


     In hobby terms, science 

fiction wargaming has al-

ways been the red headed 

stepchild compared to its 

historical and fantasy war-

gaming cousins. The rea-

sons for this are quite var-

ied and science-fiction 

gaming has had its ups and 

downs over the years, rang-

ing from barely being no-

ticed to the crazy days of 

the first batch of Warham-

mer 40K rules and models 

being introduced.  It has 

seen some lean times and 

then can suddenly explode 

when a new game system 

arrives. 

      When I first 

got into the hob-

by in 1976 sci-

ence-fiction gam-

ing was hardly 

even noticeable.  

There were a few 

SPI games like 

Stargate and Star-

soldier, but after 

that pickings 

were slim.  Meanwhile 

there were stacks and 

stacks of WW2 board 

games, micro-armor was 

really taking off, and an-

cients were the prevalent 

part of the wargaming hob-

by.  D&D was just getting 

going and there were a 

surge of fantasy miniatures 

coming out.  I was in a 

quite large gaming group at 

the time and I 

canôt recall any 

sci-fi being 

played other 

than the odd 

board game 

every so often.  

Even when 

Traveller debut-

ed there wasnôt 

that much inter-

est in that part of the hob-

by. 

      This began to change 

when I moved to another 

city and a joined new gam-

ing group.  At that time 

McEwan Miniatures was 

still in SLC, Utah 

and there were 

mini-conventions 

and gaming days 

at their facility 

where I was intro-

duced to Star-

guard.  Not only 

that they had tons 

of spaceships and 

figures to go with 

their systems or 

any other set of rules.  

Slowly and surely more 

companies started coming 

out with science fiction 

gaming rules and figures 

such as Martian Metals, 

Ral Partha, and more.  

There was the Star Fleet 

Battle Manual by Lou 

Zocchi, but Star Trek gam-

ing would not hit its stride 

for a few more years. 

      As we moved 

into the 80s there 

wasnôt really any-

thing that you could 

consider the pre-

eminent sci-fi sys-

tem other than Su-

perior Miniatures 

Starfleet Wars.  

Every hobby maga-

zine had ads for 

their line of starships and 

each Saturday I would see 

a crowd of young gamers 

descend upon the local 

gaming store and buy their 

ships.  The miniatures were 

pretty good at the time, but 

the rules left a lot to be 

desired. 

      Most sci-fi gaming was 

using figs for Traveller or 

Gamma World games, 

skirmish games with the 

Ral Partha miniatures using 

homegrown rules, or con-

verting WW2 rules and 

using sci-fi figures instead 

of Russians vs, Germans.  

Sci-fi gaming wasnôt dead, 

but it wasnôt going any-

where in relation to fantasy 

gaming,  (cont. on p3) 
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(cont. from p2) which at the time was 

threatening to overwhelm pretty much 

anything else in the hobby.  That, howev-

er was about to change due to two gam-

ing systems. 

      The first of these was Starfleet Battles 

put out by Task Force Games.  At the 

time when it came out it there were sever-

al board games from SPI, GDW 

(Imperium is still an all time favorite), 

and Avalon Hill.  Compared to fantasy at 

that time, however, these were slim pick-

ings indeed.  Metagaming had a run of 

success with Ogre/GEV and a line of 

micro-games, but there wasnôt a domi-

nant system out there in the early 80s.  

Itôs hard to explain now, but at the time 

Star Trek was still extremely popular 

with gamers, despite the 

success of the Star Wars 

franchise. 

       So this digest sized 

game comes out and things 

start to change almost im-

mediately.  There were 

large battles 2-3 nights a 

week, gamers were buying 

up the ships (even the old 

Gamescience versions), and 

waiting for the next item in 

the series.  Each supplement, Captainôs 

log, giant hex map, miniature, etc., was 

eagerly looked for and quickly integrated 

into our games.  Sci-fi was back and in a 

big way!  D&D, Traveller, Gamma 

World, Runequest, and pretty much eve-

rything else was dropped for a few years 

while everyone we knew played Starfleet 

Battles. 

      At some point all good things must 

come to an end and so it was with Star-

fleet Battles.  A captainôs edition version 

of the rules which made Advanced Squad 

Leader seem sane and the need to carry 

around a suitcase of stuff killed the desire 

to continue on for many gamers.  All of a 

sudden sci-fi gaming seemed to be back 

where it was before Starfleet Battles, 

which was an interesting fringe of the 

hobby.  Many of us still played games 

like Imperium, Stellar Conquest, Ogre/

GEV, and so on, but as the 80s wore on 

sci-fi gaming was at a standstill. 

      Once again, however, there was a 

momentous shift when Games Workshop 

(formerly Citadel Minia-

tures) came out with a set of 

sci-fi rules called Warham-

mer 40,000:  Rogue Trader.  

