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BEN WOERNER, by day, is a mild-mannered hus-
band, father, and marketing manager for his familyôs 
business. By night heôs a game designer. Having run 
games for over a quarter century he finally began to 
design them. In August of 2014, he published 
World of Dew, a samurai noir roleplaying game and 
sequel to John Wick's Blood & Honor. He's also 
written for John Wick Presents in Blood & Honor 
and Wield, as well writing for Call of Catthulhu. 
 

Heôs currently working on the first supplement to World of Dew called The 
Sound of Water. It is full of chapters from some of the industry's hottest 
authors and artists. It should arrive in December of 2014. After that he's 
thinkin' of moseying over to the Old West for a bit, and then later download 
his avatar into a cyberpunk world. Maybe one day he'll get to write about 
magical kung-fu kids who can save the world. 
 
Heôs a big fan of mitigated success and aspects in game design. He is an 
even bigger fan of his soccer playing daughter (sheôs a keeper), his gruff, 
adorable, little man, and the loveliest of all women, his wife, Emily. 

  

DAVID NIECIKOWSKI is a published game designer 
and recognized expert on using traditional games 
with families and students. Since 2000 over two 
dozen of his board games, role-playing supplements, 
books, and articles have been published. David has 
also worked as a freelance marketing and event 
consultant with scores of industry companies such 
as Alliance Game Distributors, Gen Con, Wizards of 
the Coast, Upper Deck, Mayfair, Rio Grande, AEG, 
and Out of the Box. David is now in the dissertation 

stage as a University of Arizona Ph.D. student where his interests include 
advocacy and research in traditional game literacy. David will be document-
ing RinCon for his educational YouTube channel on gaming. 
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For the last 20 years, JOHN WICK has designed 
over 20 games including Legend of the Five 
Rings, 7th Sea, Wicked Fantasy, Orkworld, Cat 
and Houses of the Blooded. He still lives in Phoe-
nix and still collects orks. 

MARISSA KELLY grew up in New Mexico with 
roleplaying as a favorite hobby. From a young 
age, she was inspired to draw the characters 
and scenes from these stories and as an adult, 
MK finds herself illustrating modern RPGs as 
well as designing them. 
 
With her partner, Mark Diaz Truman, she 
founded Magpie Games in early 2011 and cur-
rently serves as Magpieôs Sr Art Director and 
one of its designers. 

MARK DIAZ TRUMAN is the co-owner 
of Magpie Games, founded in 2011 with his 
partner, Marissa Kelly. Mark is a passionate 
roleplayer and designer, and the author of two 
Kickstarter-funded RPGs: The Play's The Thing 
and Our Last Best Hope. In addition to his work 
on indie RPGs, Mark is also the Systems Lead 
for the new Firefly RPG from Margaret Weis 
Productions and the President of the Indie 
Game Developer Network. 

http://www.magpiegames.com/
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ROSS WATSON is an award-winning game designer 
with more than 50 credited titles, including work as 
Lead Developer for the Warhammer 40K Roleplay 
line and on the Accursed setting for Savage Worlds, 
design work on Star Wars: Edge of the Empire, 
Shadowrun 5th Edition, and more. He is the host 
and producer of the Gamerôs Tavern podcast, and 
he is the Managing Director for Evil Beagle Games, 
publishers of the Shaintar setting for Savage 
Worlds. He also wrote the storylines for the video 

games Darksiders II and Warhammer 40K: Regicide. 

