


     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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(cont. from p4) strategy you 
want to focus on.  However, 
you really need each of them, 
but you donôt have enough 
tokens! 

     Command tokens are every-
thing.  In fact, there are all 
kinds of articles, postings, etc., 
about what is termed 
ñcommand token starvationò.  
You usually only replenish two 
per turn, but they are used for 
production, activating systems 
for movement/combat, actions, 
and strategy cards.  This is 
almost a game by itself as there 
are never enough to do everything you 
need to in a turn.  Again, this is the crux 
of the game; decisions.  Not just one de-
cision per turn, but dozens.  I should also 
mention that the turns are interactive, so 
as you go around the table each player 
can do one thing and this may go on for 
some time, making it even harder to de-
cide when to spend your tokens! 

     Movement is pretty easy to do as you 
place a command token from your Tac-
tics pool (three pools; Tactics, Fleet, and 
Strategy) into a system.  Every unit with-
in a hex of that system can move towards 
it.  If there are enemy units there then 
battle commences.  While there are rules 
about how many units can be carried on 
ships, how many ships per system, etc., 
there really is nothing complex here.  
Unlike in some games where movement 
and combat are highly detailed and take 
some time, not so much here.  The big 
decision here is if you place a token in a 
system, everything there is done for the 
turn, which means no second movement 
and you canôt produce units there as well. 

     Combat is pretty easy as well.  Each 

ship, fighter, infantry, etc., gets to roll so 
many dice (usually just 1) and if you 
score a certain number or higher it is a 
hit.  Each side applies hits to kill off units 
and then one side or the other can retreat 
or continue combat for another round.  
Combat is where you can see different 
race attributes take effect and where tech-
nology research can influ-
ence how many dice are 
rolled.  Again, however, 
this is pretty average stuff 
and both rule books lay 
things out in an easy to 
follow sequence. 

     Production is also pret-
ty basic.  Put a tactic token 
in the system which acti-
vates it, then exhaust plan-
etary resources to get 
points to buy ships and 
infantry.  What and how 
many to buy are certainly 
tough decisions as there 
are quite a few needs 
along with several threats 
to think about.  On top of 

that you need to figure out 
when to ñexhaustò planets.  
Each plane has a rating for 
resources and influence, 
but can only be used for 
one or the other, then it is 
flipped over and termed 
ñexhaustedò until the next 
turn.  Yes, more decisions!  
When and what to exhaust 
them on during the turn is 
really tough.  There are so 
many needs or things you 
want to do, but each planet 
can only be used once.  

     The same can be said 
for technology in that there 

are all kinds of tech for your forces, but if 
youôve exhausted all of your tokens and/
or resources for the turn then you wonôt 
be researching technology!  Again, some 
really tough decisions about what to do 
and how resources should be spent.  
However, some of the tech improves your 
forces, lowers costs on production, and 
you can build faster and stronger ships. 

     The paths to victory are too numerous 
to go over here.  It is possible that you 
never even fight a battle, but can win the 
game.  Likewise, you may forego the 
trade, research, etc., and just conquer 
everything in you path.  One option is 
just go after all of the public and secret 
objectives, ignoring everything else.  If 
you try to pursue too many paths you will 
definitely get lost and fall behind the 
other players.  There is a short version of 
the game that goes to 10 victory points 
and a longer one that goes to 14.  Even 
with experienced players, just getting to 
10 is going to take awhile. 

     So, what is standing in your way to 
get started playing Twilight Imperium 4?  
The first is cost, as the going rate for this 
game is around $130.  You get a ton of 
stuff in the box, but it isnôt cheap.  The 
second is time.  A 5 or 6 player game 
could be 8-10 hours, meaning that this is 
not something youôre going to play all the 
time.  Despite those two obstacles (and 
yes, they are pretty big) this is an incredi-
ble game.  Theyôve had three previous 
editions to sort things out, so this edition 
plays pretty smoothly.  The amount of 
options, paths to victory, and how each 
phase of the game interacts with the oth-
ers makes this a game that you should try 
to play at least once in your lifetime. 
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     One of the most 
popular wargame se-
ries currently is 
GMTôs Next War.  For 
modern gamers and 
those interested in 
potential conflicts, 
these games are a fas-
cinating look into what  
combat operations 
would look like in 
various areas around 
the globe.  So far, the series has featured 
possible wars on the Korean Peninsula, 
Taiwan, and the India-Pakistan border.  
The newest game, Next War:  Poland, 
takes a look at a potential Russian inva-
sion of the Baltics and into Poland, where 
various NATO forces would come 
(hopefully) to its defense. 

     The Next War series is definitely a 
components heavy game and Poland is no 
exception.  With four counter sheets, an 
operational map that covers most of Po-
land, a strategic map of the Baltics, and 

various rules, scenarios, tables, cards, 
etc., there is a lot of stuff in the box!  As 
is usually the case, all of the components 
are up to GMTôs high standards and alt-
hough the games are fairly expensive (at 
full retail) you do get your moneyôs 
worth. 

