 from Alex Bove, who lost his Semi-
Final on a tie-breaker. The lowest score 
in any game was 19. Scores in the heats 
ranged from 30.75 to 40.4. The average 
in the Final was 40.75.

Anzio (ANZ)

During the preliminary Swiss phase, 
players could choose the 6- or 15-

turn scenario. Six games opted for the 
shorter scenario, with 17 choosing the long road. 
The Allies won four of the former games and only 
seven of the latter.  

Tom Oleson was fi rst seed in the Semi-Final, 
with 59 points. Defending champ Paul Fletcher 
was second seed with 42 points. Paul O’Neil and 
Bob Ryan were third and fourth seeds with 35 
and 31 points, respectively. 

The game between Oleson and Ryan ended 
quickly when the Allies invaded at Terracina and 
were annihilated. Fletcher and O’Neil fought the 
long fi ght, with Fletch’s Germans declaring vic-
tory only on the last turn.

In the Final, Fletcher’s German set-up pre-
vented an invasion at Terracina, so Ryan landed 
at Termoli on Sep II. The second invasion came 
ashore at Anzio on Dec II, but the Germans were 
able to crush the invasion on Dec III.

Ultimately, the Allies controlled Termoli, Fog-
gia, Naples and Salerno, giving Fletcher his sec-
ond consecutive Anzio championship. After the 
game, Paul admitted that he was tired of Tom, 
Bob and Mike Sincavage always taking home 
the plaque, so he decided to 
concentrate on playing and 
kicking their butts. Objec-
tive realized.
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Atlantic Storm (ACS)

Roy Gibson beat GM John Coussis on tie-break-
ers to become the tournament’s fi rst two-time 

champion. Final scores in one of the closest, and 
most cautious, games of Atlantic Storm ever were 
Gibson 20 (18 convoy points), Coussis 20 (nine 
on convoys), Bill Place 19, John Elliott 18, Craig 
Melton 17, and Keith Hunsinger 14. 

After the Final’s fi rst ten convoys, visible 
scores were Melton 10, Gibson and Elliott 8, Hun-
singer 5, Place 4, and Coussis 0 (with a nice stack 
of spoils cards). Mid-game started with Coussis 
reversing earlier die-rolling fortunes and rolling a 
6, the only roll that would win him the convoy. 

The game continued to be low-scoring right 
up to the last hand, when Place put a 6-point con-
voy up for grabs, called a surface battle, and then 
played Ultra to allow him to play last. Coussis 
thought he could taste victory, as he had one of 
the six-point British battleships. Since Place was 
playing last, getting that card down before him 
could be the difference in the hand and the game. 
Alas, it was not meant to be, as Melton also had a 
British battleship in reserve. He got it down fi rst 
and took the last convoy, depriving Coussis of a 
repeat championship.

Other sad tales in the tournament were Mike 
Coombs’ sweep of 16 VP’s in a single hand, only 

to lose his game, and de-
signer Ben Knight‘s 0-4 
record in the heats.  

Attack Sub (ATS)

Dan Hoffman took back the captain’s 
seat in 2006, becoming only the third 

person to win the event twice. He defeat-
ed Frank Cunliffe, who had sunk Bruce Young’s 
Renegade in the Quarter-Final and won the Falk-
lands War with the Argentines against defending 
champion Bill Edwards in the Semi-Final. 

For the Final, Daniel selected Scenario E, and 
Frank picked the Renegade. Frank started aggres-
sively, using active sonar repeatedly, hoping to fi nd 
and sink some of the surface force while waiting for 
the second deck, and the chance to launch missiles. 
He got Contact Levels of 2 and 3 on the two surface 
ships and fi red multiple torpedoes, but all missed.

Meanwhile Daniel was able to bring in his sur-
face reinforcement almost immediately. Then he 
used active sonar to fi nd and gain Contact Level 2 
on the Renegade. His surface force fi red three times 
in a row. He missed, did slight damage, and fi nally 
sank the Renegade. World War III was averted as 
the Renegade went down only halfway through the 
fi rst deck. 

As in 2006, the 2007 tournament will advance 
eight players to a single-elimination Quarter-Final 
after three rounds of Swiss play. The Swiss rounds 
use predesignated scenarios. 
Players who win with the less 
favored side earn a tie-breaker 
point. In the SE rounds, players 
have free choice of scenarios.

� 121 � 4 � B

 � MESE

� 2 hours

Demo: We19 (T7)

Tu18, We20, Th9, Fr14
SF/F: Fr16

� Ballroom B

� 20 � 2 � B

� SwEl

� 1 hour

Demo: Sa19 (T1)

�Su9 (1/6)

� Paradise



30 Centurions Centurions 31

George Sauer, OHBruce Reiff, OH Bruce Reiff, OH

Attika (ATK)

With Bruce Reiff’s win, Columbus kept the 
plaque in 2006, and Don Greenwood’s week 

was ruined even before WBC had really begun.
Moving Attika to the Showcase Sampler Pre-

Con, GM Jeff Mullet decided to do a little experi-
ment. He ran the event as a two-player game with 
four initial rounds. Players had to win three times to 
advance to the Quarter-Final. Exactly eight players 
made the cut, where Roderick Lee defeated young 
gun Rebecca Hebner, Mullet beat the always-dan-
gerous Lyman Moquin, 2005 Laurelist Jim Caston-
guay fi nished off Anne Norton, and Reiff edged-out 
newcomer Valerie Hall. 

The Manly Men teammates faced off in the Fi-
nal. Mullet claims that, at the club, he usually beats 
Bruce at this game. This time, though, it was for 
blood, err wood…and you know Reiff when he gets 
the scent of wood. When Mullet saw all the same 
resource in his opening hand, he knew it was a bad 
sign. Reiff built three buildings on his fi rst turn, all 
for free!  It went downhill from there. 

Eventually both players thought they were los-
ing and wagered their opponent would win. Mullet 
proved prescient: Reiff got the wood and Mullet got 
two months of free Coke as consolation. 

In 2007, Attika returns to 
the convention proper with 
standard four-player games. 
Sixteen players qualify to ad-
vance to the Semi-Final.

Auction (AUC)

Continuing his domination of this 
event—with 64 Laurels to the next 

player’s 38—Bruce Reiff won Auc-
tion for the fourth time in 14 years. In addition to 
Reiff, the Semi-Final included Jonathon Lockwood, 
GM George Sauer, Andy Joy, Andy Gardner, Matt 
Calkins, Tom Browne, Arthur Field, Ken Gutter-
muth, Kate Taillon, Nate Hoam and Davyd Field. 

In the Final, Davyd joined Bruce, George, and 
Nate—all Cabbies (members of the gaming club in 
Columbus, Ohio). Since no quarter would be asked 
or given among the Cabbies, Davyd was the pre-
game favorite. Alas, in life some people are just 
plain good, and some are just plain lucky. Bruce 
was both. Anyone else who declared for the vic-
tory and came up $20 short would have thrown his 
chances for victory away. Instead, when each player 
inherited a card in auction after his mistake, Bruce 
managed to inherit the one card he needed to fi ll his 
set (akin to fi lling an inside straight). This meant he 
had  his second plaque by Wednesday afternoon. 