This was Starfleet Battles 

all over again, with gamers 

rushing out to buy the rules, 

packs of miniatures, White 

Dwarf issues, models for 

conversion, and more.  At 

this time it wasnôt geared 

towards teenagers, so you 

had a great many adult 

gamers getting into this new 

set of rules. 

      It was definitely one of the most ex-

citing times in gaming that I can remem-

ber.  Armies were built up, campaigns 

were run, gamers met new gamers, 

and all of a sudden sci-fi gaming was 

back on top.  Each week you would 

drive down to the local store, look at 

the racks of miniatures, check out any 

of the new boxed sets, talk with other 

gamers about their WH40K projects, 

and probably play in a game or two.  

For awhile it seemed as if there were 

WH40K games running continuously 

day and night as there was that much 

interest. 

      When each issue of White Dwarf 

started to get more and more off the rails 

in terms of new factions, more expensive 

miniatures, etc., it was shrugged off at the 

time as growing pains with a very popu-

lar franchise.  Also, there were several 

other related products that took up your 

time, attention, and money all at the same 

time.  The first of these was Adeptus 

Titanicus and later Space Marine.  This 

was the 1/300th scaled mass combat ver-

sion of the WH40K universe.  Overnight 

this game system started to take over our 

gaming sessions and the money spent on 

WH40K was now going to this new scale. 

      What followed should be no surprise 

to anyone as we had seen a similar pat-

tern with Starfleet Battles and Rogue 

Trader.  Adult gamers with money to 

burn pouring a sizable chunk of funds 

into boxed sets, packs of miniatures, ter-

rain, and more with no restraint.  Huge 

six player slugfests became the norm and 

battles raged across tabletops from stores 

to homes for the next few years.  Just 

when you thought that the 

Warhammer franchise could-

nôt go any further they re-

leased what would be one of 

their most popular games; 

Space Hulk. 

       By this time sci-fi gaming 

was at the top of the hobby 

world.  Fantasy, which was 

mainly based upon role-

playing, had experienced a 

mass desertion of gamers and 

no real good fantasy set had 

emerged (Warhammer Fanta-

sy was still struggling to find its footing).  

There were really no other competitors in 

the sci-fi arena and anything that did 

come along was quickly crushed by the 

GW juggernaut.  

      Space Hulk was an incredible game 

(now in its 4th Edition) and was an in-

stant success.  The additional supple-

ments and White Dwarf articles only 

increased its popularity and it was hard to 

find anyone who had a complaint about 

it.  The funny thing was that when we 

stopped, took a breath, then looked 

around we realized that WH40K had not 

only changed, it had morphed into some-

thing that we didnôt care for. 

      The endless supplements, changing 

rules, price increases, and more drove 

many gamers, including myself away 

from GW.  Even in the epic scale they 

couldnôt resist fiddling with the system 

and pretty much forced you to buy more 

stuff to continue playing.  At this point 

many gamers and I gave up on GW, 

which sadly has continued to this day, 

almost 25 years later.  Adult sci-fi gamers 

were no longer their target audience and 

once again there seemed to be a lull in sci

-fi gaming, even though GW has never 

really gone away.  (cont. on p. 20) 
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     Some of our best Warmaster Ancient 

games involve the Successors against 

Romans, which always seem to go right 

down to the final turn.  Whether it is the 

travelling circus type army that the Suc-

cessors employ, with their elephants, 

pikes, light cavalry, cataphracts, etc., or 

the steadfast legions of Rome, the game 

not only looks good, but it has a ñno 

quarterò type aspect to it. 

     We only had a few hours for this bat-

tle as we had to play at a local store and 

got out of dinner late, even though we ate 

at a place only a few blocks away.  Our 

goal was to do a 2,000 points per side 

contest and get it over in a little over 2 

1/2 hours, which in the end proved to be 

close, but not close enough.  Even though 

we are all experienced players, 2,000 

points is quite a few units and it does take 

time to do all the melees, so that is some-

thing to think about whenever we get 

pressed for time in the 

future. 

   The Successors went 

with what would term a 

ñheavyò list, meaning that 

a lot of points was spent 

on armored forces that 

would hopefully prove 

their worth.  That is the 

one thing about Warmaster 

Ancients that we find par-

ticularly interesting about 

the game in that there are a 

large number of choices 

and things balance out 

nicely.  Will the elephants 

do well and crush everything before them 

or will they completely fail and you could 

have purchased 3 or 4 units in their 

place? 

     The Successors went 

with six pike units, two 

imitation legions, two me-

dium infantry units, several 

archers, two skirmisher 

units, and several cavalry.  

