


     There have been Colo-
nial miniature wargames 
for as long as the hobby 
has existed.  From playing 
with 54mm Britainôs figu-
rines using Featherstone 
rules to todayôs gigantic 
Zulu Wars boxed sets from 
Warlord Games, Colonial 
gaming has long been a 
staple of the historical min-
iatures community.  For a 
long time this was mostly 
skirmish gaming, but there 
were always those gamers 
who wanted to do Omdur-
man, the Siege of 
Khartoum, Isandlwa-
na, or many other 
larger battles.  Natu-
rally, the main issue 
became getting the 
right figs and rules. 

     Back in the day, 
while there were Co-
lonial figures out 
there, you didnôt have a lot 
of choice!  25mm Minifigs, 
15mm Mikes Models, and 
the odd range here and 
there.  You often had to do 
a lot of conversion and 
many gamers simply took 
to buying boxes of Airfix 
and ESCI 20m figs for their 
games.  In terms of rules, 
there were a lot of home-
spun rules out there, with 
the commercial ones at-
tracting small pockets of 
adherents. 

     Many of us tried some 
of these sets of rules, but 
they were usually found 
wanting for one reason or 

another.  Most were simply 
ACW or Napoleonic rules 
that had the words changed 
to British, Indian, Zulu, 
etc., and not surprisingly, 
the battles were fought out 
that way.  Some gamers 
even converted the WRG 
1680-1485 rules for use in 
Colonial games! 

     Colonial miniatures 
gaming really got going 
when two things con-
verged.  The first was The 
Sword and the Flame rules 

became readily 
available.  Here 
was a profession-
ally done rule 
book that was 
designed for Co-
lonial gaming.  
There were 
charts and tables 
for Zulus, Pa-
thans, and 

Devishes, plus a painting 
guide and sample scenario.  
The second was the release 
of the 25mm Ral 
Partha Colonial 
range.  For the 
time, these figures 
were state of the 
art and Colonial 
gaming had ar-
rived.  A honorable 
mention also goes 
to The Courier who 
did an entire yearôs theme 
of Sudan gaming. 

    All of a sudden, Colonial 
gaming surged in populari-
ty.  You had a fun set of 
rules backed up with some 

really nice figures that ac-
tually looked the part.  
Gamers ordered Osprey 
books, dug up old issues of 
Military Modelling for the 
uniform sections, and tried 
to find copies of Zulu and 
Khartoum on VHS!  No 
more using British Napole-
onic gunners for your artil-
lery on the Northwest 
Frontier!  However, the 
surge also pointed out to 
several problems in the 
Colonial gaming communi-
ty. 

     The first issue was that 
outside of the Ral Partha 
figs, there wasnôt much 
else to go on.  Naismith, 
Minifigs, Lyzardôs Grin, 
and others had Colonial 
figs, but they were hard to 
order and you never knew 
what you were going to get 
when they arrived!  The 
second was trying to find a 
set of rules that would al-
low you to do large scale 

Colonial era battles.  
You can only play 
skirmishes for so long 
before you start look-
ing for something 
else. 

     Through the end of 
the 80s and into the 
90s Colonial gaming 

was a bit stagnant.  Old 
Glory was producing 
25mm and 15mm figs, 
Essex had their ranges, and 
there were a few more op-
tions for buildings.  How-
ever, outside of Piquet 
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(which you either loved or hated) and 
some odds and ends, rules were still hard 
to come by outside of The Sword and the 
Flame.  Even during the 2000s there real-
ly wasnôt much going on in the world of 
Colonial gaming outside of the usual 
skirmish battles.  Over the last decade, 
however, things have improved for the 
Colonial gamer. 

     While there have always been Coloni-
al figures in the market place, nothing in 
the hobbyôs history matches what is 
available today.  
From 6mm to 
32mm, the 
breadth and 
depth of ranges 
that are availa-
ble to the Colo-
nial gamer is 
staggering.  
Complete 15 
and 28mm ranges for the Boxer Rebel-
lion, Sikh Wars, Zulu War, and the Sudan 
are readily available.  Not only are the 
figures metal, but there are numerous 
boxed sets of plastic figures and even 3D 
models available to print.  Back in the 
late 70s, early 80s, who thought that you 
could get a complete boxed set for the 
Zulu War (Warlord Games) with hun-
dreds of miniatures in it?  While Colonial 
figures are much cheaper than their sci-fi 
and fantasy counterparts, some units are 
still going to set you back a ways. 

