


     The wargaming hobby 
has gone through many, 
many phases over the last 
50 years, which in the 
world of hobbies is nothing 
new.  From Avalon Hill 
games in the 60s, the SPI 
explosion in the 70s, the 
rise of Games Workshop, 
multiple scales for minia-
tures, and so on, there is a 
never ending stream of 
products just over the hori-
zon.  Despite how large 
some of the companies are 
in the hobby such as War-
lord Games, Osprey, GMT, 
etc., it has been and re-
mains a niche hobby. 

     That is the one thing 
that makes the hobby so 
hard to predict.  Social and 
technology trends have 
little long term effect on 
the wargaming hobby and 
either seem to be too far in 
front or the hobby never 
seems to catch up.  I 
thought it would be an in-
teresting 
article to 
talk about 
the various 
parts of the 
hobby and 
where they 
may be go-
ing.  Again, something that 
looks promising today 
could never come to pass 
and things you would never 
think would be popular 
could be, which is what 
makes the hobby so fasci-
nating. 

Miniatures 

From 20mm (1/72nd) and 
small 25mm which were 
predominant in the 70s to 
today where currently 
scales include 2mm, 3mm, 
6mm, 10mm, and all the 
way up to 40mm, there is 
no shortage of figures to 
choose from.  That the 
quality of the general fig-
ure has risen to unprece-
dented levels isnôt really up 
for argument here as to-
dayôs sculpts are 
light years ahead 
of those in the 
70s and 80s.  The 
crispness of the 
folds in the cloth-
ing, faces, weap-
ons, etc., are 
astonishing and it 
even carries on to the 
smaller scales such as 15 
and 10mm.  But can it still 
improve? 

     I would think that is 
doubtful.  
Thereôs only 
so many 
details that 
you can 
pack on 
something 
so small.  

What will improve are the 
quality and quantity of the 
offerings.  Expanded lines 
in all scales, every period 
under the sun will be cov-
ered, and even things like 
limbers, wagons, transport, 
etc., will get their day in 
the sun.  Pretty much any-

thing you want for any 
period in any scale will 
soon be available. 

     Although they initially 
got off to a slow start, the 
boxed plastic sets now 
seem to be here to stay.  
Although there are only a 
few companies producing 
them, those ranges contin-
ue to expand and they also 
offer good value for the 
money.  While there are 
some 15mm plastic ranges, 

most of 
these deal 
with vehi-
cles as metal 
is still the 
best option 
for the 
smaller 
scales.  

Thatôs not saying that it 
could change as manufac-
turing techniques continue 
to evolve.  We may wake 
up one day to see a host of 
new ranges in 6, 10, and 
15mm, all in plastic. 

     You will also continue 
to see an expansion of the 
specialty ranges that have 
grown by leaps and bounds 
over the last few years.  
There are literally thou-
sands of fantasy and sci-fi 
figs sold by smaller firms, 
not to mention unusual 
ranges sculpted in sizes 
like 36mm.  In a niche hob-
by, these ranges are in a 
niche all by themselves.  
Many of the offerings are 
of a limited (cont. on p3)
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(cont. from p2) variety and sell out quick-
ly.  Also, there has been a rapidly ex-
panding segment of the hobby in terms of 
the miniatures that are coming out in 
boxed games.  Kingdom Death Monster, 
Star Wars Armada, Eclipse, and many 
others offer bags and bags of finely de-
tailed miniatures with their games.  Col-
lecting and painting them has almost 
become a hobby within a hobby! 

     In summary, miniatures will still be 
miniatures in the next 5-10 years as the 
miniatures hobby isnôt going away any-
time soon.  Tabletops will still be graced 
by thousands of painted (and unfortunate-
ly unpainted) miniatures across the globe.  
What will change will be the depth and 
breadth of the miniatures.  Expanded 
ranges in all scales, accessories, boxed 
games with miniatures, and some day pre
-painted miniatures that will be way 
ahead of what had currently been offered.  
Anything you could want in terms of 
miniatures will be available if you can 
afford it. 

Rules 

     The one thing that causes the most 
arguments and discussions in the hobby 
are the rules.  This is nothing new, from 
discussions about WRG Ancients in old 
issues of The Courier to the game vs. 
simulation arguments 
over Flames of War 
today, miniatures rules 
are the biggest obstacle 
to uniting the hobby.  
From the beginnings of 
the hobby, where there 
were plenty of home 
brew rules to the first 
published editions to 
todayôs slickly produced 
versions, there have 
always been a wide 
variety of rules.  Getting 
two gamers to agree on which rules to 
play, however, has been the challenge! 