The cavalry were a mix of 

both light and heavy, with 

the heavy cavalry having 

one unit of cataphracts.  

The Successors also went 

with two units of elephants, 

which is a big trade off in 

numbers of units.  That was 

400 points that could have 

been used to purchase any-

where from 4-8 other units, which would 

have pushed up the break point. 

      The Romans went 

mainly with legions up 

front, backed by auxil-

iary infantry and a few 

archere units scattered 

in between.  The Ro-

mans, never very heavy 

cavalry oriented any-

way, deployed their 

few cavalry units on the 

flanks.  The standard 

Roman strategy of ad-

vancing in a solid front 

to grind down their foes 

while the flanks hold 

just long enough, 

seemed to be the pre-

vailing strategy during their setup.  The 

Successors, meanwhile, decided to focus 

on the Roman center with the pike units, 

then use elephants and the cavalry units 

to keep the Roman flanks busy so that 

they could not reinforce the center. 

     As is usual with WMA (and one of the 

reasons that we like it so much) is that 

everyoneôs plan goes out the door at 

some point during the game with a few 

failed command rolls!  The Successors 

plan worked well until they reached the 

center of the board where some badly 

timed command rolls and traffic jams on 

the Successor right stopped all forward 

movement.  The Successor plan was still 

pretty intact and it looked as if it might 

have a serious shot of going all the way 

to victory, but it was not to be. 

      For one, the Romans on the Successor 

right flank refused to cooperate!  After a 

few failed command rolls they counterat-

tacked, driving back the enemy skirmish-

ers and creating a stalemate with the cav-

alry by literally destroying the units of 

both sides.  The legions on that flank 

drove forward, crumbling the Successor 

medium infantry and archers in a wave of 

attacks.  The Successors reeled back and 

finally had to send in the heavy cavalry to 

stem the tide.  By the middle of the game 

both sides on that flank were down to a 

handful of stands.  As it is in most of the 

Successor vs. Roman games it comes 

down to stopping the legions, usually by 

sacrificing several units.  If both sides 

were going to win the game they would 

need to look at the center or other flank 

for opportunities.  (cont. on p. 5) 
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(cont. from p. 4)  In the center the legions 

advanced and ran headlong into the Suc-

cessor pike units, starting a multi-turn 

battle that saw attack and counterattack.  

Entire units got chewed up in the melees, 

which included several successful flank 

attacks by both sides.  The archers of 

each side continued to add to the slaugh-

ter and within a few turns there were few 

fresh units to feed into the front lines as 

both sides had pretty much committed 

their reserves.  The center for the rest of 

the game was a no mans land as the main 

striking force for each side was severely 

chewed up, but the Romans ended with 

the upper hand. 

     On the Successor left the Romans had 

a bad time just getting going, with more 

than half of their forces on that flank still 

sitting at the start line by the middle of 

the game.  Some forces did get moving 

and they were quickly engaged by the 

Successors, which ended up as a series of 

swirling cavalry melees.  A few legions 

and archers shook themselves loose from 

the start line and pressed forward, ready 

to add to the success of the Romans in the 

center. 

      However, the Successor elephants, 

which never seem to do much, elevated 

their status to ñalways take some in your 

army list for future games!ò  They 

crashed into the Roman infantry and 

archers, obliterating the front lines and 

penetrating the Roman defenses.  The 

first Roman counterattacks failed and a 

renewed attack by the elephants got al-

most to the Roman board edge before 

they were forced to redeploy.  Their at-

tacks had made a mess of the Roman 

flank and there was now no way that the 

Romans could finish off the Successors 

quickly. 

      It was at this point that we needed to 

pick up, which was definitely a shame.  

Both sides had taken serious casualties 

and were closing in on their break points,  

If we had another 30-60 minutes Iôm 

confident that we could have finished as 

one side or the other was going to break 

in the next turn or two.  Both sides had 

played very well and it was a close game 

throughout.  The Roman success in the 

center had been offset by the Successor 

victory on their left.  Overall, a very fun 

and fast moving game with two very 

equal opponents. 
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Situation:  Red is besieging a city and 

Blue has received a message that if the 

city is not relieved by the end of the fol-

lowing day it will have to surrender.  

Blue has gathered a relief force and will 

do a night march to launch an attack at 

first light.  However, the units are strung 

out over a series of roads and there has 

been little preparation for a coordinated 

attack. 

Period:  Ancients to late 19th century 

is preferable, but with modifications 

mechanized forces could be used. 

Table Size:  6 x 4, but a larger table 

could be used with more terrain added. 

Terrain Notes:  The hills are fairly low, 

but block line of sight.  The two small 

building areas are farms and they could 

have fences, walls, adjoining fields, etc.  

The woods are light woods, but do block 

line of sight.  The river can only be 

crossed at the two bridges. 