    By flipping through the rules, however, 
you can certainly see that this game is not 
for the meek, those with only a few hours 
to play a game, or something youôre go-
ing to just sit down and learn in 15 
minutes.  While the standard game is very 
similar to many hex and counter war-
games, it will still take several hours to 
learn the rules, set up the first game, and 
integrate the various systems into being 
able to play the game. 

      Itôs the advanced game that can really 
frighten the average gamer.  HQs, cruise 
missile strikes, operational level air com-
bat, special forces raids, and much , much 
more. The advanced game sequence of 

play deserves some study as it is very 
different from most games.  You can 
clearly see that modern operational 
combat is very complex, there are nu-
merous strategies to employ, and push-
ing around the various brigades of mech 
infantry, armor, paratroops, etc., is only 
half the battle. 

     Fortunately, the rules are well laid 
out and there are several folding charts/
tables that help to walk the gamer 
through the processes.  The designer, 
Mitchell Land, is readily available on 
Consimworld and Boardgamegeek where 
he regularly answers questions 
as well as posts errata and 
other useful information.  The 
best way to get going with the 
Poland game is to set up one 
of the standard scenarios and 
get started.  Most of these sce-
narios in the series are pretty 
standard fare, with only the air 
system and helicopters that 
may take a second reading of 
the rules for how to use them. 

      The Poland game is actually two 
games in one.  Most of the action takes 
place on the 22 x 34 map of the Polish 
border with Russia.  This is where the 
main combat units will maneuver to seize 
the various objectives.  However, for the 
advanced game there is an operational 
map of the Baltic area which is also used 
by itself for a scenario to learn how to use 
it in relation to the advanced game.  Here, 
naval, air, and some ground units can 
conduct battles in areas, but this can in-
fluence events on the other map!  Yes, 
once you get to this stage the complexity 
goes up a whole other level and learning 
how to juggle resources on both maps can 
be a challenge. 

     There are several scenarios that cover 
various Russian operations in the area, 
from a siege of Warsaw against Polish 
and U.S. airborne units that takes only a 
few turns to a full blown invasion of Po-
land with supplementary attacks into the 
various other 
Baltic states.  
These scenarios 
range from the 
simple to the 
moderately com-
plex, so there is a  
good mix for 
gamers looking 
for something 
that may only 

take a few hours all the way up to at least 
a full day of gaming.  Thereôs also a sce-
nario that just takes place on the opera-
tional map so that gamers can learn how 
to use that for the advanced scenarios. 

       What makes the game so interesting 
and provides such good replay value is 
that you donôt really know which NATO 
units are going to respond.  Because of 
the rotating nature of the NATO forces 
on rapid response, there are plenty of 
counters, ranging from Canadians to Ital-
ians!  U.S. and French troops will usually 
arrive at some point, but you never know 

what is going to 
be arriving next.  
There is also an 
incredible array of 
air units that cover 
Russian fighters 
and strategic 
bombers, U.S. F-
35s, NATO Ty-
phoons and Eu-
rofighters, plus 
much more.   

     The Poland game should be a template 
for other gaming companies as every-
thing has been well thought out, tested, 
and is presented in an easy to use format 
for the gamer.  Is there a lot going on?  
Yes, there certainly is!  Thereôs no way 
that you will be able to sit down, read the 
advanced rules, then get everything cor-
rect in your first playing.  This is a game 
where patience is rewarded by first play-
ing a basic game, then slowly adding the 
various pieces of the puzzle to it.  The 
number of options that you have each 
turn is breathtaking and it will take some 
experimentation to learn what is the best 
tool for certain situations.  In this day and 
age of new games coming out each week 
and fewer hours for gamers in their hob-
by, spending weeks on this could be a 
tough task. 

     Overall, Next War:  Poland is another 
great addition to the series.  Fantastic 
components, plenty of scenarios, well 

laid out rules/charts, and 
more.  Can it be too much for 
beginning or intermediate 
gamers?  Yes.  Once youôve 
added everything and the 
kitchen sink, just moving 
units can seem daunting as 
you search for the terrain 
costs in a sea of charts and 
tables.  However, (cont. p7) 
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(cont. from p6) if 
you are into mod-
ern gaming then 
this is what 
youôve been wait-
ing for!  The 
chance to pit 
squadrons of Rus-
sian SU-35s 
against F-22s, 
Russian mecha-
nized forces 
against the 101st Airborne, naval warfare 
in the Baltics, possibly invading Swedish 
held territory, etc., is all here. 

     So how does the Next War series 
work?  The basic game is just that; basic.  
If you have ever played a standard hex 
and counter type wargame then you will 
be right at home with this.  Movement, 
zones of control, combat, step losses, 
replacements, etc., is pretty standard fare.  
Learning the ins and outs of the terrain, 
helicopter use, and air points adds a bit 
more to it, but itôs nothing that the aver-
age or even first time gamer canôt figure 
out.  In fact, you can have a lot of fun 
with all four games by just playing the 
basic scenarios.  Each game features 
some short scenarios as well as a full 
campaign, so you only have to move to 
the advanced rules if you want to. 