     In terms of terrain, there is also a vast 
amount, although it has to be mentioned 
that Colonial gaming terrain is still way 
behind WW2, ACW, and basically any 
period that uses green mats and trees!  
However, there are MDF kits, 3D mod-
els, gunboats, rock formations, rivers, 
roads, and pretty much 
anything that you can 
think of for your Colonial 
era games.  As usual, it 
comes down to what you 
want to spend.  If you 
want a walled city for the 
Northwest Frontier or 
Sudan you can certainly 
get it in pretty much any 
scale, but the cost might 
be prohibitive. 

     As we go into 2024 and beyond, per-
haps the biggest change in Colonial gam-
ing are the rules that gamers are now 
using.  As mentioned before, thereôs nev-
er been what one would consider a short-
age of Colonial era miniatures rules.  

However, finding common 
ground or other gamers who 
used the same rules as you 
was definitely a huge chal-
lenge!  This really is no 
longer the case.  Also, 
youôre really not restricted to 
skirmish gaming for the Co-
lonial era as several big bat-
tle type rules have emerged 
as well. 

     First of all, The Sword & The Flame is 
still going strong after all of these 
years.  A company called The Virtual 
Armchair General offers a wide variety 
of Action and Event decks to add on to 
the original rules as well as too many 
variants and supplements to describe 
here.  While this is not the only Coloni-
al era set of skirmish rules out there, 
you could argue that itôs still the most 
popular and its influence on the gaming 
world cannot be denied.  There is a ru-
mored 40th anniversary edition that will 
hopefully see the light of day.  This is one 
of those sets of rules that has everything 
in it, from uniform info to a sample game, 
plus all the rules and charts you need for 
your first game.  For a modest investment 
in figures and terrain, you can get a pretty 
good start into Colonial era gaming. 

     The set of rules that is currently 
giving The Sword & The Flame a 
run for its money is Ospreyôs The 
Men Who Would Be Kings.  This 
is part of Ospreyôs ever growing 
series of skirmish rules for pretty 
much every period of history!  If 
youôve played any of the Osprey 
rules then you know what to ex-
pect.  The rules are designed for each 
player to run several units with pretty 

basic movement and com-
bat systems, meaning the 
game could be over within 
a few hours.  Again, as 
with most Osprey rules, 
they provide the frame-
work and the gamer pro-
vides the research, scenar-
io, etc., so there is some 
work that needs to be done 
for each game. 

     Are there more Colonial skirmish 
rules?  Yes, thereôs been plenty over the 
last 40+ years, but these two seem to 
generate most of the Colonial games that 
you see.  Whether it is on various Face-
book groups, gaming forums, convention 
recaps, etc., itôs clear that these two sets 

of rules are dominating the Colonial 
gaming scene, at least in the skirmish 
arena.  Thatôs not saying that they are 
the best rules for the period and 
something else may come along 
someday, but for now theyôre at the 
top. 

     Moving up the scale to what 
would probably be termed 
ñoperationalò level or big battle, 

Warlordôs Black Powder seems to have 

separated itself from the pack.  Due to the 
popularity of their rules such as Bolt Ac-
tion and Hail Caesar, it only make sense 
that gamers looking for big battle rules to 
use their 28mm units for ACW, Napo-
elonics, etc., would come looking to them 
for Colonial rules as well. 

     Black Powder (as well as Hail 
Caesar) are the next step in evolu-
tion from the very popular War-
master rules.  Units can be of any 
scale or size, so long as both sides 
are based the same.  The emphasis 
is on issuing orders from com-
manders, then units engage in fire 
as well as melee combat.  The 
systems are fairly easy to grasp 

and the large 28mm units look good on 
the tabletop, which certainly helps to sell 
the game.  There are currently two Colo-
nial supplements out for the Zulu War 
and the Sudan, but hopefully more will be 
coming.  There are also a few boxed sets 
available for the Zulu War, which are a 
great deal to get into the period. 