Scale:  Can be used with any rules, but 

something where each unit is a battalion 

or regiment would probably work best. 

Red Forces:  Most of Redôs forces are 

making one final push to force the be-

sieged city to surrender, so Red has only 

been able to form a blocking force that 

could just be enough to delay Blue so that 

the city falls. 

On Board at Start: 

6 units of infantry 

3 units of cavalry 

2 units of artillery 

1 unit of light infantry 

Set Up:  Redôs forces can set up any-

where up to the red line.  Two infantry or 

artillery units may begin the game en-

trenched. 

Red Orders:  Stop Blueôs forces from 

reaching the road exit with the blue star-

burst symbol.  Where possible counterat-

tack before Blueôs forces can get orga-

nized. 

Blue Forces:  Blueôs forces are doing a 

difficult night march in an area with 

many roads, which is adding to the confu-

sion.  Blue has the forces necessary to 

break through Red and relieve the be-

sieged city, but coordinating an attack 

after a night march in time will be a chal-

lenge. 

10 units of infantry 

3 units of artillery 

4 units of cavalry 

2 units of light infantry 

Blue Orders:  Organize the brigades as 

they arrive and attack where possible.  

Break through Redôs defense and exit 

units on the road leading to the blue star-

burst symbol. 

Set Up:  Blue must first organize the 

available forces into brigades of  3ï5 

units each.  Roll 1D6 for each brigade to 

determine which road it will enter the 

board at (numbers correspond to the blue 

on white numbers on the map).  Each turn 

roll 1D6 for each unit of the brigade, 

needing a 1 on the first turn, a 1 or 2 on 

the second turn, and so on.  All units 

must enter the board in column. 

For example; one of Blueôs brigades has 

three infantry units and an artillery unit 

in it.  On Turn 1 Blue rolls a 5, meaning 

that brigade will enter on the road 

marked 5 on the map.  Blue rolls four 

dice for his units, with a 1, 2, and 5 for 

the infantry, and a 1 for the artillery unit.  

One of the infantry units and the artillery 

arrive on Turn 1.  The rest will need to 

roll the next turn and so on until all ar-

rive. 

Initiative:  Blue is first each turn 

Game Length:  12 turns 

Special Rules:  The night march and 

deployment for Blue are the only special 

rules for this scenario. 

Victory Conditions:  Blue needs to exit 

at least three units (or the equivalent in 

units) off of either road on Redôs board 

edge by the end of Turn 12.  This will be 

enough force to make Red break off the 

siege and save the city. 

Variants:  There are a large number of 

variants possible, starting with larger 

forces and playing surface.  Reinforce-

ments could be added to Red to balance 

out the game, especially if Blue is fortu-

nate where most forces arrive at roads 1 

and 6.  Troop quality could be adjusted to 

also affect the play balance. 

Another option is to give Red a few more 

units, but let Blue pick the exit point on 

Redôs side of the board, which would 

make things more challenging for Redôs 

defense.  You could also have no turn 

limit, but after a specified number of 

turns Red rolls to see if the city falls.  If 

mechanized forces are used, then the 

number of turns or how many units Blue 

gets off the board may need to be adjust-

ed to compensate for the increased move-

ment speeds of the era. 
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Situation:  Red has launched a massive 

attack into Blueôs territory, catching Blue 

still in a state of mobilization.  Blueôs 

units deployed on the border must delay 

Redôs advance long enough for the re-

serves to be fully mobilized and set up a 

defense in the Blue rear areas. 

Period:  This scenario would work 

really well for the WW2 and Modern 

periods where the longer weapon ranges 

give the delaying force a better chance to 

cover all approaches.  However, it could 

easily be used for almost any other peri-

od. 

Table Size:  6 x 4, but a larger table 

could be used with more terrain added. 

Terrain Notes:  The hills are fairly low, 

but block line of sight.  The woods are 

light woods, but do block line of sight 

and would be difficult for artillery or 

vehicles.  The center of the board is dom-

inated by a series of small farms, each 

which should have walls, hedges, etc., for 

the surrounding fields. 

Scale:  Can be used with any rules, but 

something where each unit is a platoon or 

company would probably work best. 

Red Forces:  Redôs forces have broken 

through the border and are now prepared 

to move into Blueôs rear areas and a 

quick end to the war. 

Entering Board at Start: 

2 recon units (one at each entry point) 

6 units of armor 

4 units of mech infantry 

1 Anti-tank unit 

Off-Board Artillery: 

1 unit of mortars 

2 units of medium artillery 

Red Orders:  Break through Redôs 

defenses, seize both towns, then exit as 

many units off the roads leading to Blueôs 

board edge as possible. 