     Thereôs the crux, however.  Those 
beautiful aircraft squadron counters, 
cruise missile strike markers, special 
forces raid tables, and more keep calling 
out to you!  If you want to use them how-
ever, then there is going to be a learning 
curve.  Just by taking a look at the ad-
vanced sequence of play, once can see 
that each turn is going to take much, 
much longer than in the standard game.  
This is not saying that the advanced game 
is poorly laid out or too complex, rather, 
it is a great attempt at simulating modern 
operational level combat through an in-
teractive turn sequence that gives both 
sides a multitude of chances to use their 
hi-tech weapons. 

      First off, there is the air game, which 
is where you get to use the large number 
of aircraft counters provided in each 
game.  Air units can be used for air supe-
riority, close combat support, escort, and 

for strikes against combat units, head-
quarters, etc.  Assigning air units and 
running through the air combat sequence 
each time definitely gives the game a 
tactical feel and you also start to see how 
important airbases are, since they can be 
targeted.  The one thing you will learn is 
that there is a high loss rate for modern 
air combat operations! 

     Then there are cruise missile/missile 
strikes and special forces raids which are 
used to knock down the air defense tracks 
both sides have, destroy airfields, knock 
out supply dumps, and locate/attack HQs.  
Yes, there are a lot of options each turn 
about how to use these assets and that is 
the one thing that new 
players have a hard time 
with in this series and that 
is using all of your re-
sources in a single battle 
plan.  Itôs WAY too easy 
to get distracted and attack 
things that have nothing to 
do with your main attack, 
critical defense of a hex, 
or some other strategy. 

     Ground combat in the advanced game 
becomes a bit more complex as well, with 
HQs lending support, combat support 
from aircraft, helicopters, etc.  There are 
a large number of decisions to be made 
and both sides need to pay careful atten-
tion to the terrain modifiers.  Speaking of 
which, one of the more innovative things 
in the game series is the use of clearing 
markers for cities.  Unlike most games 
where ground units walk in and take con-
trol of a city, here you randomly draw a 
clearing marker, then ground units must 
roll on a table to see if they successfully 
take the city or if they suffer a step loss.  

This can go on 
for several turns 
and can be an 
expensive propo-
sition in some 
instances. 

    Once youôve 
mastered these 
things you can 
actually go fur-
ther.  The interna-
tional posture 
matrix is a great 
component where 
you roll for vari-
ous countries 
posture over a 
coming war, 

which determines alliances and how fast/
slow combat forces are introduced into 
the region.  Naval combat, which is han-
dled a bit abstractly by using a separate 
map marked out in areas, can definitely 
add another layer of complexity to opera-
tions. 

     Finally, if this still isnôt enough, you 
can purchase (or print the online version 
for free) Series Supplement #1, which 
adds things like cyber warfare and air-
craft packages, which is an even more 
realistic way to do aircraft missions rather 
than use the existing aircraft squadron 
markers.  The designer and GMT also do 
an outstanding job of keeping things up 

to date by furnishing replacement coun-
ters for the various countries with each 
game to keep the series current. 

      Overall, if youôre into modern com-
bat, then what are you waiting for?  My 
suggestion would be to start with the 
India-Pakistan game and then work up to 
Poland or Taiwan as it doesnôt use the 
naval rules or additional maps.  Play a 
few of the easier scenarios before pro-
gressing into the advanced game.  In my 
opinion, there really arenôt too may cons 
with this series as if you are going to 
invest some time into it, the games can be 
very rewarding.  This series will definite-
ly open your eyes into what modern oper-
ational combat is all about, but again, it is 
an investment in time.  My biggest ques-
tion is where was this series back in the 
80s for Warsaw Pact vs NATO when it 
was needed? 
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     Back to the frontiers of Rome with 
another Warmaster Ancients slugfest 
between the Seleucids and the Romans.  
Weôve yet to build Republican Romans 
yet, so weôre still using Imperial Romans 
for now.  Theyôre pretty far off in years in 
terms of historical opponents, but luckily 
the WMA system works well and weôve 
had some pretty balanced battles between 
the two for quite some time. 

     This was also the first time that we 
had a chance to use one of the Cigar Box 
Battle Mats (reviewed in this issue) and 
we were favorably impressed, especially 
compared to older images of our past 
games!  For this scale it looks like a sec-
tion of Syria or eastern Greece, which 
works well for battles between these two 
opponents. 

     Both sides used army lists that had 
fought previously with the Romans going 
with their tried and true standard of le-
gions backed by auxiliaries in the main 
battle line.  There were some archer units 
and skirmishers out in front of that line 
and cavalry on the flanks.  The Roman 
cavalry is nothing to get excited about as 
its job is to just hold the flanks long 
enough for the legions to do their dirty 
work and end the game.  The Romans 
also had a unit of artillery, which unusu-
ally never gets into the action except to 
get overrun!  That would change with this 
game, however. 

