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‘Dungeons & Dragons,’ board
games making a comeback
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Joshua Black, left, prepares to move a D&D game piece, as Stephanie Kao looks on.

Roll of
the dice
- From cards to boards
- to D&D, Boulder

gamers have plenty of

offline options for
getting their game on
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By Vince Darcangelo
For the Camera

hose outside the gaming

world may have missed

the news that “Dungeons

& Dragons” — the
legendary fantasy role-playing
game in which players assume
the roles of paladins and wizards
and battle mythic creatures with
a set of polyhedral dice —
released the fourth edition of its
series on June 6.

The new edition consists of
three rulebooks — the “Player’s
Handbook,” “Dungeon Master’s
Guide” and “Monster Manual”
— which can be purchased sepa-
rately (entry-level players simply
need the “Player’s Handbook” to
get started) or packaged togeth-
er as the “Core Rulebook Collec-
tion.” The rule changes in the
new edition are designed to add
more action to the game play and
make it more accessible to entry-
level players.

In honor of the release, Satur-
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day was declared Worldwide
D&D Game Day, and scores of
locals celebrated at Boulder’s
Karliquin’s Game Knight and
Time Warp Comics. Both stores
hosted in-store games to com-
memorate the release.

At Karliquin’s, 3330 Arapahoe
Ave., a few dozen gamers gath-
ered outside the shop a full hour
before it opened in anticipation,
and from open to close Karl
Schwols, the store’s owner, host-
ed three tables of games spread
across two rooms. Within two
hours of opening, roughly 50
people had come through the
store to check out the new edi-
tion, get in on a game or just
start up a conversation with oth-
er gamers, like Mira “Spider”
Rookey, 28, and her daughter Sa-
mantha Rose, 11.

For Rookey, who started play- :

ing D&D when she was 12, the
game provides respite from a
hectic daily life.

“I need to have two days a

Scbtt Thorne, of Longmont, conte
Dragons” at Karliquin’s Game Knig

week where I don’t have to be
part of this mundane world and
be part of something fantastical,
she says.

Human touch

It’s this element of fantasy tha
has had people convening
around tables and rolling dice fo
hours at a time since D&D de-
buted in 1974. But gamers say
it’s the human element that
keeps them coming back, espe-
cially in an era where video
games have reached a level of
sophistication inconceivable 34
years ago.

“It’s a social event,” says Jaso1
Ledue, 34, who has been playing
D&D for 26 years and showed

- up at Karliquin’s to help run

games as a Dungeon Master.
“Online gaming is not sociable.
You're missing the sitting and
talking to people.”

D&D sessions, he says, in-
volve more than just gaming. A
group of friends get together an
catch up on each other’s lives
and share jokes and compan-
ionship, similar to a poker night

“There are large communities
of people who like to play D&D,
says Schwols, 38, and he should
know. In addition to having
owned Karliquin’s Game Knight



Get your
game on

Karliquin’s Game Knight
3330 Arapahoe Ave., Boulder
303-545-1745
www.karliquin.com

Time Warp Comics
3105 28th St., Boulder
303-443-4500
www.time-warp.com

hile playing the newest edition of “Dungeons &

It’s Your Move

1219 Pearl St., Boulder
303-938-9225 -
www.itsyourmovegames.net

Boulder Gamers :
http://groups.google.com/
group/BoulderGamers

Online

Watch video from Worldwide
D&D Game Day at Karliquin’s
Game Knight.
www.dailycamera.com/video
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11,000 entrants, his fantasy
world, Eberron, was chosen to
be the newest neighborhood
in the D&D community. It was
released in 2004, winning an
Origins Award (the Oscars of
the gaming world) that year
for Best Roleplaying Game
Supplement.

“Eberron is a fantastic
world,” Schwols says. “When I
play D&D it has to be Eber-
ron. It’s that good.”

Baker describes Eberron as
a world that has just come to
the end of a bloody civil war
and the populace is wary of
more bloodshed. But a myste-
rious catastrophe presages
there may be more to come.

“It’s kind of like someone’s
dropped an atomic bomb, but
nobody knows who,” Baker
says. “It has this feel of the
end of World War I and the
beginning of World War II.”

Eberron offers more action-
adventure and espionage than
traditional D&D worlds due to
Baker’s love of pulp fiction and
film noir. He says players have
described Eberron as “Lord of
the Rings” meets Indiana
Jones. .

Eberron is currently being
tweaked for D&D’s fourth edi-
tion and the new edition will
be released in 2009. Baker
also has written a series of fan-
tasy novels set in Eberron. His
fourth*book;, “The Queen of
Stone,” will come otit in No-
vember, and he’s putting the
finishing touches on a fifth.

Baker has also created a
card game, “Gloom,” which
won a 2005 Origins Award for
Traditional Card Game of the
Year and has launched two ex-

pansion packs. He is currently .

finishing the creation of a
third expansion for the card
game. He is also working with
Louisville-based Net Devil, a
game development company,
on the creation of a science-fic-
tion video game.

Baker likes the changes in
the new edition of D&D, such
as the addition of an online
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component, D&D Insider, a
subscription service that pro-
vides gamers digital tools to
enhance their role-playing ex-
perience. It's not a video
game, but a chance for players
to create digital maps and
characters.

Most significantly, it gives
gamers the chance to play on-
line with other gamers. While
this last change seems to run
counter to the social benefits
of the tabletop version, Baker
says it provides an opportunity
for old friends to reconnect de-
spite living in different parts of
the country.

“Personally, I like gaming
around a table if I have the
choice,” he says, but adds that
D&D Insider gives him the
chance to occasionally play
with his high-school gaming
group, even though the mem-

‘bers now live in four different

cities.
“It’s basically to allow you to

play with your friends even
though you’re not physically
there,” Schwols says.

But he’s quick to add that
the online component will nev-
er replace the tabletop game
play that has made D&D such
a success. 2

“It’s a social game. You just
can’t duplicate that online,”
Schwols says. “You can’t sit

around and talk about a movie

and then play a game.”

And that’s why, gamers say,
offline gaming remains such a
popular pastime.

“Gaming is good, clean fun,”
Brewer says. “It uses the
imagination because you have
to create your own strategies.
You're interacting in a social
environment because you're
not sitting on the couch watch-
ing television or playing video
games.”

Contact Vince Darcangelo at
vdarcangelo@yahoo.com.
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Alissa Baumbach laughs while playing the newest edition of “Dungeons<&Bragons” Saturday at Karliquin’s Game Knight in Boulder.
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“Killer Bunnies” games on the shelf at It’s Your Move on the Pearl
Street Mall.
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