Blue Forces:  Red has broken through 

the border defenses and is thrusting down 

the main roads into Blueôs territory.  

Blueôs forces must delay Redôs advance 

for as long as possible so that reserves 

further back can be put into blocking 

positions and establish defensive lines. 

On Board at Start: 

2 units of armor 

1 unit of mech infantry 

1 recon unit 

1 anti-tank unit 

24ò of minefields 

Entrenchments/firing positions for one 

unit. 

Off-Board Artillery: 

1 unit of mortars 

1 unit of medium artillery 

Variable Forces 

Blue rolls three times for additional units 

that unknown to Red 

Die Roll  Forces 

1   No unit 

2   1 unit of mech infantry 

3   No unit 

4   1 unit of armor 

5   No unit 

6   1 recon unit 

Blue Orders:  Use your minefields and 

the terrain to channel Redôs attack.   Red 

will not know your true strength until 

probably halfway through the game, so 

bluff and deception can be powerful allies 

in this scenario. 

Set Up:  Blue starts the game with all 

forces hidden and marked on a map, in-

cluding the minefields.  Once Blue is set, 

Redôs units are organized into columns 

and ïplaced in line off the board to enter 

on Turn 1. 

Initiative:  Red is first each turn 

Game Length:  12 game turns. 

Special Rules:  Redôs units MUST en-

ter the board on the roads at the two 

marked entry points in column formation. 

Victory Conditions:  Red needs to seize 

both towns and exit at least four units (or 

the equivalent) off of the road edges. 

Variants:  If using pre-20th century 

forces it might be a good idea to give the 

defenders more entrenchments in place of 

the minefields.  You can also easily ad-

just the play balance by either letting Red 

come in anywhere on their board edge or 

by allowing Blue to roll more times on 

the variable forces table.  If using more 

modern forces airstrikes and air defenses 

could be added to the forces of both 

sides.  Also, players should experiment 

with giving Blue fewer terrain penalties 

(knowledge of the terrain) or by giving 

Red a timetable so that they need to be 

consistently driving forward. 
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The Next Big Thing? 

 

     In gaming, much like the rest of life 

regarding fashion, enter-

tainment, technology, 

etc., we always seem to 

be looking for the ñnext 

big thingò.  Not only 

that, game companies 

continually advertise 

new rules, figures, ter-

rain, and more hoping 

that it will prove suc-

cessful.  Most people in 

our hobby have what I 

call ñGamers ADDò, so we seem to be 

continually looking for new periods, 

scales, etc., which the game companies 

gladly prey upon!  I thought for this in-

stallment in the series that I would take a 

look back at some of the gaming products 

that were heavily advertised, but never 

quite lived up to the hype. 

      The first was Knights & Magick, 

which if I recall right came out from Her-

itage Games at the same time they put out 

some new figures and terrain pieces.  

There was nothing wrong with the rules 

or basic premise as the boxed et was nice-

ly done.  At the time Chainmail 

and D&D were popular, so this 

system was an effort to replace 

both with one set of rules.  I recall 

the ads and a lot of talk around the 

game store at the time, plus we did 

play a few games with it.  In the 

end, however, it was hard to con-

vince a majority of gamers to give 

up what they already knew and 

that , along with the high (at that 

time) price tag relegated this sys-

tem unfortunately to the fringes of 

the fantasy side of the hobby. 

  A segment of the hobby where the next 

big thing is constantly hailed was micro-

armor gaming.  From new companies like 

ISM who had unusual vehicles and tanks 

with sandbags, missing skirts, etc., to the 

endless wave of new rules, 1/285th gam-

ing has definitely had its share of prod-

ucts that have come and gone.  Does any-

one remember something that I think was 

called Battle Circus?  It was hailed as a 

major breakthrough in micro-armor gam-

ing and besides the rules they sold terrain 

that looked like Monopoly houses that fit 

on various shapes for forests and towns.  

This was heavily advertised in all of the 

gaming magazines and was gone from 

sight within a year. 

      Another was Tacforce from 

GDW.  At that time GDW had a repu-

tation for not only being prolific, but 

putting out quality products.  When 

Tacforce came out we jumped at the 

first few that arrived and were play-

ing within a few days.  For that time 

it was a slick presentation with data 

cards, rule books, and overall it was a 

great product.  There were, however, 

a few problems with it.  For one, the 

cards only covered U.S. and Russian 

vehicles, the rules werenôt exactly simple, 

and there were really no army lists or 

scenarios.  With the extent that it was 

advertised and having seen all of the 

Traveler products, everyone thought that 

more stuff was coming.  However, it nev-

er came and the rules died. 