As in previous years, the 2007 tournament will 
use all the expanded rules. When necessary, the GM 
will randomly determine the players at three-player 
boards. The “enforced rainbow” rule 
will be used in all rounds. Any player 
who is initially dealt three or more 
cards of a set must discard the excess 
cards (face down), draw replace-
ments, and then reshuffl e the deck.

Jeff Mullet, OH
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Axis & Allies (A&A)

If at fi rst you don’t succeed… Joe Powell fi nally 
did it! After years of trying (and some near 

misses), Joe’s time spent reviewing the past year’s 
successful strategies was rewarded with an unde-
feated run to the top. Taking a cue from last years’ 
champ, Joe made sure he kept track of the all-im-
portant Victory Territories (VTs) while his games 
progressed and ensured that once he took them he 
could hold them. 

Powell entered the Semi-Final as second seed 
and faced third seed and 2003/2004 champion 
Philip Shea. The other game pitted top seed James 
D. Long against the fourth seed Andrew Murphy.  
Powell faced Murphy in the Final. 

Both players had won four games playing 
the Axis. When the bid got to Allies (+8), Andrew 
decided to take it.  (Joe later revealed that he 
would have jumped all over an Allies with a +9 
bid if it had come back to him.) That set the stage 
for a close game. By the end and after more than 
25 hours of wargaming carnage, IPC totals were 
almost the same as at the beginning of the game 
(Axis up by 2), but once again, Joe had worked the 
board to gather up 14 VTs to Andrew’s 10 VTs.

A total of 16 games were 
played to conclusion (with no 
concession). Among them, the 
Axis won 12 times. Players bid 
for the Allies ten times, but only 
won two of those games.

B-17 (B17)

When the last plane had landed, Paul Risner 
had his fourth B-17 championship in the 

closest fi nish ever. He beat 2003 champion Bill 
Rohrbeck by only HALF A POINT, with a score of 
190 to 189.5. Rich Moyer was third with 175 points, 
Bill Beckman was fourth with 173.2, Scott Pfeiffer 
was fi fth with 166, and Marty Musella was sixth 
with a score of 165. Assistant GM and defending 
Champion Keith Hunsinger fi nished last. 

Some of the offi cers placed side bets as to 
how long GM Dave Terry would talk before get-
ting everyone started. Fortunately, the process 
was quicker than usual, so one of the rookie fl iers 
won. (Terry was quite pleased that those grizzled 
veterans who bet against him lost!)

Fliers participate in three missions over the 
course of the tournament. In 2005, the third mis-
sion sent pilots to NORWAY. In 2006, they went 
for a deep penetration of German airspace, to 
the town of Oschersleben, Germany, which is 
halfway between Hannover and Berlin. In 2007, 
historical missions will continue the European 
bombing campaign, inching ever closer to the Re-
gensburg/Schweinfurt raids of August 1943. 

Friday’s After Action Briefi ng will include en-
tertainment, a presentation of awards and medals, 
and the B-17 Prize Table. Bring 
one or two inexpensive gifts 
that relate to B-17 for the table. 
Participation is optional. 
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Jeff Cornett, FL Steve Likevich, OHPeter Card, UK Randy Heller, NH

Battlecry (BCY)

After three Swiss rounds, 2002 Champion Philip 
Shea, Steve Lollis, Greg Berry, Ed Kendrick 

and David Metzger had three wins. They were 
joined by Ben Knight, James Terry and Jeff Cornett, 
who fi nished ahead of the pack with two wins and 
superior records of fl ags taken and lost. Defending 
champion Robert Eastman failed to advance 
because he lost one too many fl ags.

In the Single Elimination rounds, players 
fought each battle twice—once on each side. Berry, 
Metzger, Knight and Cornett each won twice to 
advance. Round 5 brought a blowout 6:1 victory 
for Berry, and another victory when Metzger con-
ceded. The other Semi-Final was a tense clash. One 
down in the series, Knight pulled his Union army 
into a horseshoe anchored on Winchester and the 
nearby ridgeline. When Cornett’s rebels didn’t 
come to get him, Knight took the fi ght to them, 
winning 6 fl ags to 3. Cornett advanced because he 
suffered fewer casualties. 

Berry’s luck deserted him in the Final, which 
was played using Richard Borg’s 28mm scale 
miniatures on proper wargames terrain. Cornett 
made brutally effective use of his powerful cards, 
chewing up the Confederates. It was over almost 

before it started. Berry faced an 
uphill struggle to come back from 
a 6:1 defi cit. It was not to be, and 
Greg conceded after Jeff took the 
fi rst two fl ags in the second game.

Bitter Woods (BWD)

Steve Likevich managed to hold off designer, 
GM, and 2006 champion Randy Heller to 

take top honors. The two played the eight-turn 
tournament scenario for the Final. Randy played 
the Allies for the fourth time in the tournament. 
Likevich’s German opening was average, build-
ing bridges in the south and in front of Clervaux. 
Also, he trapped the 106/422. He did not, how-
ever, manage to push the 14th Armored Cavalry 
and advance into Rocherath Krinkelt. 

Randy employed an “anti-Angriff” defense, 
but a D4 against Clervaux trapped it, resulting 
in a good advance toward Bastogne. Allied luck 
got worse as the game continued. The Germans 
got the only die rolls that could win in attacks 
against Malmedy for three turns in a row. Plus, 
Randy rolled a “6” on a 5 to 1 attack that would 
have enabled the US to hold Parker’s Crossroads 
on any other result. Randy resigned on the 19 AM 
turn with 21 losses, and Bastogne and Neufcha-
teau held by the Germans. 

Germans won 16 out of 26 games played in 
2006. Most players used the six-turn tournament 
scenario. In 2005, when the default was the eight-
turn scenario, the Allies held a 
slight edge. The variation was 
likely due more to a statistical 
swing and player match-ups 
than to any real play-balance dif-
ference between the scenarios. 
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David Huss, NY Jim Eliason, IAJeff Billings, MD Andrew Cummins, UK

Brawling Battleships (BBS)

Three hours for three sorties, or plays through 
the deck, is considered a fairly tame pace for 

this game. Indeed, in 2005, none of the Rounds 
ran longer than three hours. In 2006, every heat 
and round ran over. For 2007, players will be re-
quired to adhere to time limits. 

Saturday’s Semi-Final was supposed to be two 
six-player tables consisting of the 12 winners from 
the Heats. Because defending champion Jeff Span-
er and three other winners couldn’t make it,  there 
were two tables of four. The winner and second-
place player from each table advanced. To clear 
the overbooked room more expeditiously, players 
only completed two sorties in both the Semi-Final 
and Final rounds. 