     For those who use 15, 10, or 6mm 
figures, an alternative to Black Powder 
would certainly be Battles for Empire, 
now in its second edition 
(possibly a third at some 
point).  This is another 
big battle game that uses 
something very similar to 
the Fire & Fury move-
ment system.  Each unit 
is composed of 4 stands, 
representing (cont. on p4) 
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(cont. from p3) a company or a tribal 
clan.  There are different charts for the 
British/Colonials, Pathans, Dervishes, 
and Zulus, giving each a unique flavor.  
Battles For Empire is highly suitable for 
club games and/or larger battles.  
These rules also appeal to those 
who have long been playing 
rules such as Johnny Reb, Fire 
& Fury, Age of Reason, etc., as 
they are seen as leaning towards 
more of the simulation side of 
the hobby. 

     Now, these four sets of rules 
are not the only Colonial rules out there 
and before gamers start sending me angry 
emails, it is important to remember that 
these are the rules that are definitely be-
ing featured in many, many posts, fo-
rums, etc.  I have seen other gamers and 
gaming groups using many different rules 
for their Colonial games, ranging from 
home brew to items that have long been 
forgotten by most of the hobby!  Thereôs 
no way that you could possibly list every-
thing that is being played at the moment. 

    Over the last few years, I have seen 
games using Piquet, Science vs. Pluck, 
Age of Tigers (Age of Eagles for the Sikh 
Wars), and even Principles of War.  On 
top of that Iôve seen some modified rules 
for the Colonial era featuring Volley & 
Bayonet, Fire & Fury, and even the old 
WRG rules that went up to 1845!  The 
amount of rules that are out there is truly 
astounding and it should be fairly easy to 
find something that you and your gaming 
group feel comfortable with. 

     As mentioned before, the breadth and 
selection of figures and terrain for the 
Colonial era is truly staggering and it 
really comes down 
to what scale you 
want and how much 
do you want to 
spend!  There are 
wide ranges of 6mm 
to 28mm figures in 
varying ranges, not 
to mention 3D fig-
ures and scenery that 
can be printed. 

     In terms of terrain, companies like 
Sarissa Precision have gunboats available 
along with many, many other models that 
can be used for native villages all the way 
to the streets of Cairo!  There are paper 
models available in several scales that 
look very good when on the tabletop and 

if money is no object, then companies 
like the Colonial Steamboat Company 
make all kinds of specialized forts, villag-
es, and large building sets.  About the 
only things that arenôt readily available 

are rivers (to simu-
late the Nile and 
others) and large 
hills/mountains.  
You would think by 
now these things 
would be readily 
available, but they 
still arenôt. 

      For figures, almost anything you can 
think of for the Colonial era is available 
in one scale or the other.  Indian Mutiny, 
Boxer Rebellion, French Foreign Legion, 
etc., used to be extremely limited and 
hard to find.  Not any longer.  You are 
only limited by your wallet and shipping 
prices if youôre ordering from overseas!  
No more using Napoleonic troops for 
Sikhs, cutting off heads for some weird 
troop type, ordering guns from WW1 
ranges, and so on.  Whatever period you 
want can be found quickly. 

     So, if there are plenty of rules, figures, 
and terrain, why hasnôt Colonial gaming 
taken over the hobby?  The answer is still 
the same as the one from the 70s; itôs a 
niche period in a 
niche hobby.  The 
biggest challenge is 
still research in 
terms of battles, 
uniform infor-
mation, what units 
to build, how to 
conduct campaigns, 
etc.  There are more 
books on the various subjects and you 

can get most uniforms with a 
bit of work, but in comparison 
to Ancients, WW2, ACW, etc., 
the Colonial era is way, way 
behind. 

     Another challenge is doing 
terrain right for the era that 
you are trying to portray as 
well as scenario de-

sign.  Scenarios for the Colonial 
era are still one of the weak 
points for many gamers.  The 
huge problem here is one of bal-
ance. Just how many Zulu units 
against a British force that you 
painted up should there be?  
What is the proper ratio of Pa-
than rifle and sword units to go 

up against your friendôs Indian force?  
The odds that the contest will be one 
sided are much higher than in other peri-
ods.  What is definitely needed for the 
Colonial gamer are some really well play 
tested scenarios that will give a good 
game and provide a foundation for gam-
ers to create their own.  Much could also 
be said for Colonial campaigns in that 

more are definitely needed. 