      The Seleucids went with their stand-
ard mix of pikes in the main force, with 
archers and skirmishers deployed for-
ward.  There were several units of imita-
tion Romans, light infantry, and Tho-
rakites to provide some combat power in 
support of the pikes and to protect their 

flanks.  The Seleucids went with 
only one unit of elephants this 
time as the two elephant unit 
army means cutting off about 4-
5 units from the overall force.  
True, you have tremendous 
striking power, but if things go 
wrong you will regret not hav-
ing those extra units for a re-
serve! 

     The Seleucids as usual, had 
plenty of cavalry.  Guard caval-
ry, heavy cavalry, cataphracts, 
and light cavalry not only 
screened the flanks, but offer 
mobile striking power that is 
hard to beat.  The Seleucid cavalry more 
often than not is a battle winner and is 
usually a recipe for success when they 
win.  With the armies chosen from the 

lists and put on the table to 
split up between team-
mates, we moved to the 
deployment phase and the 
start of the game. 

      The Romans were 
clearly going to stall on the 
flanks and mass in the cen-
ter, hoping to hit the pikes 
before the pikes charged 
them, which is always a 
good idea in WMA.  The 
Seleucids were for their 
part going to hold on their 
left, then move forward 
and suddenly veer left, 
hoping to overwhelm a part 
of the Roman legions op-

posite them.  Most of the Seleucid heavy 
cavalry were on the right, so it sort of 
tipped off the strategy, but with a few 
good command rolls it could still work. 

      Both sides got off to 
a good start on their 
command rolls, with 
almost all of their units 
being able to move at 
least once.  At the end 
of the first turn the de-
ployments looked about 
the same, just 20-30cm 
further onto the board 
than at the start!  Then 
things began to go 
wrong for both sides.  
The Seleucid left re-
fused to move for a few 
turns, which held up the 
advance of the pikes for 
fear of being flanked.  

On the Seleucid right, a strong brigade of 
heavy cavalry got onto a hill and could 
look down on the Roman left.  For one 
moment there, if they could charge there 
was a good chance that they could crush 
that flank. 

     Unfortunately, they failed their roll.  
This gave the Romans time to maneuver 
in extra units and their mounted skirmish-
ers kept holding up the Seleucid attack.  
When the attack did come, bad die rolls 
meant that the results were a push, which 
is definitely something that the Seleucids 
donôt need in WMA as they have a low 
break point due to a lot of skirmish type 
troops.  The Romans and Seleucids on the 
left kept dancing back and forth, causing 
a few casualties, but there were no deci-
sive blows.  The Seleucids on the extreme 
left simply could not get going all at the 
same time and the overall strategy was 
falling apart.  For the Romans this was 
ideal as the Seleucids had the combat 
power to crush both flanks, but so far one 
was a stalemate and the other was going 
nowhere, so as far as the Romans were 
concerned, this was great! (cont. on p9) 
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(cont. from p8) The Seleucids were now 
pretty spread out along the front.   The 
archery and skirmish duel with the Ro-
mans for a few turns had hurt both sides, 
but the Romans could afford it in the 
center and the Seleucids could not.  The 
pike units were left unscreened and the 
Romans were preparing to take full ad-
vantage.  With the flanks in disarray, but 
not posing any threat, the time was now 
for the decisive action in the center of the 
board. 

     In WMA, itôs always good for the 
narrow based units to hit first as they can 
choose how to line up against an oppos-
ing unit and it can be devastating.  The 
application of combat power along a nar-
row front is a battle winner and most 
opposing units do not survive the first 
round of combat.  However, the down 
side to this is that if they get hit first, their 

advantages are negated and it usually 
goes poorly for them, which is exactly 
what happened here. 

     The Roman legions crashed into a few 
pike units and crumpled them up offering 
several breakthrough attacks which saw 
them attack the elephants and reserves.  
Through a combination of bad rolls, no 
supports, and being strung out due to 
poor command rolls, the elephants for the 
first time ever went down in the first two 
rounds of combat, not even taking out 
one enemy stand!  The psychological 
shock of it was almost enough for the 
Seleucid players to cede the game right 
there! 

      The Seleucids desperately tried to 
stem the flow of the tide, throwing the 
light infantry, Thorakites, and imitation 
Romans into the fray.  They were met by 
fresh legions and the Roman artillery, 

which for the first time in a long while 
caused numerous casualties and added to 
the slaughter.  The Seleucid units were 
chewed up one by one and despite caus-
ing casualties to the Romans, were over-
run and the center was completely Roman 
occupied.  The Seleucids hit their break 
point while the Romans werenôt even 
halfway to theirs, ending the game. 