David Huss, Chris Greenfi eld, Matt Bacho, and 
Dan Pasaric faced off in the Final. They were all ex-
cellent players and used clever defensive plays to 
keep the scores low. Huss took the championship 
with 38 victory points. Greenfi eld followed with 
29, Bacho with 22, and Pasaric with 16.

Brawling Battleships Steel, a new, improved, 
and repackaged version of Brawling Battleships will 
be run this year. Just as the original, the game pits 
squadrons of dreadnought battleships against each 

other in a wild free-for-all fi ght. 
Players score points for sinking the 
opponents’ dreadnoughts, but that 
is easier said than done amid duds, 
confusion, spies and mutinies. 

Breakout Normandy (BKN)

Comeback Kids could have been the theme of 
this year’s tournament. After the fi rst three 

rounds of play, defending champion and 2007 
GM Andrew Cummins had a 1-2 record, while 
Jim Eliason stood at 2-1. Both had to win their 
respective Round 4 matches to advance, and both 
did, eventually meeting in the Final. They had to 
defeat Scott Fenn and Mark Gutfreund, who had 
advanced with 3-0 records. Nels Thompson and 
Michael Rinella just missed advancing.

In the Final, Eliason played Cummins for 
the second day in a row. Cummin’s Allies were 
hot early, and by the end of the 8th, they had 
a very strong position. On the 9th, wary of 
possible lucky German counterattacks giving 
Eliason back the edge (or even the Advantage), 
he pushed into the bocage in the center, leaving 
Isigny and Catz for the sunny 10th. 

Although Cummins took Balleroy, the bo-
cage VP areas held. He started the campaign 
to reduce Carentan on the 11th, but his hot 
dice turned cold and Carentan held easily after 
Andrew whiffed on several bombardments. 
Thus, when the last die came to rest, Jim Eliason 
claimed the 2006 title, his second in four years.

In 2007, the event changes 
from SwEl to a stream-lined SE  
format that is less demanding of 
players’ time. No optional rules 
will be used. 
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Britannia (BRI)

After a three-year drought, Ewan McNay re-
claimed the championship to join Scott Pfeiffer 

as a thee-time event winner. To get there, McNay  
(Blue) had to defeat Pfeiffer (Green), Barry Smith 
(Yellow), and Llew Bardecki (Red) in the Final.  
Only six points separated fi rst and second place. 

Fantasy Flight Games’ new edition of the 
game appears to have improved play balance. In 
the original Britannia, red and purple wins domi-
nated, with an occasional green and rare blue. In 
the 17 preliminary games during 2006, yellow 
(formerly known as purple) and green each had 
four wins and red and blue had fi ve each. Balance 
was also evident in the fi nal scores. One of the 
preliminary games resulted in a tie, advancing 
two winners to the Semi-Final.

Players who scored the highest with each 
color received special plaques. McNay garnered 
an astonishing blue high score of 338, and a nearly 
equal red score of 294. A newcomer, Daniel Farrow, 
showed very well with green, pulling in a score of 
253 in a game with several old hands present. Ted 
Simmons, who has played many games but never 
won, scored 244 points with yellow (purple). 

The Ethelred the Unready award (for su-
premely bad luck) went to Eric 
Kleist who, after  scoring a hand-
some blue victory in the second 
round, fi nished last in his third-
round game with only 184 points.

Ewan McNay, CT James Jordan, MD Steve Likevich, OHBill Morse, VA

 Bulge ‘81 (B81)

Despite Forrest Pafenberg’s infamous 
dice (in the 2003 Final, he killed 

zero Americans on the 16AM turn, a 
1:802 chance), he was around for the Final. This 
time, his Germans had a fair opening, with fi ve 
kills. However, lousy advances of only one hex 
in almost every attack allowed Bill Morse to hold 
the front line close to initial starting positions. 

Fortunes shifted on 18AM, when several of 
Morse’s Americans bit the dust. Peiper launched a 
Blitz attack in the north with the aim of cutting the 
Vielsalm-Trois Ponts road. Although the Blitz was 
limited, it opened the door for drives on Stavelot 
and Trois Ponts. The Americans abandoned Malm-
edy on 18AM in an attempt to hold the two victory 
cities and the fuel dump in Stavelot. 

On 19AM the Germans ended their turn adja-
cent to Stavelot (Fort) and Trois Ponts. It looked as if 
the game would come down to two crunching Ger-
man attacks on 19PM. But Morse, who learned to 
play by getting slapped around by GM and three-
time winner Steve Likevich, did the unexpected and 
counterattacked. He pushed two critical arty units 
out of the woods SW of Trois Ponts and advanced, 
thus limiting Paffy’s possible 19PM attack to a one-
hex affair versus the town. To 
add insult to injury, the units 
in Trois Ponts attacked Peiper, 
who retreated away from the 
town, ending the threat. 
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Can’t Stop (CNS)

Expectations were not high for this long out-
of-print game that was a Sponsored Trial. 2006 

GM Ellen Hoam brought six copies of the game—
enough for 24 players. By the time sign-ups ended, 
there were 104. Only 11 more players brought cop-
ies of the game, though, which caused some delays. 
Make sure to bring a copy of the game in 2007—
even a homemade version will get four additional 
players underway quickly.

Players seated themselves and were off and 
rolling dice in no time. Amidst much laughter and 
many loud cheers, most games fi nished in about 20 
minutes. Anyone who played cautiously, stopping 
after one or two rolls, was reminded that it’s called 
Can’t Stop for a reason!  

Dave Burkey, Jay Fox, Legend Dan Hoffman 
and Steve Cameron made it to the Final. Steve 
closed out the 12 column right away and imme-
diately became the favorite. Alas, that was the 
only column he closed out. He fi nished fourth. 
Jay closed out the 7’s and the 6’s fairly quickly. 
He then became ultra-conservative, which left the 
door open for the others. 

While Legend Dan could not get much go-
ing, Dave took some risks and was able to close 

out three columns before Jay could 
fi nish him off. Jay ended up placing 
second and Legend Dan third. The 
lesson here is when you get in the 
lead, don’t stop!

Jeff Mullet, OHDavid Burkey, PA Katie McCorry, VA

 Carcassonne (CAR)

One in fi ve players was female. This ratio held 
for the Final, where Katie McCorry (who 

qualifi ed for the Semi-Final as an alternate) beat the 
odds and became the third woman in fi ve years to 
win the championship. Overall, in eight BPA tour-
naments only fi ve people have managed to receive 
Laurels more than once—that’s 43 Laurelists out of 
a possible 48!

At 149, Attendance was just one short of that 
achieved in Carcassone’s fi rst year at WBC. Af-
ter the fi rst two heats, already more people had 
won their fi rst heat than could possibly qualify 
for the Semi-Final. Plus, two players had won 
two heats. 2006 GM Michelle Hymowitz was 
sweating the MESE tie-breakers—needlessly, as 
it turned out, because not all of the qualifi ers 
turned up for the Semi-Final. 

