PAPER WARS FOREVER

geocites.com/PaperWarsForever


P A P E R   W A R S   F O R E V E R
P A P E R   W A R S
(The Paper & Pencil Drawing Game)
.
- & -
.
B R I C K ’ D   S P A C E W A R S

(The LEGO Table-Top Adaptation)
by
DAVE VOLTAGGIO   &   JOE EVANGELISTA
TABLE OF CONTENTS
1. Paper Wars
a. History

b. Background Story

2. PW Game Rules

a. What is PW?

b. Game Setup

c. The 3 Master Rules

d. Special Rules

3. PW Game Play Examples

a. Movement
b. Offensive Weapons Usage

c. Defenses & Damages

4. Game Technologies

a. Ships

b. Weapons

c. Missiles
d. Energy Shields

5. The LEGO Table-Top Game Adaptation: Brick’d SpaceWars
a. Ship Parts Suggestions

b. Game Pieces

c. Game Play

6. Creator Information – Dave & Joe
PAPER WARS HISTORY
Paper Wars started as a high school lunchtime game between Dave and a friend.  Dave was sketching stick figure army fights from a profile terrain view when his friend grabbed his pencil and made his own additions.   After his pencil was down, Dave would counter by drawing something else and an escalating turn-based drawing evolved.  This went on for a week or two with different scenarios.

It was soon tried on a moon for variety.  A semicircle of a moonscape was drawn on the bottom of the page and each player had a space craft hovering at the top of the page.  The space craft would drop a pod of troops onto the moon to do battle.  It was turn-based, and to make movements one would erase one’s pod and troops and redraw them elsewhere as it progressed.  But then it developed into the space crafts fighting each other (firing lasers, raising energy shield bubbles, etc) and the troops were ignored completely.

The next day it was played entirely in space, from a 2-D top-down point of view, with turn-based, erase/redraw play: movement, firing of guns, launching of missiles, dealing damage.  Paper Wars was born; January 1996.  It was played daily into the summer: some battles lasting the lunch hour, some lasting consecutive days’ lunch hours.
Dave wrote a background story for this paper & pencil game signing himself as leader of the government that ruled the galaxies and his friend chose to be a pirate leader against him.  The Paper Wars Universe takes place exactly 3,000 years in the future.
[More about the Story in the next section.]
Not long after Paper Wars was structured Dave visited his cousin Joe (they only got to see each other 2-3 times a year back then) and introduced Paper Wars to him.  Dave wrote Joe into the story and he then became the integral Universe designer with Dave as they would email back and forth ideas for the game, for new weapons, new ship designs, and on and on.  They even tried playing through the mail which only lasted about 3 turns.
During the course of a couple of summers they developed Role-Playing email battles.  They took up the characters of fleet commanders and acted out space craft battles by emailing each other communiqués as if they were in the battle.  These helped further the story in unexpected ways.

Why name it “Paper Wars”?  It was and is perfectly descriptive.  It stuck and all attempts at changing the name since 1996 have fallen flat.  “Space Wars” is as close as it ever came to being changed.  The adaptation in LEGO yielded Brick’d SpaceWars, an equally descriptive stand-alone name.

Paper Wars Forever came about when Dave & Joe had the idea for Brick’d SpaceWars and Dave exclaimed “Paper Wars Forever!” as the game has taken a new life and will never be forgotten.
THE BACKGROUND STORY
A race as old and at the same technological levels as humans was discovered in the year 2891 ad.  Peace prospered and humans learned of the galaxy these new friends came from.  They are the Z’ATAX and look indistinguishable from humans.  They knew of many varied alien races in their own small galaxy.  The Z’ATAX had a prophecy that in the year 4904 ad (relative to Earth-time) an immortal human would be sent from their single god, Zinglon, to rule over them in peace and justice.