     GDW also was famous for one of the 

most talked about controversies in gam-

ing history and that was their introduction 

of System 7, which used boardgame style 

counters to fight Napoleonic miniatures 

battles.  Again, a very nice set 

of rules and counters that 

won the award for best minia-

ture figures one year!  That 

by itself turned off a number 

of gamers and GDW reveled 

in the award, which again 

didnôt seem to help things 

either.  In the end, what could 

have been a good crossover 

attempt faded into oblivion. 

     Terrain isnôt absolved 

from this either as there were 

several attempts to launch lines that were 

the next big thing.  The first would have 

to be Geo-Hex, which for years had ads 

in most magazines and became 

almost the Holy Grail of gaming 

terrain.  I broke down and 

bought a set, then upon playing 

a few times noticed that the nov-

elty was going to wear off fairly 

quickly. 

      The first reason was that 

setting up a game took time and 

you usually didnôt have enough 

pieces to do what you really wanted.  For 

that you needed to purchase additional 

packs of terrain.  Take down was another 

issue as trying to get things back in the 

box, repairing damaged hexes, etc., made 

the entire effort a pain in the backside 

after awhile.  Now some gamers still 

swear by their Geo-hex sets and thatôs 

great, but the idea that everyone in the 

hobby would have a set faded pretty 

quickly after a few years. 

     If you think that this was just a trend 

in the 70s and 80s, then think again.  

Over the years there have been so many 

rules, figure ranges, etc., that have been 

hailed as the next 

big thing.  Simply 

get rid of every-

thing else and only 

play the hot item 

of the moment!  

With the ever in-

creasing reliance 

on the Internet and 

social media this 

trend is even more 

exaggerated today.  

New items come in, are heavily adver-

tised, have a bit of success, then before 

they can get firmly established everyone 

is distracted by something else! 

      One of the current hot things is the 

COIN (counterinsurgency operations) 

from GMT, which features several games 

in the series that cover everything from 

Rome to Vietnam to South America.  

Although they are beautiful games, Iôve 

had a hard time coming to grips 

with them as focusing on your 

objectives is pretty tough to do.  

Board game forums are flooded 

with threads about these games 

and now youôre seeing re-

sistance to them popping up.  

Iôm sure in a few years weôll 

move onto another trend in our 

ever changing hobby. 
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     If you remember a few 

issues ago I wrote in this 

column about the wonderful 

TSR microgame called Re-

volt on Antares.  I think a 

lot of gamers forget that 

TSR tried to get into this 

genre of gaming after the 

success of Metagaming and 

they produced several 

games with what at that 

time could be considered 

high quality components.  In 

fact, several companies in-

cluding OSG, Heritage/

Dwarfstar, Steve Jackson 

Games, and SPI all got into the micro-

game theme along with Metagaming with 

varying degrees of success.  Naturally, 

TSR with their empire at the time could 

afford to put a bit more resources into 

their products than others.  Thatôs not to 

say all of them were astounding games, 

but at least you got pretty good bang for 

your buck! 

        Weôll start with Theyôve Invaded 

Pleasantville, which is a B movie take on 

gaming an alien takeover of a Midwest-

ern U.S.A. town.  The map of the town 

and rules are well done, but the counters, 

while functional, leave a bit to be desired.  

One player takes the role of the alien 

commander, trying to subvert the townôs 

citizens until thereôs enough of them to 

do a takeover operation by attacking the 

remaining citizens.  The other player 

starts with a citizen who knows thereôs 

something wrong and needs to convince 

enough people to take action by finding 

the alien commander. 

      Now there is some paperwork in-

volved, which is definitely a signature of 

many 70s and early 

80s games, but itôs 

nothing that is over-

whelming.  Trying to 

figure out who has 

been taken over, con-

vincing others that 

there is an invasion, 

then trying to stop the 

aliens is definitely a 

challenge.  Likewise 

for the alien player 

where you need to 

come up with a plan to 

takeover the town and not get too 

far ahead of yourself or things 

will come crashing down quick-

ly.  It doesnôt help either side in 

that the town citizens have wide-

ly varying capabilities!  Overall, 

this is a very clever game that 

will take a play or two to get it 

down right, but you can play 

several times in a few hours. 

      The next game is Remember 

The Alamo and if youôve been in 

gaming long enough you know 

that it is very hard to get an Ala-

mo game right.  Either the Tex-

ans are too tough or the Mexicans roll 

over the defenders, it just seems that it is 

a topic that while interesting, is difficult 

to do right. 

Again, this little gem has a nice map, the 

counters this time arenôt too bad, and the 

rules can be figured out in under 15 

minutes..  The set 

up is pretty easy 

and the Mexicans 

have several 

choices about 

where to attack, 

which is good for 

replay value.  

Once you set it up 

you can easily see 

that this is going to 

be over in under 

an hour, which 

again, is great for 

a microgame.  The 

system is fluid, easy to learn, and things 

come together fairly quickly. 

