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Interview with Nate French 

I'm a Lannister 
to the core

Greetings Mr. French. Let us start by 
explaining what actually is the Living 
Card Game format. Imagine that you  
have  to  clarify  this  to  someone  who  
already  has  some  experience  with 
Collectible  Card  Games,  but  is  
wondering: “CCG, LCG – what’s the  
difference?” How would you explain  
this to him or her? 

 

 

N.F.:  There are  a  few key differences,  and taken 
together they’re enough to form a completely new 
type  of  game  experience.  The  most  noticeable 
difference is in the LCG’s distribution. Instead of 
randomized,  blind-buy  booster  packs  where 
players  never  know  quite  what  they’re  buying, 
every card in the LCG card pool is fixed, making 
the game much more accessible to the consumer. 
The  “money-bags”  tournament  player  can  no 
longer  obtain  a  competitive  advantage  by  out-
spending the rest of the field, and this empowers 
the casual “for fun” type player who is at the heart 
of any gaming community. So it offers all the fun 
and excitement of a CCG, without the burden of 
having to chase down cards through a blind buy. 
Other  differences,  such  as  the  more  attractive, 
“immersive,”  and replayable  entry point,  that  an 
LCG  Core  Set  represents  (compared  to  a  CCG 
starter  deck),  were  also  engineered  to  make  the 
game  more  appealing  to  a  broader  gaming 
audience.  

 

A.S.: The Living Card Game format is a change of pace in 
the  world  of  card  games.  Weren’t  you  afraid  that  you  
would eventually lose some players due to this change?  

 

N.F.: We knew that some existing players would be 
resistant to change, but that’s going to be the case 
any  time  you  try  something  new  or  different. 
Ultimately,  both  the  world’s  economy  and  the 
general perception towards collectible games were 
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 Rebel Times
becoming increasingly hostile, and we did what we 
had to do to ensure the game’s continued success. 
Now  that  the  roughest  part  of  the  transition  is 
behind  us,  there’s  very  much a  sense  that  many 
players  who did  not  like  the  change  at  first  are 
starting  to  come  around  and  look  at  the  new 
format.  

 

A.S.: Now let us focus on “A Game of Thrones LCG” 
itself. What is the thinking process behind making a  
Chapter Pack, or new Edition? Is it some kind of  
brainstorm  between  you,  Mr.  Petersen  and 
Mr. Lang? Or maybe each of you has his  
own  idea  and  works  alone,  then  
combining his project with the rest  
of the team?  

 

N.F.:  It  differs  from  set  to  set. 
Sometimes Christian (Petersen)  or 
Eric  (Lang)  or  myself  will  have  an 
idea or a theme that they want the game 
to  be  designed  around,  other  times  it’s 
more  of  a  collaborative  effort.  A  Time  of 
Ravens  was  designed  around  the  title  that 
Christian  came  up  with.  From  that  title,  we 
extracted the Summer and Winter mechanics,  the 
Rookeries, the refugees and scavengers...  it  was a 
very  theme-driven  set.  King’s  Landing  was 
designed around the Shadows mechanic,  and the 
fact that I always wanted to see a set built around 
the King’s Landing setting. And the next set has its 
own unique inspiration...

A.S.:  Why  did  you  decide  to  employ  George  R.  R.  
Martin’s works  in the first  place? “A Song of  Ice and  
Fire” is marvelous literature, that is for sure! But what  
allowed it to become a great card game?   

 

N.F.:  I think the identity of both the recognizable 
characters  and  of  the  Great  Houses  are  the  two 
elements that made the Song of Ice and Fire series 
translate  so  well  into  a  card  game.  People  love 

some of  the main characters,  and there are other 
characters people love to hate. Arya, Tyrion, Jaime, 
Jon Snow, Daenerys, Littlefinger... they’re so alive, 
people  really  enjoy  seeing  what  they  do  in  the 
game.  And  each  of  the  fractions  has  its  own 
personality, that players can really get caught up in 
while  they  play.  The  honorable  Starks,  the 
treacherous  Lannisters,  the  vengeful  Martells... 
players  can  really  get  into  that  sense  of  House 
identity. .

 

A.S.:  We  talked  about  designing  whole  
Chapter  Packs  and  Editions.  But  what  

about  designing  the  one,  single  card.  
How do you design such a thing? 

 

N.F.:  Again,  it’s  always  going 
to depend on the card. For major 

characters,  we try  to give them an 
ability that reflects some aspect of the 

personality or storyline in the novels. For 
instance,  Ilyn  Payne  kills  helpless 

prisoners,  Bronn protects  people  if  they pay 
him, and Varys is always messing with the plot. 

Other cards might be designed first to balance the 
game,  like  Fleeing  to  the  Wall:  it  was  originally 
created at a time when location based decks were 
overpowering  the  environment.  We’re  always 
trying to look for some sort of connection between 
game mechanics  and theme.  It’s  just  a  matter  of 
starting at one point on the spectrum and working 
towards the other. 

 

I would also be remiss if I didn’t mention context... 
some  cards  are  designed  to  have  context  and 
synergy with other cards in the set, and some are 
designed  as  stand  alone,  randomly  interesting 
novelties.  There are  players  who appreciate  both 
types  of  cards,  and  there’s  enough  room  in  the 
game for both design strategies to work.   

 

A.S.: Many players were afraid that the change of format  
in AGOT will actually “exterminate” the cards from the  
earlier editions. The LCG format is still young – is this  
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problem already solved, or are the players afraid for the  
well being of their old respected decks? 