In 3384 ad the humans met a hostile race which immediately became bent on the destruction of the entire human race and all human-populated planets.  Two years later after extensive yet failing battles the humans, slaughtered, lost their ultimate war and the Sol System & Earth were destroyed, every human extinct!  It wouldn’t be until around 4998 ad that long-lost cryogenic facilities sleeping thousands of humans would be discovered.
Back in 2026 ad on Luna, a scientist/jack-of-all-trades named Dave Voltaggio had a freak accident with creating theoretical particles which exploded, resulting in two miracles:  1) he became virtually immortal and 2) he was sent through Space & Time to the future, landing on the home planet of the Z’ATAX at the exact date and place that had been prophesized.
With Dave V (“V” since no one could pronounce Voltaggio) as the Supreme Imperial Ruler of Everything (S.I.R.E. or Sire for short) the new galaxy prospered and thrived with new technologies being developed daily.  Shortly thereafter a cryogenic pod was discovered with origins pointing towards the destroyed “Earth that was”.  Upon activating the pod there stood a man, a couple of physical years younger than Dave V but with the same noticeable features, due to the genes (yes, they were blue! [jeans]).  Dave V recognized his cousin instantly and just as quickly made him his Excellency of Great Power (EoGP for short).  

With the two at the helm of this new universe, there was much fun to be had, and as they found out, much pain as well.  New enemies crept up from the depths of space, trying to challenge the leadership that S.I.R.E. and EoGP had.  Even rival worlds aligned themselves with pirates and outlaws in order to try to bring the regime crumbling down.  This brave new world that Dave V and Joe had been brought into was at the brink of destruction.  They needed some way to bring everyone together for a common cause.  That common cause turned out to be the Elementals!

The Elementals came from an alternate dimension of space.  The Elementals began their reign of terror in the galaxy without mercy; warping in with no warning, leaving without a trace.  All worlds realized that their issues with one another must be put aside if they were to keep their lives.  With teamwork and the additions of new technologies designed specifically to fight the Elementals, Dave V and Joe’s forces fought the Elementals back into their home territories.  

But the story does not end there.  Joe took on a daring mission to venture into the Elementals’ area of space using newly designed (and thoroughly untested) technology to properly measure the Elemental threat and to find a way to defeat them once and for all.  After a long and grueling mission, with many thinking he was dead, a courier named Maestro delivered a message to Dave V, indicating that the EoGP had indeed survived and had great news to report.  

With the Elementals now in retreat and peace being promoted throughout the star systems they had terrorized things were safe once more.  But how long will the peace last?  How long would people of such different beliefs be able to stand one another?  And how long until the thirst for adventure and power seize the hearts of those that had just been saved?
There are still battles to be fought, and justice to be served.  Pirate factions, wealthy gangs, and bored mercenaries need to be quelled.  And old alien foes are still being dealt with at the edges of our universe.
Will you fight for justice & glory, or adventure and power?
GAME RULES

Paper Wars – a paper & pencil game.  What is it?

Paper Wars is a paper & pencil drawing game that stimulates your futuristic imagination. The GAME of Paper Wars pits space craft against space craft in dogfights.  The Paper Wars UNIVERSE is much more in depth having grown from the game, with its own story and events, lives, and technology as created by Dave & Joe.
GAME SETUP:

To play Paper Wars, get two people (or more, but two is ideal and the minimum), a blank sheet of paper, and a pencil with good erasers for each player.  One person draws his ship (or ships) somewhere on the paper, generally a top-down view, and then the next player draws her ship(s) across the page.  All actions consist of using the eraser to erase old moves and the pencil to draw new ones.
An alternate medium of play is a dry-erase board.  This allows for quicker erasing and redrawing as well as an easy, convenient way to use multiple colors.

A useful tip is to not draw the ships too big or with too much detail.  Since you will be erasing them and drawing them over and over again, try to keep to something more simplistic (you can always make them more detailed in the ship manual that you keep on the side to know what a ship has on it and what its capabilities are).

THE BATTLEFIELD
Space, as represented by an 8 ½“ by 11” blank sheet of paper.  Asteroids, small moons, and small space stations can be drawn in before the game as obstacles, eye candy, and points of interest as dictated by your imagination.
THE PLAYERS
Space craft.  Generally single-pilot fighter-jet size space craft equipped with lasers, or energy blasters, plasma cannons, spatial machine guns, missiles, energy/force shields dogfighting in 2-D.  They are drawn about an inch long/wide.
In this turn-based game, a player does everything he wants to in one turn.  There is no multi-sequence of play or phase-based turns like: you move/I move, now you fire/I fire, now you apply damage/I apply damage, now you move/I move… etc.  That means when a player’s turn comes, if he has three ships he can move all three, make any fire, or whatever in that turn before passing his turn to his opponent.
More than one action can occur to each individual ship in a turn, such as firing and moving around.  [See the following pages for examples of actions.]
Game scenarios are limited only by your imagination.  A shorter game might have one ship versus one ship with a few small asteroids in the middle of the battlefield for variety.  A longer game of say 3-on-3 might include a whole moon in the middle forcing players to fly around it and a space station orbiting one side of the moon which if a player docks one of his ships to it he will gain control of the station’s many lasers.