     Most Seleucid vs. Roman game go 
down to the last unit to break, but this 
was over from about turn 5.  The Seleu-
cids had bad command rolls at the worst 
times, once rolled 3 hits out of 36 dice, 
and never could get going.  The Romans 
just slowly advanced, picked out units, 
then destroyed them one by one.  For the 
Seleucids, itôs back to the drawing board.  
A refinement of the army list, some new 
units, and a different strategy are all in 
the works for a rematch! 
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     For a long time in the hobby there 
werenôt a lot of choices about what to use  
in terms of a gaming mat or covering for 
your table.  From railroad grass mats to 
painted fabric, gamers tried everything 
under the sun to simulate a battlefield for 
their miniatures.  Over the last several 
years, however, there are a number of 
companies that have appeared offering a 
wide variety of gaming mats.  One of the 
fastest growing is Cigar Box. 

      Having seen numerous threads about 
them on TMP and posts on various other 
forums, I decided to go ahead and order a 
desert type mat from them.  I had recently 
spent (detailed a few issues ago) a lot of 
money and time into creating a desert mat 
with canvas, sand, gravel, adhesive, etc., 
which looked great, but is a pain to 
transport.  I ordered one of the mats and 
waited patiently for about two weeks for 
delivery. 

     I was not disappointed.  The Cigar 
Box battle mats are made of a fleece like 
substance that doesnôt appear like much 
at first.  However, when laid over a table 
and with miniatures on it as in the image 
on the right, it looks fantastic!  The 6 x 4 
mat folds up easily and fits into any bag 
or box for transport, making it ideal for 
games where you need to bring a mat.  I 
picked up another desert mat with roads 
that also looks just as good.  Yes, youôre 
going to spend $70 or so with shipping, 
but they are an investment and would 
seem to last for quite some time. 

     Another member of our group got in 
on the Kickstarter double sided map they 
were offering and that also looks really, 
really good.  There are a large variety of 
mats, from European to jungle to ocean, 
so you can certainly find the mat for your 
particular gaming period.  They also offer 
the mats in circle shapes for those who 
are into skirmish gaming in small areas.  
This is definitely a quality product and 
highly recommended. 
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counters used before to represent home 
worlds, asteroids, supernovas, etc.  This 
is a great idea and makes things much 
easier to see while playing a multi-
player game.  Next up are the new re-
source cards that are handed out to each 
player at the start of the game.  With an 
ever changing game with a lot of ran-
domness, this definitely adds to the cha-
os!  There are also rules and counters for 
advanced or ñXò ships, which are usual-
ly a theme of science fiction books and 
games.  Also, rules for battle carriers, 
new deep space terrain, and much, much 
more. 

     The main star of the boxed 
supplement, however, are the 
Replicators.  They are the 
newest race and pretty nasty, 
especially if allowed to be left 
alone for awhile to build up.  
Unfortunately, they are so 
different than other races they 
have their own section of rules 
and will take a few tries to get 
them right.  In essence, they 
are self replicating and are 
handled much differently than 
a playerôs usual faction. 

       The Replicators really advance when 
they contact ships of another species, 
adding that technology to their own.  
Couple that with being able to produce 
ships quickly from pretty much anything 
and you suddenly can have a nasty neigh-
bor next door to your empire!  Yes, they 
can be defeated, but itôs not going to be 
easy and it could take awhile as you need 
to force them to exhaust their resources.  
This is a clever new race that has been 
added to the game and is going to change 
how the other players usually conduct 
their business. 

      Overall, this is another great boxed 
supplement and adds quite 
a lot to the previous two 
releases.  You could play 
quite a few games with all 
three and still not see and/or 
use half the stuff that is 
now available. If youôre not 
playing Space Empires you 
should be!  This is a great 
game series and a lot of fun 
that should not be missed 
by any science-fiction gam-
ing fan. 

     The big problem 
with GMTôs Space Em-
pires series is that we 
canôt seem to find time 
to get it to the table 
enough!  We are all big 
fans of the game and 
were anxiously awaiting 
this newest edition, 
called Replicators.  This 
game has been a long 
time coming with ru-
mors that getting the Replicators just 
right is what took so long. 

     First off, however, this boxed supple-
ment isnôt just about adding a new race.  
As is customary for GMT, the box is 
loaded with quality components to make 
a great game even better.  Included in the 
box are all of the counters for the Repli-
cators, new resource cards, hex tiles, sce-
narios, advanced ships, and replacement 
counters for various ships in previous 
games.  As usual, the quality of all of the 
items are off the charts and this is why so 
many gamers support GMT. 

     The new hex tiles are the size of the 
game board hexes and replace the smaller 
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Being in a Club 

     My first introduction to wargaming 
clubs was as a 14 year old who walked in 
carrying the only game I owned at that 
time, SPIôs Sixth Fleet.  This was at Ed-
wards AFB in California and the other 
members (I think the first day there were 
about 20) instantly said, ñThatôs probably 
the wrong game to start with!ò  On that 
first day I saw a group playing D&D 

(yes, with the three 
brown books), some 
Avalon Hill games, and 
a medieval skirmish.  
My mind was immedi-
ately opened to the fact 
that there were a lot of 
things about the hobby 
that I had no idea about. 