    What does the future hold for Colonial 
gaming?  Weôve already ascertained that 
the era is better catered for today than at 
any time in the past 50 years!  As more 
and more gamers get into the hobby, 
there is hope that some will tire of the 
WH40K scene or watching dozens of 

tanks blow up each Saturday 
in their regular Flames of War 
game, then turn towards some-
thing new.  The Colonial side 
of the hobby is certainly well 
positioned to be explored by 
gamers who are looking for 
something new as well as a 
part of the hobby that not eve-
ryone is doing. 

     A good guess would be that more 
figures will continue to come out and 
hopefully more books that focus on bat-
tles and uniforms.  Some mats for the 
Nile and its riverbanks would be a wel-
come addition!  You also have to think 
that Warlord Games is going to add Zulus 
and maybe the Sudan to its ever growing 
Epic line of miniatures.  That would cer-
tainly jumpstart the Colonial gaming 

hobby!  Hopeful-
ly, others will 
start to explore 
these little known 
campaigns and 
find the joy in 
them that so many 
of us have found 
over the years. 
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     Many gamers have tried 
a fantasy board wargame at 
one time or another, partic-
ularly if youôve been in the 
hobby for quite some time.  
I still enjoy a play every 
now and then of SPIôs Sor-
cerer, SPIôs War of the 
Ring, TSRôs Saga, and oth-
ers.  Fantasy wargames in 
todayôs hobby are usually 
very Euro-ish, so when a new one comes 
out in the wargaming genre, it does at-
tract a lot of attention.  Out of the blue 
comes Burning Banners:  Rage of the 
Witch Queen by Compass Games. 

      The first thing you notice is that the 
box is much heavier than most board 
wargames!  That is due to the four 
mounted boards, featuring beautiful art-
work by designer Christopher Moeller.  
Just looking at the terrain on each indi-
vidual board evokes maps from The Lord 
of the Rings, Game of Thrones, and other 
fantasy settings.  You also get several 
sheets of pre-cut, rounded counters, 200+ 
cards, rules, campaign book, play mats, 
and much more.  All of the components 
are very well done and it would be hard 
to find fault for what is included in the 
game. 

     The rules are 
broken down in 
to a basic and 
advanced sec-
tions, with the 
scenarios being 
in the campaign 
book.  From 
sorting the 
components it 
appears like 
there could be a 
lot going on and 
that complexity 
might be a barrier to play, which isnôt the 
case.  The basic game is actually a pretty 
standard wargame.  Count your income, 
build units, place units, move, and fight.  
Only one unit is allowed per hex, so 
things move along pretty quickly.  Each 
unit is rated for how many D6s or D8s it 
can use in combat, with usually a 5+ 
causing a hit.  Most units get flipped after 
the first hit and are destroyed on a second 
hit.  Pretty basic stuff so far. 

     In fact, I would recommend after play-
ing the first scenario that you read the 
advanced rules and get started learning 
that as you play along with the second 

scenario.  The advanced rules 
add monsters, mages, spells, 
blessings, treasures, and heroes, 
all of which add a lot of flavor to 
the game.  Again, what looks like 
a lot of rules really isnôt and once 
youôve played a turn 
or two things become 
second nature.  One of 
the interesting things 
about this game and 

how it was designed was that 
everything looks like it should 
be fairly complex as there are 6 
factions, cards, special rules, 
etc., but everything fits togeth-
er quite well with a surprising 
low rules overhead. 

     As mentioned above, there 
are 6 factions in this game 
(more are rumored in future 
games), featuring an Army of 
the Night (vampires), Orcs, 
Goblins, Oathborne (Dwarves), a Viking 
type faction, and the Empire (Persian/
Ottoman/human).  All have their own 
faction cards, interesting force selection, 
and heroes.  The various scenarios usual-
ly feature a faction going up against an-
other faction, but there are quite a few 

where there are multiple factions on 
each side.  Each of the factions 
plays much differently than the 
others and itôs going to take several 
games to figure out the strengths 
and weaknesses of both. 