One thing to keep in mind is that you want to have a roughly even playing field.  It might be useful to go over the basics of the ships and their on-board technologies with your friends when deciding which ships to play with so you are not surprised by your friend pulling out a Stargate and jumping in fifty more ships, or find out one ship can break down into three!

On Momentum – There are two ways to play: With or Without Inertia [momentum].
· With Inertia you’d move and keep moving until you fired retro rockets to stop and would have to do that to stop before changing direction and moving another way.
· Without Inertia you can stop on a dime during any turn – the preferred way to play.  You just have to turn to ship to travel in a new direction.
THE 3 MASTER RULES:

Rules?  Yes there are rules, but they can all be bent!  The big three are the standard no-cheating / keep it fun rules; the rest is up to your imagination or debating.
1. First there are the basic Laws of Physics.  Yes, you have to follow them.
Bend: craft can have antigravity for propulsion, and so avoid gravity rules.  Most craft have strong retro rockets to stop momentum; Without Inertia play assumes that ships’ computers make the necessary thruster adjustments for the pilots.

2. No Weapon Can Hit On The Same Turn It's Fired.  Originally made to give players a defensive chance to react.  The only official exception to this rule is if the players decide to reasonably ignore it.  This means if there is a close dogfight, ignore this rule; All Close Shots Hit Same-Turn.  That creates a bit of a faster game. 

3. Nothing Impossible Can Occur.  Yes strange and fantastic things can happen (such as a ship that can switch configurations into another type or cloaking or man-made wormholes), but Impossible things cannot (like a ship completely invulnerable whenever specified!).   Be logical, but use your imagination to stretch things just a little.  Science Fiction is something from the imagination but based on Real Life to give the illusion that it could happen.  Make things logically possible [a circle cannot be a square at the same time (logically impossible), but cloaking could happen theoretically (logically possible)].
Bend:  Explain a technology’s existence; talk your way into it.
SPECIAL RULES

These cover how to use special features of ships.  These rules can be modified at your fancy of course, but were made to give standards to special devices’ usage.
TRACTOR BEAM
A tractor beam [T.beam] extends a certain distance each turn for a maximum of two turns, to prevent infinitely long beams across the battlefield.
A player fires it and if it comes in contact with something it creates a bubble of energy around the object.  The firing player now has control over the movement of the object as bounded by the restraints of the firing angle and relative mass of the object (smaller/lighter objects can be moved farther/faster per turn).  If the victim is a ship and was locked-on with its shields down, it cannot regenerate its shields until it is free.

Been T.beamed?  There are several ways to break a locked beam:

· Either the firer or victim gets hit with a blast/missile/collision

· The angle of fire is lost (the object is moved beyond reach or at an angle where the firer’s ship body is in the path of the beam)

· An object comes in contact with the beam (the firer cannot shift control of the beam to the new object, he loses the beam altogether)

· “Pop The Cork” – if the victim is a ship that has been locked-on with its full shields on, it can overload its shield emitter and thus create a blast of energy just strong enough to disable the imposing T.beam’s field.  It will take one full turn thereafter for the victim to regenerate his shields and for the firer to fire again (creating a stalemate)
DOUBLING SHIELDS
For simplicity the game is played with only one level of shields, a single circle around the ship.  Should the need arise for stronger shielding temporarily this rule can be used.
If a ship’s rear shield is able to be on, the pilot can transfer that energy to the front shields.  Draw a new semi-circle in front of the ship.  This works in reverse: front shields to rear.
If front shields are on, the ship gets a second semi-circle of protection at the front location, and loses its rear shield.
If rear shields are on, the ship gets a second semi-circle of protection at the rear location, and loses its front shield.
If there are two levels of shields in a location and one goes down, it still takes two turns to regenerate – but it will regenerate at the original location.  On the third turn this shield can be transferred.  This prevents plays with continuous doubled shields at a location.
Don’t bother attempting to applying this rule to the side shields or all-around swapping as it will make keeping track of it all confusing and lose the spirit of the game.