Blue was the winner in three of the fi ve Semi-
Final games. Every Semi-Final game had a “mon-
astery row” where most or all of the cloisters 
were played.  None of the games went over the 
two-hour time limit. In the Final, McCorry vied 
with two brothers—Mike and Jonathan Fox, Karl 
Henning, and Rob Kircher. McCorry drew four 
cloisters in her fi rst seven tile draws to take an 
early lead. It proved to be impos-
sible to catch her. 

In 2007, the format will be two-
player, continuous SE rounds. Bring 
a copy of the game!

Tom McCorry, VA
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Jeremy Spencer, NC Jeff Finkeldey, OH John Jacoby, VA

Caylus (CYL)

Caylus got off to a roaring start in its fi rst year 
of release, jumping to the third highest rated 

game on Board Game Geek and selling out its 
fi rst print run. The tournament may even grow in 
2007 with wider availability of the game.

From among the 25 semi-fi nalists, Ken Roth-
stein, Peter Putnam, Rod Spade, Christine Frattali, 
and Jeremy Spence (in initial turn order) advanced 
to the Final. Christine edged Tom Browne on a tie-
breaker in her Semi-Final to advance. Tom’s com-
pensation was sixth-place Laurels.

The Final lasted 12 turns. On the last turn, 
Rod built fi ve sections of the Tower, and Peter 
built the fi nal three. Jeremy, once again, donated 
to the Church, earning him fi ve prestige points. 
Ken earned the wrath of the king, once again, for 
not working on the Castle, which cost him four 
prestige points. After the fi nal favors were taken, 
the players turned in their excess resources. Jer-
emy turned in 10 resources giving him 60 prestige 
points and a one-point win over Peter who had no 
excess resources. Rod fi nished third with 55 points, 
followed by Christine with 48 and Ken with 41.

(It turns out that Peter was just warming up 
for EuroQuest 2007, where he took fi rst place.)

The effect of turn order is 
worth looking at this year. During 
2006, out of 31 games played, the 
player going second at the start of 
the game only won twice.

Circus Maximus (CMS)

If you think that only one thing can occupy a 
space at any one time, you didn’t play Cir-

cus Maximus in 2006. During a preliminary heat 
game, a dragged driver with 10 hits was entering 
the last turn when a chariot successfully tram-
pled him. The attacking charioteer used his last 
movement point for the attack and stopped with 
his horses above the dragged driver—protecting 
him from further attacks. The dragged driver’s 
relief was short lived when the next chariot suc-
cessfully attacked the “protector,” collapsing a 
wheel, and fl ipping it one space forward, into the 
dragged driver’s space. The dragged driver was 
actually still alive (unlike the dead horses that 
took the chariot blow) until his team dragged 
him over the wreck.

The Final was a nip and tuck affair, not de-
cided until the last turn. Karl Henning earned his 
win by displaying the proper attitude when he 
ran down a running driver who just happened 
to be his sister, Alex. He claimed he had to do it 
because “she was running right at my dinosaurs 
and might have hurt them.”

Colosseum master Jacoby has requested 
this equine butchery move to a room with bet-
ter ventilation since each heat is 
averaging 50 players. The three-
heat format with miniatures and 
Hershey’s kisses continues in 
2007, albeit at new times.

Karl Henning, CT

� 72 � 4 � A

 � MESE

� 3 hours

Tu21, Th12
SF/F: Sa16

� Ballroom B

� 75 � 5 � B

� MESE

� 4 hours

Demo: Th9 (T1)

Tu18, Fr9, Sa19
F: Su9

� Conestoga 2

Tony Curtis, OK Ted Simmons, NJAndy Lewis, DE Steve Simmons, NJ

Command & Colors (CCA)

Winning the battle of Baecula twice against 
Andy Finkel in the Command and Colors: An-

cients Final gave Tony Curtis an undefeated record 
and the plaque. Curtis was the only undefeated 
player in the tournament. The three other play-
ers who advanced to the Semi-Final—Finkel, Bill 
O’Neal, and Rob March—each lost one game dur-
ing the fi rst round and two of them also lost a game 
during Round 2. 

During Round 1, participants divided into 
groups of four for the Cannae scenario. They played 
each of the other players in their group—determin-
ing side by bidding the number of command cards 
they were willing to give their opponent. Players 
with the best record advanced. Carthage won 37 of 
the 54 games. The average bid was one card to play 
Carthage. Nine winners and seven runner-ups (de-
termined by tie-breakers) advanced. 

In Round 2, players divided into four groups 
to play the Zama scenario. Rome won 14 of the 24 
games. The average bid was 1.25 cards. The GM 
was worried about determining a winner in Curtis’ 
—where it was possible that three players could end 
with the same record, including tie breakers. The 
Gods (luck) saved him when Curtis’ Carthaginians 

buried  Allen Kaplan’s Romans. Ka-
plan gets honorable mention for his 
painted and mounted miniatures.

This year’s tournament will use 
new scenarios. 

Die Macher (DIM)

Picking up his father Steve’s baton 
from 2004, Ted Simmons took home 

the Die Macher championship and rock-
eted to the top of the Laurels list. A slot in the 
Sampler Showcase Pre-Con provided the chance 
for more players than ever before to participate, 
including all three former champions.

Other than Ted, the fi rst round winners were 
Patrick Havert, Peter Staab, and 2003 Champion 
Lyman Moquin. Patrick chose not to play in the 
fi ve-player Final, allowing Tom Browne and Pe-
ter Pollard—the two best runner-ups (based on 
percentage of total board score)—to advance. 

In the Final, single parties won three of the 
seven regions and coalitions took the rest. Staab 
and Browne each won three times, Simmons and 
Moquin won twice, and Pollard once. Region 6 
proved key to victory, as it offered the most victo-
ry points in the game and was the next-to-last one 
decided. In that region, the Moquin/Simmons co-
alition was victorious over a competing coalition 
of the other three. Tom/Peter bid 129 to take the 
fi nal opinion poll there, but the poll moved them 
DOWN, while Moquin/Simmons moved up. The 
winners naturally moved to the National Board 
the issues that benefi ted them the 
most, allowing Simmins to wrap 
up the victory over his nearest op-
ponent, Browne.  Staab won Region 
7 moving him up into third. 
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Dune (DUN)

As a newcomer to WBC and an alternate 
into the Final, Ann Marie Dilworth played 

the Fremen to victory. Her opponents were 1997 
Champion Matt Fagan (Emperor) and  four 
players who had never before played in a Dune 
Final—long-time players and Québécoise com-
patriots Stephane Dorais (Atreides) and Benoit 
Groulx (Bene Gesserit), Joel Tamburo (Guild), 
and Joe Harrison (Harkonnen).

In 2006, there was a big change in the bal-
ance of power. The Fremen, long considered the 
Faction Least Likely to Succeed, leapt from the 
bottom to the top with three wins out of seven 
games, including one default victory and the 
single best faction performance on record! The 
BG followed with fi ve victories in nine games, 
but almost all as the “weak sister” (pun intend-
ed) in three-player alliances. The Guild, another 
perennial underdog, also made a good showing 
with four wins, including the only solo victory 
this year. The other victories were evenly spread 
among the Atreides, Emperor, and the Harkon-
nen (taking a signifi cant tumble from their usual 
spot as most winning faction). 