      With todayôs modern publishing tech-
niques (on demand, pdf, home printers, 
etc.) and the ability to connect to a world-
wide audience via the web, pretty much 
anyone can get their rules out into the 
hobby.  This is both a blessing and a 
curse.  You can now pretty much find a 
set of rules on any period of warfare that 
are for a variety of scales, basing 
schemes, type of play, and so on.  If you 
want to play the 1879 Zulu War with 
40mm figures on bases of 6 figures each 

that has turns that are 15 minutes in scale, 
thereôs a set of rules for that!  Contrast 
that to the 70s and 80s where you would 
need to blunder into a set of rules that had 
what you were looking for, or you had to 
select a set of rules and figures that you 
werenôt excited about, but thatôs all there 
was available. 

     Today, the problem is too many rules.  
The amount of WW2, Ancients, and Na-
poleonic rules is staggering.  I monitor 
polls and threads on various forums and 
there really arenôt any dominant rules in 
any period, although Flames of War for 
WW2 is about as close as it gets, with an 
equal number of supporters and detrac-
tors.  Finding someone who has even 
played some of the recently published 
rules is a challenge all its own and there 
are few reviews available.  Questions on 
forums go unanswered as many rules 
have few people who are playing them, 
even if they sold quite a few copies. 

     In terms of game systems, the utterly 
complex games of the 70s and 80s such 
as WRG Ancients, Empire, and Tractics 
have been replaced by friendlier systems.  
Long gone are the days of rosters, written 
orders, and arguments over casualty rati-
os, pages of modifiers, and percentages of 
units in army lists.  These things have 

been replaced by mechanisms that 
use cards, special dice, chit pull, 
and others.  What could have taken 
an hour or two in past decades is 
now handled with a series of die 
rolls today.  Rules designers have 
substituted ungainly systems with 
more elegant and fast playing ele-
ments. 

      Now this is still not to say that 
everyone agrees on the mechanics 
or how they are applied!  Rather, 
there are new ways of doing things 
that work remarkably well for to-

dayôs gamer when you consider the time 
crunch that seems to be hanging over 
every gamerôs head.  In the 70s a Russian 
tank attack against a German held posi-
tion on a 4 x8 with 6 players using Trac-
tics could take 8-10 hours and we were 
fine with it.  Today with BKC2 or 3 it 
might go 3-4 hours and we love it. 

     Is there anything in terms of rules that 
could be life changing for the hobby?  
Probably not.  I think if someone had an 
incredible game system that used dice, 
chits, tokens, cards, etc., we would have 
seen it by now.  That more rules will 

continue to come out is a given.  Will 
there be a set to unite gamers for each 
period?  Although that would be good, I 
again think it is highly doubtful.  In fact, I 
see rules mirroring the entertainment 
industry where there are a million series 
to watch, but finding someone who 
watches the same things you do is going 
to be tough.  So it will be with rules.  
Each gamer will have a dozen or more 
sets of rules that maybe one other person 
in their area might have one of them as 
well.  That will probably be the period 
that will get the most play for those two 
gamers! 

Terrain 

     I was going through an old Gen Con 
event listing from the early 80s the other 
day and there was an ad for Galia build-
ings.  Who remembers those?  Basically, 
they were blobs of plaster that had the 
basic definition of a house, church, etc., 
but for a long time, they were one of the 
few companies offering terrain.  Add 
some of those to your railroad grass mat 
laid over a ping pong table with some 
lichen for forests and you were ready for 
a game! 

     Terrain is 
one of the 
problems 
that gamers 
no longer 
have to wor-
ry about.  
Want a 
28mm Sam-
urai village?  
Sarissa has a 
slew of 
buildings.  
Need 15mm 
desert scen-
ery for your WW2 North Africa games?  
Battlefront has boxed sets with hills, an 
oasis, sand colored mat, and more.  Any-
thing you want in pretty much every scale 
is available, especially in 15 and 28mm.  
The only obstacle is cost, where some of 
the terrain pieces can certainly get up 
there in price. 