     In the weeks that 
followed and the irreg-

ular schedule of meetings, I had the 
chance to play WRG Ancients, micro-
armor, and a ton of board games, plus 
members sold me some of their older 
games, which greatly helped me to estab-
lish a small collection.  Being in a club 
was a tremendous help back then and it 
definitely put me on the right path for the 
hobby.  There was good and bad with the 
club (as with most clubs), but several of 
the members did it the ñrightò way.  By 
that I mean they were always 
willing to help out, introduce the 
hobby to newcomers, readily 
answer questions, and focused 
on the positive.  While I havenôt 
always followed those guide-
lines, it did show what a good 
club can do for its members and 
the hobby as a whole. 

      From there I got into a peri-
od in the hobby where there was 
no formal type of club.  For a 
few years I gamed at a local wargamerôs 
house with people who were hit and miss, 
then when that person moved out of the 
area at a local hobby store on Saturdays.  
This was at a time when many hobby 
stores not only carried plastic models, but 
wargames as well.  Many of them had 
extra space at the store or some adjoining 
space in the same strip mall.  Anything 
that would draw in gamers who would 
buy board games and models was worth 
it for the store owner.  This went on for 
quite a few years, where there really was 
no formal structure.  We would play a lot 
of games, sometimes with three of us and 

sometimes with 12 or more! 

     Gradually, you would meet other gam-
ers with common interests, which is 
where I spent years playing various role-
playing games, Starfleet Battles, modern 
micro-armor, and more.  No one was 
really excluded, but there was no set 
schedule, no agendas, and it was pretty 
much those available 
played.  Often, you would 
find out that you missed 
out on a game when 3 or 
4 guys all of a sudden 
decided to play on a Sun-
day night! 

     Things would ebb and 
flow as well, so when a 
group had enough of Star-
fleet Battles, for example, 
I got in with a few guys who were into 
Johnny Reb and we played that for a few 
years.  Being near a U.S. Air Force Base 
also meant that gamers would come and 
go, so the size of the games, what was 
played, who was available, etc., changed 
continuously.  While these were great 
times and made for some lasting memo-
ries, there were some huge problems in 
terms of group projects, scheduling, and 
so on. 

    Contrast those times in the 70s and 80s 
to where Iôve been the past 25 years, 

which is in a series of clubs.  In 
the 90s I was in a large club that 
showcased all of the good as well 
as the bad elements of hobby 
clubs.  We were fortunate enough 
to have a member that had a spa-
cious house with a very large ta-
ble ( 16 x 6 ?) that could host a lot 
of gamers.  We had massive bat-
tles with Empire, Age of Reason, 
Command Decision, and much 
more.  Some of these would go 

two to three nights with a dozen players!  
We could run massive campaigns that 
generated excitement for months and 
greatly helped our painting production.  
Times were good and our club was the 
envy of many an out of state visitor. 

      As I stated earlier, Iôve belonged to a 
ñseriesò of clubs over the last 25 years.  
What happened?  Well, several things 
caused that group to break up.  The first 
was the introduction of 28mm figs by Old 
Glory.  Most of our collections were 
15mm and there was a split in the group 
for those who wanted to move towards 28 
and those who wanted to stay in 15mm.  

Then, the games were getting too big and 
taking too long.  When we tried running 
multiple games there were complaints 
from those who wanted to play in both, 
didnôt want to offend one or the other, or 
just wanted to do large group games.  
Finally, for some of the members, they 
had moved to a stage where the social 
aspect of the game was more important 
than the game itself.  We would spend 
two hours on the set up, then only get in 
one or two turns as everyone talked 
about new rules, went to look at each 
otherôs projects, etc.  This caused mas-
sive divisions in the club which led to a 
break up. 

     After that, various members cobbled 
together a series of clubs and the one 
Iôm in has existed for the last fifteen 
years in one form or the other.  Thereôs 
been ups and downs, differences in opin-
ions, changing membership, no set place 
to play, etc., but weôve stuck together 
through good and bad.  In the end, this is 
a hobby and you have to choose how to 
spend your time with the hobby.  By that 
I mean that you could lock yourself in a 
room and paint each day, or you can join 
a club and participate in one way or the 
other.  When you do choose to join a club 
you need to understand that you wonôt 
get your way all the time, you need to 
help out on group projects, people are 
going to have bad days, and so on.  Some 
of this comes with age and experience, as 
Iôm far more patient and tolerant today 
than I was 25-30 years ago! 

     The issues with many gamers are that 
they canôt function within a club setting.  
I see this at local 
gaming stores, have 
experienced it with 
gamers who want to 
join our club, and 
read about it on vari-
ous gaming sites.  I 
also think that with 
todayôs society, time 
constraints, etc., that 
clubs may be a thing 
of the past and the 
closest thing is a group of like minded 
individuals who may or may not show up 
for a game at a certain time. 