Best Faction plaques went to Bill 
Dyer (Atreides), Matt Fagan (BG), 
Stephane Dorais (Emperor), Joe 
Harrison (Guild), Joe Abrams 
(Harkonnen), and newcomer 
Athena Padouvas (Fremen).

Diplomacy (DIP)

Until 2006, only Will Wible had managed a 
repeat victory in the Diplomacy tournament. 

Nick Benedict—2001 champion—pulled it off by 
breaking out of a three-way battle with Rob Voll-
man (Austria) and Angela Farrington (Germany) 
to score a solo win in the fi rst Round. 

The only game played in Round 2 ended in a 
fi ve-way draw at the time limit. Dennis Mishler 
(England) fi nished with the most supply centers 
(13). Strong England players led both of the games 
in Round 3. In the fi rst, Olin Hentz led a four-way 
fi nish with 13 supply centers. In the second, Rob-
ert Vollman managed 10 supply centers, despite 
the fact that all seven players were still hanging on 
at the time limit. In the end, Mishler took second, 
scoring 13 supply centers as England in one game 
and 9 as Italy in another. Scott Bowling fi nished 
third by taking 12 supply centers as Turkey and 
6 as France. 

In an unusual turn of events, England domi-
nated the 2006 tournament, leading in four of the 
fi ve games played. Best Country Awards went 
to Vollman (Austria), Benedict (England), Scott 
Bowling (France), Justin Nordstrom (Germany), 
Dan Mathias (Italy), David Sidelinger (Russia), 

and Scott Bowling (Turkey). 
Players may play in any 

number of rounds, with the best 
two scores counting. Bring a 
copy of the game with you. 

Nick Benedict, CA A. Dilworth, NYTom Pasko, CT Brad Johnson, IL
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Greg Thatcher, FL Rich Meyer, MARob Flowers, MD

El Grande (ELG)

Defying the odds—with only eight players 
earning Laurels more than once in eight 

years—Greg Thatcher, who fi nished sixth in 2005, 
took home fi rst-place honors. He managed to open  
a nine-point lead on the fi rst turn. In response, Eric 
Freeman emptied Greg’s home province of men, 
and Paul Murphy took control of it. 

Everyone bid low on the third turn, allowing 
Greg to get the King card with a bid of 7. He was 
able to use his pieces in the Castillo to retake his 
home province during the scoring phase, so he 
did not lose the lead. At the end of the fi rst scor-
ing round he had 35 points while Eric, his nearest 
competitor, was held to 23. During the next three 
rounds he moved the King twice more and opened 
up a 15-point lead over Eric.

On Turn 7, Eric went second, moving the King 
and setting up third-place player, David Gubbay, 
to take a “Score the fi rst place in all regions” card. 
Since Greg was currently not in fi rst place in any 
region, Eric would have scored 15, tying Greg, and 
David would have scored 12, with Brian Kirchner  
and Paul scoring 10 and 9 points respectively. David 
elected to burn the card. The next turn, Greg went 
fi rst and chose a “Score any region” card, which 

pretty much sealed the game.
In 2007, adjudication for long 

games will be simplifi ed. Further, 
the GM will clarify many more of the 
rules questions.  

Empire Builder (EPB)

After 23 fi rst-round games and a fi ve-game Semi-
Final, veteran railroad competitors Chuck Fos-

ter, Harald Henning and Rich Meyer faced relative 
newcomers John Clarke—more commonly found 
playing classic hex-style wargames—and Winton 
Lemoine, who spends most of his convention at the 
Euro tables.

The Tax Card came out early in the Final. Rich 
and Harald owed $10 in taxes and were the only 
players to be penalized. Rich played a frugal game 
and was the only player not to upgrade to the Su-
perfreight. Rich only made one trip to Spain during 
the game, and that was to satisfy dual demands for 
Steel and Potatoes to Valencia. In fact, he elected not 
to build into Spain at all. Instead, he rode Chuck 
Foster’s line three turns in and out of Valencia.

The money Rich paid to Chuck appeared to give 
Chuck the edge, as he was just a few dollars short 
of victory and on his way to make his fi nal delivery; 
however, to everyone’s surprise, Rich shocked the 
table by announcing an unexpected and unconven-
tional win. The fi nal results were Rich Meyer 253, 
Chuck Foster 242, Harald Henning 228, John Clarke 
191, and Winton Lemoine 173.

Over the course of the tourna-
ment, all Empire Builder variants, ex-
cept Nippon Rails, got some playing 
time. Thanks to Assistant GM Bob 
Stribula players even tried a devel-
opment copy of Martian Rails. 

Tom Dunning, NY
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Rich Meyer, MA Ken Whitesell, PAArthur Field, SC Nathaniel Hoam, OH

Facts in Five (FI5)

After four rounds of categories such as 
Tall Sailing Ship Parts, Van Damme 

Movie Titles, Bahamian Islands, Dow 
Jones 30 Industrials, O.C. Characters, Napoleon’s 
Marshals, Counties of England, and Gettysburg 
Generals, Eric Brosius led the pack with a gross 
score of 483. Other players who qualifi ed to advance 
with him to the fi nal round were Jason Arvey, Matt 
Amitrano, Paul Bean, Ted Drozd, and Rich Meyer.

In the Final, all scores were reset to 0. Catego-
ries were: Penguin Breeds; Declaration of Indepen-
dence Signers; Kentucky Derby Winners, Cruise 
Lines and Rolling Stones Albums over the letters A, 
E, F, M and R. This puzzle was diffi cult, with sev-
eral slots having only a single correct answer (such 
as “Epirotiki” for cruise lines). 

When the pencils came to rest and the brain 
cells recovered, Rich managed to squeak out a win, 
with seven correct for a score of 40. Although he 
didn’t know much about any category, he man-
aged to get at least one right in each column. All six 
knew Adams signed the Declaration, but only three 
remembered Ben Franklin did too! 

Oddly, only three of them thought to write 
“Rolling Stones” as an album title for the Stones. 

Only Meyer could name two Derby 
winners, getting Affi rmed and Ferdi-
nand. Sadly for Eric, who needs to va-
cation a bit more, he couldn’t name a 
single cruise line.

Football Strategy (FBS)

In Football Strategy circles Ken Whitesell is 
known for a unique style of play: He never 

punts. He could be fourth and 25 from his own 
1, and he’ll still go for it. This style of play has 
yielded some shocking upsets over the years and 
a whole lot of losses. What would happen against 
six-time champ Bruce Reiff?

Bruce won the coin toss and elected to receive. 
He was confi dent, as he’d never lost a game to 
Ken. Bruce began his march down the fi eld, but his 
drive was cut short by an interception. Ken was 
unable to capitalize on it and, four plays later, he 
PUNTED! Bruce began driving again, only to be 
stopped short by yet another interception. Again, 
Ken couldn’t crack Bruce’s defense and he ended 
up punting! At the half, Ken was up 14-7.