 

N.F.: We’re not trying to exterminate anything, and 
Legacy formats exist for players who still want to 
play with the older  cards.  At  the same time,  the 
goal is to make the game as accessible as possible 
to a player who was intrigued by the LCG concept 
of  a  non-randomized  card  pool.  Ultimately,  the 
more  new  players  who  come  into  the  game,  the 
better it will be for everyone in the long run. And 
releases like Kings of the Sea and the forthcoming 
Kings  of  the  Sun  should  build  a  nice  bridge 
between newer and older players, as the LCG card 
pool grows and matures.  

 

A.S.:  “The Epic Battles” Chapter  
Pack  introduced  a  new  Phase  
(the  Epic  Phase);  “Kings 
Landing”  introduces  the  
new Shadow Crest (which 
I  personally  find 
great!);  With  “The 
Winds of  Winter” and 
“A  Song  of  Summer” 
Chapter  Packs  came  the  
winter/summer mechanics – aren’t  
you afraid that by adding something new 
in every edition,  players  will  find it  too  hard 
and tiring to keep up with the new elements?  

 

N.F.:  I  think it  goes in cycles. Sometimes players 
want something new and exciting, and sometimes 
they  want  stability.  The  key  is  finding the  right 
balance. As long as any new element isn’t designed 
in a “play this element or lose the game” manner, 
players can build and modify the decks they want 
to play. Part of the appeal of a Living Card Game, 
though, is that it is always changing and shifting. 
A lot of fun can be re-evaluating your old cards in 
the  context  of  the  newest  set,  and  this  wouldn’t 
really be possible if all the sets worked in exactly 
the same way.   

 

A.S.: A little about the graphics on the cards – what kind  
of illustrations do you prefer? Rough, realistic ones, like  
the  art  of  Catherine  Dinger  or  Jonathan  Standing,  or  
maybe  the  more  “fantasy  approach”  like  Thomas 
Denmark? And which approach do you think is better for  
AGOT?  

 

N.F.:  I think there’s enough room in George R.R. 
Martin’s  world  for  both  aspects.  There  are  some 
gritty,  realistic  characters  and settings,  and  there 
are  some  great  fantasy  elements.  I’m  always 
interested  to  see  an  artist’s  interpretation  of  the 
source material, to see if it matches up what I was 
imagining in my head as I read the novels. Really 
well  done  character  pieces  are  probably  my 

favorites,  like  Cris  Griffin’s  Chella,  or 
Natascha Roeosli’s Bronn. When an artist 

really seems to “get” what a 
character  is  all  about,  it 
shows in their work. 

 

A.S.:  Polish  players  of  “A 
Game  of  Thrones”  would  
cut my head off if I didn’t  
ask  this  next  question:  
You  have  many  great  
artists  in  AGOT,  but  on 

the  cover  of  the  Core  Set  we  
can  see  the  marvelous  illustration  of  

Tomasz Jedruszek – a Polish artist! Why him? What  
was so special about his work, that you considered him to  
be the perfect author of the cover art?  

 

N.F.: Tomasz  is  fantastic  to  work  with.  His 
knowledge  of  history  and  his  sense  of  visual 
drama are superb. And his work ethic is amazing. 
Over  the  years  he  has  contributed  many,  many 
excellent  card  illustrations  to  the game,  and he’s 
frequently  mentioned  as  a  fan  favorite.  When  it 
came  to  assigning  the  cover  piece,  we  knew  he 
would be perfect.  
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A.S.: Which part of the “A Song of Ice and Fire” series do 
you like most and why? 

 

N.F.:  SPOILER ALERT! Haha. I think my favorite 
part of the series is the sequence in which Catelyn 
captures Tyrion and takes him to the Eyrie, and he 
then  manipulates  his  way  out  of  the  situation 
through  the  Trial  by  Battle.  That  plotline  just 
seems to hit  all  the right notes:  It  kicks off with 
Catelyn  turning  the  tables  and  calling  for  the 
support  of  her  banners,  and  then  we  have  a 
compelling character who uses his wits to survive 
(Tyrion),  a  fantastic  but  still  believable  setting 
(The  Eyrie),  some  arrogant  nobles  getting  their 
come-uppance  (Lysa  and  Robert  Arryn),  a 
gruesome  dungeon  (the  Skycell)  with  a  horrid 
jailer (Mord), and a climactic battle where an old 
ceremonial  knight  is  pitted  against  a  fierce  and 
crafty  opponent  (Bronn).  Then,  when  all  is  said 
and done, Tyrion finds himself “out of the frying 
pan and into the fire,” so to speak, with the new 
problem of the mountain clansmen... 

 

A.S.: And the last question: Which House of  the Great  
Houses of Westeros is your favorite? 

 

N.F.:  I’m a Lannister to the core. Tyrion is far and 
away my favorite character in the series, and I’m a 
bit  of  a  Jaime  myself.  Even  their  support 
characters,  like  Ilyn  Payne,  Bronn,  and  the 
Cleganes are interesting. I’m not sure what to make 
of Cersei (I  liked her better before she became a 
POV  character),  and  I  could  do  without  Joffrey. 
Ultimately, though, that’s a good thing. A Song of 
Ice and Fire isn’t told in the “black and white, good 
and evil” tones that so many fantasy tales use. It’s 
all about the shades of grey in the middle, and the 
very believable, human characters who sometimes 
do  the  right  thing  and  sometimes  do  the  wrong 
thing, and sometimes they do things that you can’t 
even judge...  I  like the Lannisters because to me 
they capture this idea better than any other House.

A.S.:  Thank  you  for  your  time,  and  best  wishes  to  
everyone at FFG!

N.F.: Thank you for the opportunity to promote the 
game, the news of its popularity in Poland is great 
to  hear!  Now we just  have  to  hope  George  R.R. 
Martin releases the next book some time soon! 
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