      There are a dozen companies provid-
ing gaming mats in several kinds of mate-
rials that feature snow covered land-
scapes, deserts, forests, farmlands, and 
ocean.  Ebay is awash in terrain offerings, 
ranging from bags of trees from compa-
nies in China to hand made rivers and 
roads.  Laser etched wood (cont. on p20)
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     Over the years 
my gaming group 
and I have played 
a lot of what are 
called ñ4Xò 
games, which 
stands for Xplore, 
Xpand, Xploit, & 
Xterminate.  From 
GMTôs Space 
Empires to Stellar 
Conquest, Godsfire, SPIôs Outreach, and 
many others, 4X games have long been a 
staple of science fiction wargaming.  One 
game that gets talked about by wargam-
ers, but brings up the touchy subject 
about what exactly is a wargame, is Twi-
light Imperium. 

      That Twilight Imperium is now in itôs 
4th edition and considered to be a ñgrailò 
game says plenty right there.  Long con-
sidered to be an excellent, if not long, 
group type game, it combines elements of 
trading, card play, combat, politics, and 
more into a space setting.  About the only 
thing it doesnôt include is exploration, but 
thereôs so much going on anyway that 
adding that element could make a long 
game even longer. 

    After paying your $150 (or somewhere 
around there), youôll have one of the 
heavier game boxes that you will ever 
see.  Open the box and it is nothing short 
of amazing in terms of components.   
Fantasy Flight Games (FFG) is at the top 
of the boardgaming industry and selling a 
nicely packaged game is certainly one of 
their specialties.  To go over all of the 
components would take some time, but 
suffice to say that there are over 1500 
cards, ships, tokens, etc.!  Fortunately, a 
kind soul created plans for using foam 
core to store all of the components in an 
orderly fashion, which was a lifesaver 
and made setup much, much easier! 

     First, there are three 
short booklets included 
with the game.  The first 
is the ñlearn to playò 
where set up and the 
basics are covered.  The 
next is a rules reference 
with every aspect of the 
game in alphabetical 
order.  Finally, there is a 
lore book with some 

great artwork that goes over the current 
situation in the galaxy.  Then there are 
the faction cards, all 17 of them, ranging 
from Earth forces (Sol) to pirates/raiders, 
to high tech beings that live on a sun all 
the way to xenophobic races.  Each 
one has separate ship attributes, 
unique abilities, and technologies.  
Each player also has a huge collec-
tion of plastic miniatures for their 
fleets and ground forces. 

     On top of all that there are over 
500 cards that cover technologies, 
strategies, galactic council edicts/
laws, and far, far more.  Round this 
out with tokens, dice, objectives, etc., 
and you have a massive package.  
With this much stuff, however, get-
ting things set up could take awhile if 
youôre not organized as there is a lot 
to get ready for a game.    While 
looking the game over and organiz-
ing the various parts, sleeving cards, 
etc., I did get the feeling that you were 
being overwhelmed.  Every discussion or 
play session report always mentions the 
length of the game (a 5 or 6 player game 
occasionally runs 8-10 hours), so com-
bine that with all of the stuff in the box 
and you start dreading the rulebook. 

      So, it was with great relief that when I 
read the first rules booklet I was surprised 
at how easy the game is to play.  There is 
a short sequence of play, each phase of 

the game is explained in simple terms, 
and compared to many games I own, this 
one was at the low end of the complexity 
scale.  Every question I had was an-
swered in the rules reference booklet, 
every detail fits in with something or 
another, thereôs a lot of help on BGG and 
the FFG forums, and basically the game 
is simple in concept. 

     Execution, however, is another story 
entirely.  This is where the game length 
and perhaps the complaints against com-
plexity come in.  That the game is fairly 
simple in no way demonstrates the mil-
lion or more paths to victory.  Each turn 
there will be a large number of decisions 

and this is where the time factor comes 
in.  What to do with your turn, how to use 
resources, what strategies to pursue, are 
so large in number that you really need to 
think each time play passes to you.  This 
is also definitely one of those games 
where you really need to just get through 
the first turn.  After that itôs just layering 
on all of the options and things that you 
can do each turn, which does make things 
a bit easier. 

     At the start of each turn, each 
player must select a strategy 
card, which usually gives who-
ever chose it something good in 
terms of technology, trade, etc.  
Also, anyone else who pays a 
command token can tag along 
and get the secondary benefit, 
which is also pretty good.  The 
problem?  You must play your 
objective and often you may 
only have one or two tokens in 
the strategy section of your card.  
This means you need to be really 
careful about what (cont. on p5) 
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