At the start of the fourth, it looked like Bruce’s 
air game was going to pay dividends, but Ken’s 
defense read the pattern and neatly stepped in to 
intercept the ball. (He went on to get a fourth in-
terception before the end of the game.) With eight 
minutes left, the score was still 14-7. The pressure 
was on Bruce, who took it into the end zone with 
four minutes left. It was looking grim for Ken, but 
with just over a minute and a half to go, he got into 
fi eld goal range. The kick was good.
Ken’s upset loss stripped Bruce of his 
crown and denied him the chance to be 
the only person ever to achieve a WBC 
Grand Slam with four Century wins!
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James Pei, TX Jason Levine, NYMark Herman, MD Ilan Woll, CT

For the People (FTP)

In an early round, Chris Byrd—a card shark on the 
rise—managed to capture DC from Pei’s Union 

forces, but alas, he resigned in late ‘62 due to the 
rapid collapse of the Confederacy and the immi-
nent arrival of Unconditional Surrender Grant.

Thus, reminiscent of the famous K versus K 
chess championships (Karpov versus Kortchnoi or 
Kasparov), it was another D versus P (Dockter ver-
sus Pei) Final matchup. To start things off, Dockter 
asked the GM to roll the die to determine side. He 
hoped that it would give him better luck in getting 
the CSA. The look on his face was priceless when 
the plan failed. Late in the game, Dockter had to 
survive two consecutive turns of hair-raising card 
plays. His Union forces successfully fought against 
Bobby Lee’s Army and rolled back the Rebel incur-
sion into Ohio. Then he weathered the play of Ma-
jor Campaign and Choctaw Indians cards that saw 
the destruction of the Army of the Cumberland 
under Little Mac. He never lost DC, but in the end, 
a few critical errors in his placement of leaders and 
forces allowed Pei to gain the upper hand and his 
seventh championship.

It was one of the toughest fi elds ever, with all 
but four players participating for three or more 
years. Of note, Foreign Intervention was achieved 

twice. One was by Bob Sohn in 
his Round 1 match against Carl 
Copeland and the other by Pei 
in the Final. 

Formula De (FDE)

Despite the perception that Formula De favors 
those who roll the best dice, the Final featured 

many former champions and laurelists. Finalists 
started on the fast and challenging Brazil track in 
the following order: 1. William Kendrick, 2. Bob 
Runnicles, 3. defending champ Jason Levine, 4. 
David Rohde, 5. Paul Murphy, 6. Doug Galullo, 7. 
2001 champ Roderick Lee, 8. Tom Vickery,  9. Robert 
Hahn,  and 10. Chris Hancock. 

Levine pulled into an early lead. Halfway 
around Lap 1, Runnicles’ car lost an engine point, 
leaving a road hazard in its wake. Vickery’s car lost 
its last suspension point running over this hazard, 
and he became the fi rst casualty. Murphy was next 
to go, his car suffering a blown engine early on Lap 
2. Hahn crashed on the tough “S” curve on lap 2. 
His was the only car lost in a crash. In a fi rst, Ro-
hde’s car lost its last engine point just as he entered 
the pit. The GM ruled that since destruction occurs 
at the end of the move, and repair occurs after the 
move, the car was out of commission.

Meanwhile, Levine’s early lead evaporated. It 
became a three-way race between him, Runnicles 
and Galullo. The latter two fell back late in the third 
lap, and Levine became the fi rst player to repeat as 
FDE champion. Runnicles and Galullo took sec-
ond- and third-place, respec-
tively, while Kendrick, Lee, 
and Hancock, in that order, 
rounded out the laurelists. 
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Matt Evinger, PA ‘T. Richardson, VAChris LeFevre, AZ John Pack, CO

Formula Motor Racing (FMR)

Champion Matt Evinger proved that sometimes 
it is just smarter to be lucky than it is lucky to 

be smart in the Formula Motor Racing tournament. 
The Final was only the third time EVER he had 
played the game (the fi rst two being a heat and the 
Semi-Final). Don’t discount  Matt’s skills, though, 
as he has 103 Laurels in his WBC wreath.

There was quite a bit of carnage in the Final, with 
at least four cars knocked out of every one of the six 
races. Matt managed to score at least one car—usu-
ally two—each race. Contrary to his normal style of 
play and his opponents’ best efforts to “Kill the Lead-
er,” he stayed in the lead almost the entire game. In 
the last race, all Matt needed to do was prevent his 
closest challengers from scoring a fi rst and second or 
manage to score with his own cars. Every attempt 
to drive him to the back of the pack was foiled by 
Matt’s possession of the perfect combination of cards 
to get back into scoring position and to split up all 
the other cars. He managed to score with both cars to 
win the tournament with a fl ourish. 

This event continues to demonstrate the talent 
of the under-30 crowd, with three of the Laurelists 
in that category. Rounding out second through sixth 
were Mike Coomes, Devin Flawd, Katie McCorry, 
Brandon Bernard, and Chris Janiec. 

Each heat is six races with 
the same opponents. Players 
must stay for all six races. 
Winners advance to the Semi.

Gangsters (GSR)

Unable to hold onto top honors to take his 
third championship in a row, Nick “Dusk” 

Henning, nevertheless, fi nished a respectable sec-
ond. Defeating him was Thomas “The Mumbler” 
Richardson, playing in his fi rst WBC Gangsters tour-
nament. This fresh-faced godfather is no novice to 
the game, though, considering that both his father 
and brother also made it into the Semi-Final round. 

All of the fi nalists saved $400 during the ini-
tial setup and gang purchase, poised for fi rst-turn 
upgrades. GM and two-time champion John “The 
Viper” Pack started with three Green joints, Dusk 
started with both one-jump Blue joints, The Mum-
bler and Steve “Dancin’ Man” Cameron each had 
two Yellows. All took fi ve Racketeers to the streets.

Dusk wasted no time raising cash. He scored 
payoffs of $1,600 and $1,200 on the fi rst two turns. 
By that time, The Viper was down to a single move, 
as a result of his Racks’ popularity with the ladies. 
He purposely left the Public x3 in Dusk’s $300 joint 
to refocus the other players’ attention. Although the 
strategy worked, Dusk continued strong. On Turn 
5, he collected $2,300 and on Turn 7 another $1,500. 
On Turn 9, Dusk broke even for the turn, 
while the Mumbler took in $3,200, fol-
lowed by a $3,100 payout on the subse-
quent turn, which allowed him to de-
clare victory with $11,500. It’s the third 
year in a row that the “Sneak up with 
Cash” strategy won the championship. 
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Ed Menzel, CA Chris Trimmer, TXVince Meconi, DE Bruce Reiff, OH

Gettysburg ‘88 (GBG)

Not satisfi ed with last year’s brides-
maid status, Ed Menzel won Gettys-

burg ‘88 in 2006. He fi nished with a 6-1 
record and bested three-time champ Allen Kaplan 
in the Final. Allen had led all qualifi ers in the pre-
liminary rounds with a 4-0 record. 