       As is to be expected, the most diffi-

cult thing for the Mexicans is to get over 

the walls quickly and disrupt the Texan 

defense, which 

sounds easy in 

concept, but not so 

much in practice!  

For the Texans it 

is that eternal 

question of how 

long do you hold 

out on the walls or 

run to set up the 

next defense line?  

The good thing 

here is that you 

can try out one 

strategy and try it 

again quickly as 

the games donôt 

last too long. 

      Surprisingly 

balanced, fun to 

play, and for those 

who want a taste 

of the Alamo, but 

donôt want to play 

a 3-4 hour game, 

then this fits the 

bill nicely.  Not 

only is this a good 

microgame, it is also in its own right just 

a good game. 

     The final game for this article is called 

Attack Force, but is definitely based upon 

the Death Star attack in Star Wars!  Yes, 

it is that obvious.  One player has a few 

squadrons of attack fighters while the 

other plays the defender, who with their 

defensive turrets and fighters, must hold 

off the attackers.  The map, counters, and 

rules are all pretty basic, but again and 

consistent with the other games on this 

page, were pretty good value at the time. 

      The rules are pretty easy to get 

through and it will take a turn or two to 

figure out what is going on, the best strat-

egy, etc., but this isnôt rocket science.  

The game is designed to be fast and furi-

ous as well as being able to be completed 

quickly, which it accomplishes.  Overall, 

itôs not a bad game and deserves a play or 

two, but it wonôt be something that you 

return to over and over. 

     In the end TSR did a pretty good job 

with these, Revolt on Antares, plus a few 

more that I hope to get to someday.  At 

the time they had their appeal in that they 

were compact, the topics were interest-

ing, but most importantly, you could af-

ford them!  It was not uncommon for 

many of us to go into the game store on a 

Friday or Saturday evening, plunk down 

a few dollars for one of these, then take it 

home and play with friends until the wee 

hours of the morning.  Now that those 

days are long gone, we still have these 

games around and they are worth a play.  

I would definitely like to see some of 

them redesigned with updated compo-

nents for todayôs gamers to try. 
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     Print óN Play has been with the 

gaming hobby for quite some time 

now.  However, itôs only been in the 

last several years that this element of 

the hobby has really began to expand 

as the games have become more 

graphic heavy and professional.  Iôve 

built a few print ón play games before, 

but theyôve usually been very simple 

builds, usually with a map, some 

counters, and then rules with all of the 

components being done on a standard 

color printer.  I never spent that much 

time on them as most of these games 

were to just try out some ideas, see what 

the designer was up to, etc., and never 

considered them to be for multiple plays. 

     Then there are the new masterpieces 

of print ón play game design such as 

Dune Express, Chitin: I, Aether Captains, 

and quite a few more.  These games have 

professional artwork, are designed for 

multiple plays, and if done right, will not 

look out of place sitting next to your oth-

er games on the book shelf.  One of these 

is the Magic Realm Redesign. 

     For those of you who are Avalon Hill 

fans, you probably remember Magic 

Realm when it came out or 

seeing it on the game store 

shelves through the late 70s 

and 80s.  Even today it is con-

sidered to be one of the most 

complex games ever designed, 

walking a fine line between 

pure genius and insanity.  The 

rulebook at that time was just 

over 30 pages and thought to 

be incomprehensible by most.  

After many revisions the rule 

book today comes close to 

300 pages!   

     Over the years it has developed a cult 

like following and goes for a hefty sum 

on Ebay.  After seeing it on a 

Boardgamegeek geeklist about beautiful 

redesigns I downloaded the files and 

thought I would try it.  I read through 

several articles on building it, various 

options, etc., but I was not prepared for 

what was to come!  In fact, if I had to do 

it all over again I would have either paid 

the Ebay price or had one of the game 

crafting companies do it for me. 

      After reviewing the files I was a bit 

hesitant to even start.  After all, with so 

many components such as cards, 

boards, counters, etc., where do you 

start?  I first had to assemble a lot of 

tools, which included the following: 

¶ Kyrlon anti-UV and matte sealer 

¶ X-acto #2s and a rotary cutter 

¶ Corner chomper or corner rounder 

¶ Steel ruler and cutting mat 

¶ Spray adhesive 

      Once you have the tools itôs on to the 

materials and hereôs where the costs real-

ly start to skyrocket.  You need some-

thing to print the 

counters, cards, 

etc. on and I 

chose some Ep-

son adhesive A4 

sheets, which 

were about $35 

including ship-

ping for 20 

sheets.  When 

you figure youôll 

need around 100 

of them it adds up 

fast!  However, I 

was bound and determined to make a 

high quality version, which in the end 

might have been a mistake.  Each sheet 

needs to be printed, sealed, then sprayed 

with adhesive as the sheetôs own adhesive 

isn't very strong, then glued to the materi-

als for cutting.  Even though the sheets 

have marks for alignment and cutting (the 

designer of these files thought of nearly 

everything!), itôs tough to get it wrapped 

around the material so that everything 

lines up correctly. 

