

Session 6


Organisers Timeline

1 Year to 9 Months Prior to Con

Form Con committee and allocate tasks to the committee members.


Tasks include:
Liaising with designers




Creating con entry booklet




Liaising with sponsors and traders




Obtaining venue and associated legal issues




Collating entry data




Obtaining security and cleaning services




Catering for the con




Dealing with the public.

Advertise existence of con at all available conventions till the con.

Secure the attendance of special guests if desired.

Collect contact details of and general idea of what the intentions are of potential designers, sponsors etc.

Distribute blurb and module guidelines to Designers (see Guidelines For Blurbs ).

Find and place initial booking of venue

6 Months Prior to Con

Create con entry booklet:


Collect blurbs from designers.  


Negotiate the session times etc with the designers


Collect advertising copy and anything else needed.

Negotiate trophy requirements with the designers.

3 Months Prior to Con

Print and distribute entry booklets.

Start processing entries.

Book security, cleaning catering services etc.

1 Week Prior to Con

Distribute entry data to designers (number of players in each session). You can expect the number of players pre-registered to be about 70% of the total playing, as a rough rule of thumb.  This varies from con to con.

Confirm that all designers, traders etc are going to turn up and they all know what to do.

Confirm that the trophies are available for all games running.

The night before the con.

Determine that all areas can be accessed and that any areas not to be used cannot be accessed and deal with any other security issues.

If the venue must be ìreturned to the state it was foundî create an inventory of all items before moving anything.

Oversee traders setup.

Set up rego area and designers rego area

Print badges and final pre-con entry data.

Registration throughout con

Distribute entry materials to registered entrants

Register ìon-the-dayî entrants

Deal with issues as they arise.

Pre-Prizegiving

Obtain lists of those who have actually played from designers and reconcile those with the rego data. If there are differences then indicate these to the designers concerned.

Prizegiving

Advertise existence of next years con

Collect contact details of and general idea of what the intentions are of potential designers, sponsors etc.

Guidelines for Blurbs

The blurb for your game is the primary reason that a player will choose to play your game.  It is therefore in your best interest to make it as enticing as possible.  It is, in essence an advertisement for your module.  The blurb must impart sufficient information to give the players a feel for the game and all the necessary information yet catch the eye and the mind.

The following information is considered necessary 

∑
The name/s of the designers (in addition to a design team name, if used)

∑
The system being used (if any, note systemless otherwise)

∑
The number of sessions

∑
The team size (if teams are being used in a freeform, the size of the freeform)

∑
The degree of importance of system and genre knowledge

∑
Any specific background knowledge needed/recommended

∑
The maturity rating and level of humour involved

Be aware that many cons use printing techniques which require the finished artwork, blurbs etc to be twice the size they will be when appearing in the convention booklet.  This is particularly important if you wish to supply “Photo ready” artwork.  In general games will be allocated Ω an A5 page.  Large games may be assigned a whole A5 ñ this is a matter to discuss with the convention organisers.  Artwork should be supplied as b&w line art, as colour and greyscale art generally does not reproduce well.

Also any font smaller than about 10 point (it varies with the font) will be unreadable in the final version (10 point becomes about 7 point).

Items to keep in mind while preparing blurb

∑
Will it be published in portrait or in landscape? 

∑
Is it clear and readable?

∑
Is all the information well laid out and legible?

Special Guests

You may wish to bring special guests to your convention. These will usually be published game designers 

whoís name would have a reasonable chance being recognised by the gaming public. Also Fantasy/Sci-Fi writers or the like might make good guests too.

If such a guest is to travel long distances to attend your con they will need to be provided with suitable 

accommodation and will probably have to have their travel costs paid for by the con. For international

guests this can get quite expensive (the airfare alone will cost thousands).

As getting such a guest is so expensive and such a hassle you should make sure that the guest will be worth the bother. Will they increase attendances? Will they produce some media exposure (and thus free advertising)? Will they be able to impart useful knowledge at seminars held?

Trophies

Many game designers will want to hand out trophies to players they think deserve to get something due to their outstanding performance.

The number of trophies must be limited as the con has only a limited budget for such things. Generally cons will establish a limit for trophies based on how many sessions are run for how many players.

Typically this will be one teams worth per session of a tabletop game running most sessions or a couple per session run of a freeform.

Designers should be aware that it is generally considered bad form to give out too many trophies to the same player(s). (ie establish criteria for giving out trophies that are to a certain extent mutually exclusive).
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