The Kaplan-Menzel Final rematched a pre-
liminary contest in which Allen’s Union forces 
prevailed, the only Menzel loss of the tourney. 
The sides switched this time, with Allen taking the 
South for a 3.0 bid. Union strength showed early, 
repulsing two Confederate attempts at Culp’s Hill 
and infl icting a 2-step loss during a Rebel attack 
on Cemetery Hill. The latter resulted in the South 
passing the chit to the Union and taking Cemetery 
Hill on the reroll. But during the Union turn, the 
Blue retook the hill and cracked the fi rst Grey 
infantry stack. The Union withdrew from Culp’s 
and Cemetery Hills to set up deeper defensive po-
sitions during Turn 8. On July 2, smaller units were 
eliminated on both sides, but the Union could 
better afford the attrition. The Union would not 
return the chit even when the dice went against 
them, which paid off when the CSA took double 
infantry step losses on Turns 11 and 12, with the 
USA retaking Cemetery Hill. With their losses too 

steep at that point, the Confed-
erates surrendered. Greg Smith 
fi nished third at 4-4 and Dave 
Zimmerman took fourth.

Goa (GOA)

As in 2005, the trade winds of the East Indies 
did not favor last year’s Laurelists. Defend-

ing champion Kevin Walsh did not make it out of 
the preliminaries, and runner-up Arthur Field fell 
in the Semi-Final, leaving four new faces to contest 
the Final.

Using the game designer’s rule modifi cation 
requiring players to discard prior to an expedition 
card draw that would put them over the maximum 
number of hold cards helped bring the power of the 
expedition card track back in line with other strate-
gies. Out of 21 games, the winner built all four colo-
nies 13 times, scored the highest points from expe-
dition cards 12 times, scored the most points from 
tile bonuses nine times, and had the most money 10 
times, a very balanced mix.

 Chris Trimmer, Rod Spade, Jason Levine, and 
Alex Bove met in the Final. At the halfway point, 
Rod and Chris were leading; they got there in almost 
reverse fashion. Chris won seven of the 20 auctions, 
while Rod won only three. Entering Phase B, Rod 
seemed to have a large war chest, but Jason’s peri-
odic visits to the money track left him just enough 
cash to thwart Rod’s bidding. Chris was the benefi -
ciary. He extended his auction dominance, winning 
eight bids to his opponents’ four each. Chris ended 
the game with a tournament high 
score of 54. Rod took second with 47.  
Jason’s late game play propelled him 
into third with 41 points.
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Chris Withers, CA George Seary, NYDave Cross, VA Lyman Moquin, DC

Great Campaigns of ACW (GCA)

After two days of battles, six-time and defend-
ing champion Chris Withers had garnered fi ve 

wins and a bye in the fi rst elimination round. 
Tense battles in The Wilderness advanced 

Justin Rice, Steve Likevich, and Rob Doane to the 
Semi-Final, the Battle at Bethesda Church. In that 
battle, Chris came from behind to take the lead 
from 2005 third-place Laurelist Likevich. Steve set 
up a counterattack with assault and grand assault 
that would have brought victory if he lost the battle 
die roll differential by 2, but alas, he lost by 3. In 
the other battle, tournament newcomer, but very 
experienced PBeM player, Justin defeated 2005 
runner-up Rob.

The fi nal battle of the tournament was Bloody 
Spotsylvania. Justin’s Union forces pushed hard 
and momentarily captured Spotsylvania Court 
House. Though Chris pushed him out, Justin was 
still in a good position. However, Chris’s strategy 
of “positive combat dice rolls” in the majority of 
the battles worked yet again, and the Union Army 
suffered massive casualties in frontal assaults 
against the fortifi ed positions. It was enough to 
give Chris his WBC record seventh consecutive 
championship.

 In 2007, four people will advance to the Semi-
Final. Advancement will be based on 
BEST record with non-participation 
in a round counting as a LOSS. Points 
will be used as the tiebreaker. 

Hammer of the Scots (HOS)

Repeat, but in a different way, is how George 
Seary successfully defended his title. In each 

of fi ve games, he bid for the Scots, then consoli-
dated his position in the north, ignored any attacks 
on his isolated southern nobles, and slowly rolled 
his way South. None of his games were blow-outs. 
His total margin of victory for all fi ve games was 
only ten, but it was enough for him to run the table 
and walk away with his second championship.

Most players bid to play the English, and the 
English won the majority of games, in many cas-
es entirely eliminating the Scots. Runner-up Ric 
Manns managed it twice, once against 2004 cham-
pion Lyman Moquin. In the Semi-Final, undefeated 
Seary took on Ray Freeman, 2-0-1, while Manns, 
at 2-1, faced undefeated Alfred Smith. Both games 
fi nished with identical noble counts, but Seary had 
10 Scots, while Manns had 10 English. This set the 
stage for a promising Final.

The last turn of the Final started with an even 
noble count. Wallace went west and grabbed Ar-
gyll, giving Seary a 9-6 edge. Then Seary tried to cut 
off Edward II by sneaking the Norse behind English 
lines. He failed, and Manns grabbed Lennox. Go-
ing into the last card, it was even again, but Seary 
retook Lennox, while King Balliol—
struggling to retake the rebellous no-
bles—got Ross back to the Scot side. 
The game ended with Seary control-
ling nine nobles to Manns’ fi ve.
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Jim Heenehan, PA John Wetherell, PAStuart Tucker, MD Ed Beach, MD

Hannibal (HRC)

About a dozen players were still in the 
hunt for wood at the fi nal round. All 

players (except perhaps Randall MacIn-
nis) were convinced that Carthage has the advan-
tage. Over the course of the tournament, Carthage 
won 39 games to Rome’s 31.

The championship between Jim Heenehan’s 
Romans and Scott Moll’s Carthaginians began 
with Hannibal crossing the Alps on Turn 1. Car-
thage lost two Messengers to Rome in the next 
three turns, and Marcellus forced Hannibal out 
of Italy. However, his and Nero’s invasion of 
Africa was beat back by Hasdrubal. Then, on 
Turn 5, Syracuse joined Carthage, only to fall to 
Scipio’s two-year siege. Hannibal’s second inva-
sion of Gallia was squashed by Scipio in Turn 8, 
and Cato hampered Roman options from Turn 7 
onwards. Mago’s invasion of Sicily was repelled 
by Marcellus and Paulus on Turn 7. Hannibal was 
run down by Scipio’s forced march on Turn 8, al-
lowing (with the aid of Philip making peace on 
Turn 9) a conversion of northern Iberia and a 10-8 
Roman province count at game end. 

His win demonstrated that Heenehan’s ear-
lier WAM championship was no fl uke. He joined 
Chris Byrd as the second serial champ in the 

tournament series. Other Laurelists 
were 1997 champion Jim Doughan, 
Gary Andrews, 2004 champion Chris 
Byrd, and Thomas Richardson.