     For example, the Orcs and Gob-
lins do not collect income each turn 
(used to buy more 
units).  They get 
their money by 
looting settlements 
and cities, while 
controlling these 
places actually 

costs them gold!  Other 
factions want to control 
these areas to raise their 
income to purchase 
more units.  Each fac-
tion also has a selection 
of cheap units that can 
overwhelm a foe, stand-
ard units, then powerful 
units such as trolls and 
dragons, plus siege en-
gines. Finding the right 
combo to go up against 
each faction is definitely 
the challenge here. 

     Combat is easy to do and works sur-
prisingly well.  Thereôs no stacking 
(except heroes can stack), so each unit 
moves and fights by itself.  Each unit is 
rated for how many D6s and D8s that it 
will use in a combat, with 5+ causing a 

hit in most cases.  You 
apply the difference in hits 
to the losing side, with 
most units flipping to a 
weakened state after the 
first hit and eliminated on 
the second.  Some armies 
such as Goblins have a 
horde of cheap units that 
only take one hit, but they 
can swarm an enemy.  
There are also modifiers 
for terrain such as rivers 
and cities. 

     In the advanced game 
there is a magic phase at 
the end of the turn where 

you can earn spells for your heroes, bless-
ings for your army, or learn how treasures 
work that you found.  Again, this sounds 
complex, but it is surprisingly simple in 
its execution.  You can also attack 
(actually explore) lairs where random 
monsters are located.  If you defeat the 
monster, your army gains gold and a 
treasure.  Some of the monsters are pretty 
nasty and there are cards to make them 
wander around the board, so besides war-
ring with another faction you now have 
monsters to contend with as well! 

     With at least 20 scenarios, including a 
ñChroniclesò campaign, which is several 

of the larger scenarios 
pieced together, there is a 
lot of game play in the 
box.  From basic one on 
one factions that go three 
turns to six player games 
that can go 6-8 turns, 
there is something here 
for every sized gaming 
group, plus it plays pretty 
well solo (thereôs no solo 
module, however).  If 
youôre into fantasy war-
games, then this game is 
a must buy.  The game is 
dripping with theme and 
is fairly simple to teach 
others how to play.  Iôm 
looking forward to the 
next game in the series as 
it is a fascinating system 
that should be played. 
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     Our group fortunately has a 
pretty good sized selection of 
figures from the Samurai era, 
plus as you can see from the 
images, some really nice terrain 
to go along with it!  Over the 
years we have tried quite a few 
systems from the Samurai era, 
starting with the Old Glory 
rules when their 25mm ranges 
were first coming out (does 
anyone remember those rules?).  From 
there it was on to Warhammer Ancient 
Battles, followed by a mod for Pig Wars, 
then most recently Ronin from the Os-
prey rules series. 

    Now itôs on to Fistful of Lead:  Bigger 
Battles (FFOLBB), which is naturally 
part of the Fistful of Lead series of rules, 
that covers everything from Ancients to 
battles on far flung planets.  Bigger Bat-
tles is based on the FFOL system, but 
takes it a notch higher, dealing with larg-
er forces than the handful of figs players 
usually get when doing the original FFOL 
rules. 

     Instead, each player gets a number of 
units.  Most units (not all) are made up of 
around 8-10 figures who are usually rated 
a D8 or D10 for combat.  There are also 
cavalry units (we use 6 figure units) and 
some elite, or higher trained units of 
around 4 figures each.  Each unit can also 
have special skills, armor, and weapons 
(see the upper left picture on the follow-
ing page for an example of the unit 
cards), which can be customized.  Each 

player for our game also had a lead-
er who can influence the units under 
his command. 

     The rules use an interesting sys-
tem to reflect initiative as well as 
command & control.  Each player 
gets one card (using a standard 
deck) for each unit still in play (i.e., 
6 units = 6 cards). Starting 
with Kings (Aces can be used 
for any card), you progress 

down the card suite until each play-
er has used their cards.  When a 
card is used, a player chooses a 
unit, then can basically do two ac-
tions, such as move and shoot, 
move/move, etc.  Infantry usually 
move 5ò, so if you choose move/
move, you can get 10ò for that unit. 