SETH JAFFEE is a published game designer and 
developer, but is probably best known for his affili-
ation with Michael Mindes and Tasty Minstrel 
Games. Seth was a behind the scenes supporter 
of TMG from the beginning and is now an official 
member of the TMG team, discovering games, 
developing them, and helping to usher them 
through the production process. 
Seth's first published title was Terra Prime, a 
somewhat obscure but solid euro style game. His 
best known title is Eminent Domain, the first big 

Kickstarter success, and the first game to use the deckbuilding mecha-
nism in a game that's not just about deck building. The first expansion 
to Eminent Domain (Eminent Domain: Escalation) just came out a couple 
of months ago, and a second one is in the works. 
Seth has also done extensive development work on many TMG titles in-
cluding Belfort, Ground Floor, Kings of Air and Steam, and Captains of 
Industry as well as (Belfort: The Expansion Expansion), the upcom-
ing Bomb Squad, and the World Fair expansion to Kings of Air and 
Steam. 

In addition to his work on game design, development, and publishing 
with TMG, Seth may also be known as the president of the Southern 
Arizona Gamers Association (SAGA), the organization that puts on  
RinCon, a game convention in Tucson, AZ in October. 

http://www.boardgamegeek.com/boardgame/22485/terra-prime
http://www.boardgamegeek.com/boardgame/68425/eminent-domain
http://www.boardgamegeek.com/boardgameexpansion/136313/eminent-domain-escalation
http://www.boardgamegeek.com/boardgame/50750/belfort
http://www.boardgamegeek.com/boardgame/38765/ground-floor
http://www.boardgamegeek.com/boardgame/111732/kings-of-air-and-steam
http://boardgamegeek.com/boardgame/131449/captains-industry
http://boardgamegeek.com/boardgame/131449/captains-industry
http://www.boardgamegeek.com/boardgameexpansion/141320/belfort-the-expansion-expansion
http://boardgamegeek.com/boardgame/142267/bomb-squad
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SEAN PATRICK FANNON (aka "Big Irish" or SPF) 
has been professionally involved in tabletop 
RPGs, computer games, and entertainment for 
over a quarter century. His dozens of projects 
have included Hero Games' Champions product 
line; both West End's and Fantasy Flight's Star 
Wars RPGs; various World of Darkness books; 
and the Savage Worlds Epic High Fantasy set-
ting, Shaintar. 
He was the Events Coordinator for GAMA 

(helping run both Origins and GTS), and chronicled the entire roleplaying 
game hobby and industry in The Fantasy Roleplaying Gamer's Bible, which 
sold over 10,000 copies. He worked for DriveThruRPG & RPGNow as the 
Marketing and Communications Director. 
Sean now focuses on his own gaming company, Evil Beagle Games ("Bad 
Dog. Good Games"), as well as some freelancing and consulting with other 
companies. 

SHANE HENSLEY is a freelance writer, game de-
signer, game store owner, publisher, novelist, 
computer game designer, business consultant, 
and entrepreneur. Heôs also served as a lead on 
massively multiplayer online games such as City 
of Heroes / City of Villains, and was an Executive 
Producer on such titles as Cryptic Studios Dun-
geons & Dragons: Neverwinter MMO RPG, and 
Trion Worlds and Petroglyphôs End of Nations. 
He was also the Studio Head for Dust Devil 

(Zombie Pirates video game) and even a Deadlands MMO RPG (the par-
ent company went under due to other projects unfortunately). 
Shane is best known for founding Pinnacle Entertainment Group, where 
he created Deadlands and the Savage Worlds game system. Heôs li-
censed his properties for television, books, comics, toys, and even other 
game systems. Heôs a frequent guest at conventions around the world 
and loves seeing the different way people play games in places like Poland, 
Australia, Ireland, England, and more. 
Shane currently lives in Chandler, Arizona where he loves to run in the 
hottest part of the day (some say heôs part-lizard) and play games with his 
beautiful wife Michelle and their two sons, Caden and Ronan. 
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PULP GAMER MEDIA  

Pulp Gamer Media produces a 

wide array of video entertain-

ment for gamers. Come play 

one of the hundreds of board 

games that have been featured 

in Pulp Gamer Productions in 

our free open library available 

all convention long. 
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Palo Verde room, All Weekend, Hourly. 
Come fly your own star ship!! Artemis simu-
lates a spaceship bridge by networking sev-

eral computers together. One computer 
runs the simulation and the ñmain screenò 
while the others serve as workstations for 

the normal jobs a bridge officer might do, like 
Helm, Communication, Engineering, and 

Weapon Control. Artemis is a social game 
where several players are together in one 
room (ñbridgeò) and while they all work to-
gether, one player plays the Captain, a per-
son who sits in the middle, doesnôt have a 
workstation, and tells everyone what to do.  