     Itôs been a long, strange ride (so far), 
but I wouldnôt have missed it for any-
thing.  The clubs, groups, casual gather-
ings, etc., Iôve gamed with over the years 
have produced some fond memories and 
in the end it was worth every minute. 
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     You had to hand it 
to SPI ñback in the 
dayò as they had a 
knack for coming up 
with unusual game 
systems that somehow 
worked as wargames.  
From Starforce Alpha 
Centauri to Sorcerer to 
Citadel of Blood, they 
continuously came up 
with unique maps, 
rules, etc., for these 
games on top of the 
hundreds of historical games that they 
produced over the years.  One of these 
was Freedom in the Galaxy (FITG), 
which was later produced by Avalon Hill. 

     To say that FITG was a blatant rip off 
of Star Wars would be an understatement 
and pretty much everyone accepted it 
with a wink and a nod.  A murderous 
empire exploiting its subjects is chal-
lenged by a rebellion of planets led by an 
unusual cast of characters.  Thereôs mis-
sions, planetary defenses, fleets, ground 
combat, and more.  The empire even has 
a weapon that can destroy entire worlds.  
Sound familiar? 

     The box 
had some 
great art-
work for its 
time and 
certainly 
captured 
the imagi-
nation of 
sci-fi gam-
ers every-

where.  I remember the game coming out 
and thinking that this would be a great 
chance to play something similar to Star 
Wars, plus thereôs been very, very few 
counterinsurgency games in a sci-fi set-
ting.  Many gamers, including myself, 
opened the box thinking that this would 
be a great game with lots of space com-
bat, fleets, Starship Trooper type land 
combat, and so on. 

     However, upon opening the box there 
was a nervous, deflating moment and 
second thoughts about what did you just 
spend your money on!  First, the map was 
like nothing you had ever seen before.  
Provinces broken into systems, each sys-
tem with various tracks covered in sym-
bols, orbital tracks, and more.  OK, you 
thought to yourself, this isnôt going to be 
as easy as originally thought.  The coun-

ters were bland, even for an era 
where counter graphics werenôt 
great.  Then there were the character 
cards, possession cards, etc., and 
even back then we thought the 
names on the cards were cheesy.  
There was also a rulebook that 
looked intimidating and a galactic 
guide that had even more infor-
mation in it.  Clearly, you weren't 
going to sit down and start playing 
this in an hour, let alone five or six 
hours! 

     Going through the rulebook you 
saw that there were a variety of games 
that you could play and SPI laid things 
out in a manner that greatly helped any-
one getting into the game.  You could 
play a few turns in a system, a few turns 
in a province (made up of multiple sys-
tems), or play the entire rebellion.  The 
rules were broken down so that you 
learned how to use the characters, space 
travel, rebellion, fleets, etc., in a way 
that each separate game built upon the 
last, all the way to a full rebellion.  
Many gamers got through the first few 
games, but the full campaign eluded 
many and today it is almost considered 
to be a ñgrailò game if you can com-
plete the full campaign. 

     Yes, this was not a simple affair.  
Just learning the rules and getting a few 
small games under your belt was quite 
the achievement.  Was the game overly 
complex?  No, but it dealt with subjects 
and mechanisms that most gamers had 
never encountered before.  If you were 
used to playing Russian Campaign, War 
at Sea, Panzergruppe Guderian, etc, read-
ing about how systems revolt, completing 
missions with characters, etc. was a much 
different realm than what you were used 
to.  Not only that, but a full campaign is 
going to take at least 10 hours and if the 
rebellion is doing well some games may 
go up to 20 hours.  Back in the 80s when 
everyone had more time that would have 
been a challenge, but today it is nigh near 
impossible. 

     The game 
worked by 
having 
groups of 
characters 
running 
around the 
galaxy trying 
to complete 
missions.  

Each character had ratings that helped 
with diplomacy, war, melee, etc., so pick-
ing the right characters for each task was 
important.  The empireôs characters were 
also running around, trying to kill or cap-
ture the rebels and put down any rebel-
lions.  Getting systems to revolt was the 
key to the game and took a lot of work.  
Most systems had garrisons and planetary 
defenses that had to be overcome and 
made it easier to detect the rebels.  Each 
group also had their own ships and equip-
ment, might have to fight off natives, 
encounters with imperial troops, and 
more.  The character game by itself was a 
challenge just to manage 

     Once systems started to revolt things 
got interesting. The rebels would have 
troops and fleets join the cause, all the 

time trying to keep the location of the 
rebel base secret.  Knowing when and 
where to strike was a huge challenge as 
one misstep and the rebellion could be 
crushed. The empire was handicapped by 
not being able to devote all of its re-
sources to search for the rebels, so when 
things went poorly they could find them-
selves all of a sudden staring at a rebel 
fleet equal to their own! 