     For combat, you roll a number 
of dice according to the ability of 
the unit and how many figures are 
fighting.  Most low quality troops 
use a D8, trained troops are usually 
a D10, and some figures use a D12.  Ba-
sically, a 5 or 6 is needed to hit (thereôs 
all kinds of modifiers), then you roll to 
see the number of wounds, followed by 
saving rolls.  Casualties are in figures 
removed (killed) or shock.  Shock can 
really hurt a unit, so it needs to be rallied 
to reduce the number of shock markers as 
soon as possible.  While some of the con-
cepts appear strange and it may take a 
turn or two to get the hang of it, what 
results is a fast and chaotic affair! 

     For our test Samurai era scenario (we 
had used the rules before for a Medieval 
game), one side (Side A) had two units of 
cavalry attached to an infantry force con-
sisting of regular troops as well as several 
peasant or lightly armored units.  The 
other side (Side B) consisted mostly of 
regular troops, but no mounted units, so it 
would certainly be a clash of different 
styles.  There werenôt any real objectives 
outside of defeating the opposing 
army and the primary goal was to try 
this out for the Samurai era. 

     The first thing Side B learned was 
that being in the open against troops 
with bows is not good!  Soon, every-
one was ducking under cover and 
figuring out how to take care of the 
bow and arquebus armed troops.  
Both sides closed fast and this is 
where troops really started dying.  
The peasants on the far side of the 
board pressed their luck a bit too 

early and got chewed up pretty fast.  At 
this stage, everyone was feeling things 
out and trying to determine which tactics 
worked best.  While units were fresh, 
they could do some serious damage, but 
once the shock started to pile up, things 
became much more difficult.  Both sides 
moved up more forces to engage. 

     There were a few turns that took quite 
some time as there was battle after battle.  
By mid-game there were probably less 
than 50% of the figures that started the 
game still on the board!  Just when one 
side looked like they were about to win, a 
counterattack or lucky card draw kept the 
other side in it.  After 3 hours and about 8 
turns, we figure out that it was going to 
be a draw.  Both sides were seriously 
depleted, but the mounted units were still 
around and definitely a threat. 

     Everyone had a good time, especially 
once you get the hang of the combat sys-
tem.  There werenôt any serious rules 
issues, but there didnôt seem to be any 
morale rules, so units could keep on tak-
ing damage for quite some time.  It was 
encouraging enough that everyone said 
that they would play it again and we were 
wondering how the system would do for 
a castle assault, so maybe next time! 
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FFOLBB:  Samurai Era Skirmish (cont.)       Battle Report 

A few more images from the big Samurai skirmish.  The game is a cross between Saga and The Sword and the Flame, with some large 
units and then a few, very powerful smaller ones.  Unarmored troops die pretty quickly and it is a fast and furious system that can be 
used for almost any period that you can think of. 
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Non-Starfleet Battles 
Space Combat 

     Most gamers have ei-
ther heard of or tried Star-
fleet Battles at some point. 
As far as gaming hobby 
history goes, it pretty 
much has achieved legend-
ary status and Iôve written 
about this subject a few 
times before.  Its hard to 
explain properly today just how popular it 
was back then, but back in the mid-80s it 
was easily the dominant science-fiction 
game and spawned multiple books, maga-
zines, miniatures, and so on.  However, it 
wasnôt the only set of space rules that was 
out there at the time, nor was it the only 
game that weôve tried that covered the 
subject. 

     Many of the first wargaming maga-
zines such as Battle, Military Modelling, 
etc., had pages and pages of miniatures 
ads.  Several of these had science fiction 
miniatures, although the genre was noth-
ing compared to today.  However, the 
rules for those miniatures were pretty 
unknown and you would be taking a 
chance ordering them in sight unseen.  
One company that took advantage of that 
was Superior Models. 

       In the early 80s Superior Models 
came onto the scene with all kinds of 
spaceships for several races and a set of 
rules called Starfleet Wars.  The rules 
were about as basic as basic gets, which 
didnôt deter many gamers from going to 
their local store each Saturday and load-
ing up on the latest releases.  While I was 
playing WW2 micro-armor games I 
would look over and see 12-20 person 
battles with hundreds of ships on the ta-
ble!  While several of my group and I 
were interested in space combat, we nev-
er pulled the trigger on the Superior Mod-
els stuff. 