Friday, 6pm-7pm, Marabella, With: 

Shane Hensley, Marissa Kelly, Mark Diaz 

Truman, John Wick , and Ben Woerner 

Want to start creating your own RPGs or 

simply interested in learning more of the 

process behind the games? Listen to our 

diverse panel of RPG designers (the 

minds behind games ranging from Sav-

age Worlds, to Houses of the Blooded, to 

Our Last Best Hope, to World of Dew, to 

Epyllion) discuss tips and tricks for creat-

ing your own RPG. 

Saturday, 9am-10am, Marabella, With:  

Marissa Kelly, and Mark Diaz Truman,  

Want to create safe and inclusive spaces 

for minorities and women at your gaming 

table? Join us for a discussion that will help 

you make your campaign, convention, or 

gaming creation more accessible to our 

diverse and interesting community.  

Saturday, 10am-1pm, Marabella, With: 

Sean Patrick Fannon, Marissa Kelly, 

Mark Diaz Truman, Ross Watson, John 

Wick, and Ben Woerner 

This RinCon come join our guests and local 

GMs for a series of short talks and discus-

sions about roleplaying games and how to 

add that little extra something to your cam-

paign!  

Saturday, 6pm-7pm, Marabella, With: 

Shane Hensley, Seth Jaffee, Mark Diaz 

Truman 

Kickstarter has quickly become a big part 

of the game industry, especially for small 

publishers and independent creators. See 

what it takes to run a successful Kickstart-

er game project, and also what other op-

tions exist for getting your game out there.  
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Saturday, 1pm-2pm, Marabella, With: 

Seth Jaffee, David Niecikowski, (and who 

knows who else might show up!) 

Get the opportunity to chat with board 

game designers about the process of de-

sign and learn some tips for designing your 

own.  

Sunday, 1pm-2pm, Marabella, With: Sean 

Patrick Fannon, Ross Watson, and Ben 

Woerner 

While rules may make a game work, it's 

the setting that really makes a good game 

come to life. Interested in creating a brand 

new campaign world or adding that extra 

kick to your existing one? Get some tips 

from creators of published Savage Worlds 

(and other) settings on creating your own 

worlds, whether in advance or on the fly.  

Friday, 7pm-9pm, Board Game Zone, With: David Niecikowski 

Do you have an idea for a new board or card game or do you want to learn how to design 

a game? Learn  this process by play testing designs from attendees and a published 

game designer; a process that has been used by thousands of students across the coun-

try. All prototype materials are provided except dice.  

Saturday, Noon-2pm, Upper Terrace, Moderator: Michael Tunison 

One of the highlights for many gamers during RinCon, this is a great opportunity to meet 

up with local folks to buy, sell, or trade your games or any other gaming related gear. We 

will have several tables available, so bring in a pile of games priced to sell or ready for 

trade, or just show up with some cash and hunt for some awesome deals. 

 

All sellers/traders are responsible for their own merchandise and sales throughout the 

event. Please inventory any used items ahead of time and provide accurate information 

regarding their condition and completeness. Also keep in mind that this event is intended 

for individuals selling a few items. Businesses or vendors should work with RinCon staff to 

reserve a vendor booth in the main hall throughout the convention. Tables are not availa-

ble to reserve prior to the event so individuals primarily looking to sell are welcome to 

show up a few minutes early to set up their items. With that in mind, please try to be re-

spectful of others by not taking up more table space than you need.  
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