Here I Stand (HIS)

France, which fi nished poorly in the preliminar-
ies, won three of the four Semi-Final games. The 

Hapsburgs took the last one. Experience proved 
crucial in getting to the Final. Playtesters Bryan Col-
lars (Protestant), Ken Richards (Ottoman), and Al-
len Hill (Hapsburgs), plus Charles Hickok (France) 
and highest non-winning scorers Chris Striker (Pa-
pacy) and John Wetherell (England) advanced.

On the fi rst turn, the Protestants and Ottomans 
formed an unholy alliance. At the start of the second 
turn, England played Dissolution of the Monaster-
ies and ended up drawing Copernicus. On Turn 5, 
all spaces in England (up to the Scottish border) 
had reformed. In retaliation, the Papacy debated 
Coverdale and Tyndale, burning them both. By 
turn’s end, the reformed faith was nowhere to be 
found in England.

Entering the last turn, VP totals were 21-21-
19-21-19-17. Extremely close. The strong lead held 
mid-turn by the English and Protestants had been 
erased by the debating skills of Cajetan and Pole. 
At the end of the turn, England held the lead by 
just one VP over the Hapsburgs and France. They  
were each sailing west to conquer the Inca. Allen 
picked Pizarro as his conquistador, needing only 
an 8 on two dice. He rolled a 7. France also failed. 
Thus, despite only one other Eng-
lish victory in the tournament, they 
came out on top and John Wetherell 
had an upset victory.
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Craig Yope, MI Dale Long, NJKevin Youells, FL Justin Thompson, VA

History of the World (HWD)

When only six of the eight winners elected to 
advance, the tournament went directly to a 

Final, where Craig Yope was fortunate enough to 
draw both the Romans and Arabs.  His use of the 
minor empire cards complemented his existing 
positions quite well. Despite getting the Vikings 
and Aztecs/Incas in epochs 5 and 6, he held a 
one-point lead going into the last turn. 

Chris Trimmer drew and kept Russia for the 
opportunity to score fi rst.  He got an impressive 
50-point score. Next was Yope with the Manchu 
Dynasty. He lost most of his army to a single unit 
in an ill-fated Chinese campaign, but still managed 
to score 40 points based on earlier gains. TJ 
Halberstadt gave the Netherlands to Jamie Tang. 
She used the Reallocation card to score 37 points 
and move into third place. Jamie gave France to 
Kevin Youells, who combined it with a Leadership 
card and the Nippon minor empire to score an 
epoch-high 53 points. He was still fi ve points 
behind Craig. Craig had to hand Britain over 
to Duane Wagner. He did his best to expand the 
empire but was still unable to catch the leaders. TJ 
was the last to move and was “rewarded” with the 
United States, which was its usual touch of death. 
He was only able to score 36 points for the round. 

Craig’s fi nal score of 191 was enough 
for the win. 

Only the Hasbro version of the 
game will be used in the tournament.  

Kingmaker (KGM)

For the 11th consecutive year, three-time win-
ner Justin Thompson made it into the Final. 

Dan Long, Dave Huss, Stan Buck, Scott Beall, and 
Scott Smith joined him. About 2-1/2 hours into 
the game, an unusually quiet Thompson fi nally 
attacked. He crushed Smith, who was left with 
only Percy, in refuge in Scotland with Edward. 
Smith’s Plantagenet, Roos, and Berkley died. 
Thompson collected a town and about 70 points 
in mercs. Three players later, Huss used Scrope 
to kill Edward of the March, leaving Thompson 
heirless. Only two heirs were left: Long with Ed-
mund and Smith clinging to Edward Lancaster. 
About 30 minutes later, Long’s faction went to 
Canterbury where he crowned Edmund the King 
of all England. He left Canterbury on his next 
turn. Lucky for him, because plague hit the city 
shortly afterward.

With one hour to go, Long and Smith both had 
heirs but weak factions. Buck had quietly built 
up his forces, and he pounced on Smith when he 
emerged from refuge. Buck had the odds, but Smith 
had the heir. The only thing that could save Smith 
was a “bad weather delays attack.” With the odds 
so stacked against him, Smith killed his heir rather 
than fi ght it out. Since Long had the only heir left, 
he won and was crowned KING-
MAKER! The players drew the combat 
card, and it showed BAD WEATHER! 
Smith would have survived. 
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Kremlin (KRM)

Long suffering Pete Stein endured endless tra-
vails in his fruitless quest for victory during his 

11 years as GM. Finally, when he could take it no 
more, he turned over the reins to three-time champ 
Steve Cuccaro and melted into the crowd like a ban-
ished Russian politician shuffl ing off to the gulag.

Pete, Chris Geggus, Sean McCulloch, and Joe 
Delaney advanced to the Final. There was heated 
competition for control of Nestor, who eventu-
ally resided in Chris’ camp. Chris managed two 
waves on the fi rst three turns, but on Turn 4, the 
health die derailed his quick win. 

Pete used a clever card play to bust the For-
eign Minister to the people after the fi rst round 
of votes for the new Party Chief. That put him in 
total control of the election. His young, healthy 
party chief gave him an easy wave...before falling 
sick and failing to make it through the parade on 
Turn 5. Same old Pete...but to the amazement of 
all, Pete succeeded on the next two die rolls and 
FINALLY managed to win the game and the tour-
nament, ending his torment.

During the 11 preliminary games, players 
won fi ve by getting three October Parade waves 
from a controlled Party Chief, three by control-
ling the highest active politician in the Politburo 

when there weren’t enough left to 
fi ll the offi ces, and three on turn 
10 by controlling the highest active 
politician at the end. 

Liar’s Dice (LID)

Two Dan Hoffmans made it into the Semi-Final 
round, but only one emerged. It wasn’t the 

Legendary one who won the championship last 
year. Pitting their skills against Dan were Kathy 
Kilroy, Erik Arneson, Greg Thatcher, Patrick Shea, 
and Devin Flawd. Dan started the bidding and 
the visage of the happy fi nalist’s faces instantly 
changed to bluff mode.

Devin was the fi rst casualty and was serenad-
ed with the now famous “Kiss Him Goodbye” 
song. With his departure, there were only seven 
dice left. The next round Dan worked the bid to 
fi ve 1’s and Kathy called. Dan was left with just 
one life remaining. On the next challenge Kathy 
bid three 4’s, and Erik called. It was an exactor, 
which relegated Erik to fi fth place and left the four 
remaining players with a single die. 

Greg bid two stars and Patrick called with one 
showing to crown Greg with fourth-place Laurels. 
Next, Kathy bid one star, and Patrick called her 
bluff. He was greeted by the fi fth exactor of the 
game and his own eviction notice. It came down to 
a battle between Kathy and Dan to see who would 
emerge as the champion.

Kathy started the bidding with a star, which 
was a big mistake. Dan upped the ante by bidding 
two-2’s. Kathy called, and when the 
cups were revealed Kathy had a star 
and Dan had a 2. Kathy picked the 
wrong time to tell the truth. 
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