    This is what made the game so inter-
esting, in that the systems the game used 
were unusual, but they worked.  Taken as 
a whole, it produced an interesting game 
and something you didnôt see every day 
in the hobby.  Even to this day it is still 
considered to be quite the achievement, 
even if it is very long to play and takes a 

serious commitment.  There 
have been numerous discus-
sions about bringing the game 
back, reworking it so itôs sim-
pler, better graphics, etc.  Those 
that had thought about doing it, 
even up to this year, gave up 
after they experienced some-
thing similar to FITG:  Star 
Wars Rebellion.  (cont. on p13) 
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(cont. from p12)  In 
essence, Star Wars 
Rebellion is FITG 
done right,  Produced 
by Fantasy Flight 
Games, maker of well 
known board games 
such as Twilight Impe-
rium, Descent, and 
many, many others, 
this is what FITG was 
probably meant to be.   

     Now it certainly helps to not only have 
the Star Wars licensing rights, but to be 
able to throw money at a game solution.  
Fantasy Flight is certainly known for this, 
which is basically coming up with a con-
cept, manufacturing incredible compo-
nents, break the rules down into sizeable 
chunks, and shipping an expensive, but 
high quality product.  Star Wars Rebel-
lion is no different than many of their 
other products in that you are going to get  

your moneyôs worth in terms of compo-
nents, but whether the game suits your 
tastes is entirely up to you. 

     The box is pretty heavy and once you 
open it up itôs easy to see why.  Thankful-
ly I blundered into a component storing 
thread on BGG where you use foam core 
to create custom inserts.  This is a great 
trend Iôm seeing in the gaming communi-
ty and there are hundreds of files availa-
ble for all kinds of games.  It does take 
some building time, but itôs cheap, looks 
great, and works.  The build for Rebellion 
only took me about 5-6 hours, which is 
shorter than the Twilight Imperium one 
which was several days! 

     First off, there is a beautiful hard map-
board in two sections that features all of 
the planets from the Star Wars movies.  
Each planet lists the resources that it can 
produce and it is important to note the 
movement areas surrounding each one.  
Next, you will see bags and bags of plas-
tic pieces, ranging from super star de-

stroyers to X-wings.  Each one of 
these is a miniature masterpiece 
and itôs not uncommon for some 
gamers to paint these figures, 
although that would be quite the 
undertaking.  Then there are to-
kens, custom dice, action cards, 
mission cards, project cards, tac-
tics cards, and finally cardboard 
characters on stands.  Definitely 
an impressive package and little 
if anything to complain about. 

     The rules are broken into two books, 
which is usually how FFG handles things.  
First, there is a the basic rules, which 
goes over what the pieces are, how to set 
up your first game, then it walks you 
through how to play the game.  Simple in 
execution, plenty of examples, and the 
basic rules can be read in under 30 
minutes.  My only criticism is that there 
should have been a graphic of each sideôs 
command sheet explaining all of the sym-

bols instead 
of having to 
find them in 
several loca-
tions spread 
throughout 
the rules.  
There is also 
a second rule-
book which 
has every-
thing ar-
ranged alpha-

betically, which makes it easy to find part 
of the game that you are unsure about or 
need a better explanation for. 

     At the start of the game the Rebels 
have a few ships and ground troops with 
several planets already in rebellion.  The 
Empire has huge fleets and armies, plus 
they are building a Death Star.  Their 
issue is that they are spread out while the 
Rebels can concentrate quickly.  Each 
turn the players assign 
their heroes/characters 
to missions, the mis-
sions are resolved, 
movement, combat, 
then production.  It 
sounds like a lot when 
you first read it, but 
after the first turn things 
flow pretty good.  Mis-
sions can be blocked 
and who you send on 
them is very important 
as you need to roll dice 

against their assigned skills.  Missions 
can be to turn planets to your side, cap-
ture characters, increase production, raid, 
and much more. 

     It wouldnôt be a Star Wars game with-
out combat, so yes, you do see X and Y-
wings fighting Tie fighters, ground com-

bat with walkers and 
speeders, plus the use of 
various tactics cards 
makes each battle unique.  
After that itôs onto ac-
quiring new characters 
and in some turns, pro-
duction of new units, so 
by the mid game period 
there can be a lot of fig-
ures on the board.  Also, 
the Empire player draws 
two Probe cards which 

show which planets the secret rebel base 
is NOT located on.  This is a unique and 
interesting way to simulate this very im-
portant part of the game. 

    The Rebels are trying to convert plan-
ets, destroy the Death Star, impede Impe-
rial production, and run out the clock on 
the turn track by completing strategic 
objectives each turn.   The Empire is 
looking for a big battle to strike a major 
blow, capture enemy characters, keep 
planets in line, and find the rebel base to 
end the game with a massive attack.  Yes, 
this sounds like a lot, but it all comes 
together so seamlessly you would think 
that this system could be used for many 
other games. 

     Overall, this is an outstanding game 
and everything that FITG wanted to be.  I 
still love FITG for what it is, but Rebel-
lion is far and above it, plus the replay 
value here is off the charts.  Set up and a 
full game will probably take you 3-4 
hours depending upon speed of play and 
it is certainly worth the money and time 
to learn the system. 
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