     I started with the spell and treasure 

cards as my thinking was that it was im-

portant to have some small successes to 

keep myself motivated.  The cards came 

out really well and all of a sudden not 

only did I have incentive to go on, but it 

became an obsession to do at least one 

part of the build each night, no matter the 

cost.  More about that later!  The remain-

ing cards were finished along with the 

character sheets and I started on the coun-

ters. 

  The first sets of character counters were-

nôt that bad and the corner chomper 

worked wonders with the larger counters 

used for the various monsters and natives.  

All of a sudden I had a stack of treasure 

and spell cards, the large character cards, 

and a few plastic baggies full of finished 

counters.  Things were looking pretty 

good!  Thatôs when it hit me that I had 

already spent a lot of money on materials 

and several hours, but all I had to show 

for it were a few finished odds and ends.  

That is the essence of this project in that 

it is a marathon and not a sprint as most 

print ón  play games are.  To do this thing 

right requires financial resources, time, 

patience, planning, and sufficient drive to 

finish it to the end.  (Cont. on p. 11) 
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(cont. from p. 10)  Next were the hex 

tiles, which were definitely a challenge.  I 

found a stack of chipboard sold in page 

size sheets on Amazon, which helped 

immensely.  However, getting the hex 

sheets to fold over the chipboard, cutting 

it just right, then edging the hexes with a 

black Sharpie was tough to do.  Two of 

the hexes had to be redone and I could 

only do about four per night, so I spent 

the rest of the time while parts of this 

dried doing other pieces. 

     The large boards were also a challenge 

in that I used the A4 files instead of the 

A3 ones, which solved a few issues in 

terms of how to cut things down the mid-

dle.  Creating the boards, hinging them, 

and using construction paper on the back 

and sides is something else that needs to 

be added to the list of challenges.  After 

that I finished the seasons cards, got en-

velopes for the character sets, and fin-

ished a few of the play aids. 

     There were a few options for the rules, 

including printing them myself, having a 

local print shop bind them, use the elec-

tronic version, or have Lulu print them.  I 

decided now was not the time to get fru-

gal and armed with a 25% off coupon I 

had the nearly 270 page book profession-

ally published, which was still around 

$45-50.  It looks nice and hopefully it 

will hold up for several years! 

    Making the confrontation and denizen 

sheets was pretty easy, but time consum-

ing.  Again, it was another order of mate-

rials and you could quickly see how this 

project takes stacks of money and pro-

duces a small pile of finished goods.  

Then it was onto the character counters, 

where you need to do about 18-20 per 

character for 16 characters, which is mind 

numbing.  I worked on finishing four 

characters per night and in between read 

the rules.  The last thing was the box and 

that was hard to build.  I made some er-

rors, the measurements didnôt work out, 

etc., but in the end it looks OK.  It was an 

odd size and I simply could not find a pre

-made one, so you need to build the entire 

thing from scratch. 

     Slightly over a month later and well 

over $200 lighter in the wallet, I had a 

finished copy of the Magic Realm Rede-

sign.  Beautiful to behold, but I canôt help 

but look at it and wonder where all the 

money went!  Iôm pretty critical of my 

work and if I had to do it all over again I 

would do things differently.  For one 

thing I think I would have chosen lower 

quality components to keep the price 

down, plus the thicker items caused a lot 

of problems.  I also think I would have 

been more patient, which would have 

helped with the sizing issues, consisten-

cy, etc., but once you get going on this 

itôs tough to not want to finish it. 

     My other motivation is that I donôt 

think that this game will ever be reprint-

ed.  After reading the rules and playing it, 

I think it would appeal to a very small 

group of gamers, so itôs not worth a ma-

jor game company to invest in a reprint.  

Todayôs gamers simply donôt have the 

time or the interest in something this long 

and complex. 

      The big thing is that I think gamers 

are missing out on what could be termed 

a cult classic.  There is a very rich and 

rewarding game experience if you can 

patiently work yourself through the rules.  

There is a fine line between genius and 

insanity, which is what this game is.  

Basically, itôs D&D without a gamemas-

ter, but in an ever changing world.  No 

two games are going to be alike and it 

can hold up to 16 players, which would 

be something to see!  The BGG entry for 

this game has a lot of good info, plus all 

the files and rules are free for this rede-

sign.  My advice, however, would be to 

find the old game or have someone make 

it for you! 
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