     As noted above, we spent years play-
ing Starfleet Battles, but that doesnôt 
mean that no one was looking for alterna-
tives.  One of the 
more interesting 
sets of rules to 
come along was 
Silent Death, which 
was essentially 
fighter and small 
ship tactical space 
combat.  The sys-
tem was pretty 

comprehensive and while on the outside 
it might have seemed complex, in reality 
everything flowed together pretty well.  
Although a good game in its own right, 
we found ourselves always drifting back 
to Starfleet Battles. 

    When Starfleet Battles had finally run 
its course at the end of the 80s, there real-
ly wasnôt much to replace it.  It was al-
most as if the hobby world breathed a 
collective sigh and everyone went back to 
playing ACW, WW2, Ancients, etc.  
Even the miniatures offerings in the hob-
by magazines started slowing down and 
most gamers when asked about getting 
back into space combat had a ñbeen there, 
done thatò type of answer.  Miniature 
space combat had hit a new low. 

      As we got towards the mid and late 
90s we found ourselves getting back into 

miniatures based space 
combat with Full Thrust.  
This was a pretty well 
thought out system with 
enough supplemental 
material to keep one 
busy for quite some time.  
The great thing was that 
they could be used with 
any scale or line of star-
ship figures.  We played 
one game, decided it was 

worth playing again, then took a break.  
From time to time it would appear again, 
then vanish for long periods of time. 

    Upon further reflection, space combat 
miniatures games existed in a weird place 
for the hobby.  Not as in depth as An-
cients or Napoleonics, but probably more 
fun to play than either of those things!  
The ship miniatures is what usually got 
people interested, but after one battle it 
seemed like most gamers had that itch 
satisfied and then it was onto something 
else.  I think most of this had to do with 
the fact that trying to simulate space com-
bat always ended up looking like a WW2 
naval battle.  There were always paper 
logs for shields, ganging up on enemy 
ships, and trying to use your gimmick 
weapon at the right time. 

     Now thereôs nothing wrong with this 
and it was a lot of fun.  However, after 
the battle when we discussed playing a 
campaign, buying more stuff, expanding 
into optional or advanced rules, etc., the 
wheels came off the bus!  Everything 
went back into the closet where it would 
no doubt return to the table in five years 
for yet another try.  Everyone likes the 

idea of space combat with miniatures, but 
really nothing had come along that would 
make you burn all of your other games 
and miniatures to just focus on that. 

    There was the 
thought of trying 
even more complex 
games such as At-
tack Vector:  Tacti-
cal, but after a few 
solo plays trying to 
learn the system, I 
decided that trying 
to run a 6-8 person 
game would be 
pretty much impossible.  About as realis-
tic as it comes along with true 3D move-
ment, it was probably beyond what the 
group would consider fun.  There was 
some consideration to go back to Starfleet 
Battles as there was sort of a revival with 
a new boxed set, more ships, better SSDs, 
and more.  Truth be told, there wasnôt 
much interest in that, either. 

    Today of course, you have X-Wing, 
Star Wars Armada, and many, many oth-
er games, including a novel approach 
with GMTôs Talon.  All of these games 
have high quality components, greatly 
streamlined play, and are designed for 
gamers to have fun, quick space battles.  
No doubt they are extremely successful 
as their sales have been huge and more 
product keeps coming out.  On top of 
that, many other games such as Twilight 
Imperium, Eclipse, and others have all 
kinds of ship models in them for fleet 
combat.  A period that was once hard to 
find anything for now has all kinds of 
offerings and we haven't even touched 

upon the thousands 
of 3D printed mod-
els that are availa-
ble. 

     Despite all of 
this, I have still yet 
to find something 
that Iôm really 
happy with for this 
side of the hobby.  
It could very well 
be that since each 

gamer has their own idea about what 
space combat should be, that finding 
common ground could be impossible.  
Thatôs not saying that I would pass up the 
chance to blow up some enemy space-
ships, but I keep wondering where the 
game system is that would make me want 
to play it two gaming nights in a row. 
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