CLOAKING DEVICE
This device renders a ship invisible to its opponents.  The player mentally must keep track of its location for fair play.  A ship can do nothing but move while cloaked, and can have no shields up for protection.
To cloak, on the first turn of cloaking the ship must do nothing.  Nothing.  It does not fire, move to a new location, then cloak.  Redraw the ship shimmery and with waves in it (the ship will be vulnerable until the next turn!).  The next turn it will be invisible, so then erase it completely.  To uncloak, draw the ship shimmery and wavy again (the ship will again be vulnerable until the next turn!).  On the following turn draw it complete and ready for action.
GAME PLAY EXAMPLES

MOVEMENT:

MOVING A CRAFT
Turn 1 you draw your ship.  On your Turn 2 (after your opponent has taken his turn) you want to move your ship, so you erase the picture of your ship that you drew on Turn 1 and redraw it where you want it to have moved to.
Be sure to draw jet exhaust, or "fire," from your ship's rockets (if it has rockets) to show that it is moving/has moved.   Stationary craft don't need lit rockets.

BOOSTING SPEED
Afterburners are like speed boosters.  They give a ship a short burst of speed to get somewhere or out of the way of something quickly.  They are a part that is added to the engine and propulsion unit.
If your ship has a set of afterburners, to use them draw your ship having moved forward a bit farther than during normal movement.  Draw a longer trail of jet exhaust in indicate their usage.
If you just used afterburners for a speed boost you can’t stop suddenly on the following turn; you’ll move forward again but less so.  Because of this, it’s not wise to light up your afterburners with a large asteroid a bit in front of you…
ROLLING
The game is played in 2-D from a top-down perspective.  Therefore if a ship has wings that stick out far and incoming fire would strike the ship’s wings and destroy them (and any weapons/missiles mounted under them) the player can use the cheap trick of rolling to avoid the fire.  On the turn before the shots would hit your ship, redraw your ship from a profile [side] point of view instead of top-down.  This simulates the ship having rolled 90 degrees, turning on its side.  On the next turn you should redraw it from top-down unless avoiding more fire along the same line.
This only works of course if your ship is thinner than it is wide; if the ship has huge fins or is bulked up high then rolling 90 degrees could make it a bigger target.
OFFENSIVE WEAPONS USAGE:
SHOOTING A BLAST

Turn 1 you want to fire a laser cannon at your enemy, so you do: draw a laser blast (might look like an elongated oval with a tail) in front of a laser cannon on your ship. Each turn it can move farther and farther, and its distance depends on the speed it travels (blasts are not infinitely fast you know).
SHOOTING A BEAM
Turn 1 you fire a laser beam at the enemy ship.  The laser beam travels at the speed of light, so draw a line from the laser gun to the enemy, but just slightly not touching (if she's medium distance away, but if she's far away a little leave more distance, or if she's real close just hit her).
As a general rule, No Weapon Can Hit On The Same Turn It's Fired.  This basically gives the opponent time to react, and so you can infer that pot-shots do little.  Also, a beam does not go through objects; it hits the closest thing in its path then dissipates.

On the next-in-line player’s turn it will hit (doing damage – see hits, next page) or miss.  On that turn erase the line because that shot is over (constantly firing lasers are special weapons not commonly possessed, this is just a single zap shot).  If the next-in-line player is the one who controls the ship that might get hit, s/he has the ability to maneuver the ship a little to avoid the shot, or raise shields.  Maneuver in this case generally means zip forward out of the way, as just sliding to the side probably couldn’t happen fast enough.
FIRING A MISSILE

Turn 1 launch the missile, either from a missile launcher or undocking from your craft "fighter-jet style" by drawing a missile in front of your ship.  The missile each turn moves forward so erase the missile each turn and redraw it (as long as it still exists) much like a blast (see above).  The missile will travel straight only (unless intervening gravity turns it, like passing by a planet) or can turn under your control and seek out the enemy if it is a homing missile.
DEFENSE & DAMAGES:

HITS AGAINST SHIELDS
On Turn 1 Player2 raises the energy shields around her craft (by drawing a circle/oval around her ship) and Player1 fires a laser blast at her ship on his Turn 1.  On Turn 2, because the ships were close, say the laser blast hits Player2's ship.  Because Player2 had her shields up, her craft is somewhat protected from the blast, which hits her shields.  The shield is downed because it absorbs the blast and needs time to recharge (two of her turns), so erase the shield around the location of the hit.  If she was hit in the front, then her left & right sides and rear shielding can still be up.  Shield bubbles/shells and portions thereof move with the ship if the ship moves since they are projected from the ship itself.  In two of her turns, Player2 can redraw the downed shield area – shields, being energy, regenerate from the ship’s engine & generators. 
HITS AGAINST ARMOR/HULLS
Using the example directly above as it left off, Player1 fires another laser blast at Player2's ship.  Again the blast hits, by the next turn.  This time, Player2's craft did not have her shields to protect her at the hit location, and the blast hits her craft instead.

Apply damage to her ship itself by drawing a small explosion on her ship where it hit, and in following turns draw that bit of the ship missing or with marks showing it's been hit.  The bigger/better the weapon, the more the damage.  Very damaging weapons can cause very large destruction, even ripping through a craft or completely obliterating it!  If the damage is on a weapon, the weapon is destroyed (or rendered inoperable).  Hits against cockpits expose the interior of the craft, and the pilot, to space and the pilot dies and the craft is considered unusable. 

In continuing this example let’s say Player2 has a light fighter space craft and so it sustains massive damage: destroying at least half of her little fighter!  This craft would be destroyed in a game, because A) it took so much damage certainly the engine was hit causing it to explode, B) the cockpit no longer exists so the pilot was killed, C) the exposure of the internal parts of the ship to the vacuum of space sucked out some internal "stuff", D) with the internal parts exposed to the vacuum of space and the ultra-cold temperature of space, the critical parts (and wires, etc) are fried, frozen or shorted out, E) well, you get the point. . .  Basically we don't have ships flying around with only half of their hulls though it may be possible, technically, but really this little ship would've gone kablooie.  A better ship (even slightly like a medium fighter) could have survived the two laser blaster hits, with less damage at least, because of better armor. This just goes to show that you shouldn't just stay put and not fire back and expect to win!

Although, had Player1 not fired for one more turn, Player2 could've regenerated her shields and fully put them back up, forgoing foreshadowed death.

GAME TECHNOLOGIES

Paper Wars Forever is about small space craft fighting, intent on each other’s destruction.  A brief overview of the ships, weapons, missiles, and shields technologies follows.  The game is as powerful as the imagination of the people playing it.  Experiment and try your own ships, weapons, and technologies that seem to logically make sense in the realm of the game.  The possibilities are endless.
SHIPS

The space craft are single-pilot ships the size of modern day fighter-jets.  They are equipped with weapons such as lasers, energy blasters, plasma cannons, missiles and the like to attack their enemies.  For defense against incoming attacks they have some armor on their hulls and most have energy shields which are generated by the ship’s engine & generator and will regenerate after a short while if they’ve been hit.
On an 8 ½” by 11” sheet of paper, these ships are drawn about one inch long/wide.

In the entire Universe of Paper Wars there are much larger ships – capital ships, battleships, space craft carriers – but due to their size they don’t fit on a sheet of paper to scale.

SHIP DESIGN

What should your space craft look like?  That’s up to you and your imagination!  It could look like a plane, an atom, a cube, a light bulb, or a hunk of parts with a cockpit slapped on top and guns sticking out.

Most of Dave & Joe’s look like planes because in their imagination (the Paper Wars Universe) they are capable of flying in the atmosphere of a planet as well as space.  But ships don’t need wings in space because there is no air to fly through – it’s all empty space.  Wings do provide a convenient place to install guns and missiles.

A ship needs a way to attack its enemy, so you should decide on what weapons and missiles (if any) it has built into and onto it.  See the Weapons and Missiles sections below.
A larger fighter might also have a turret on top of it or at its rear.

A ship also needs energy shields to protect it against incoming danger.  It is assumed that all space craft have them.

TYPES OF FIGHTING SHIPS:
INTERCEPTOR
Most often the smallest and lightest craft, interceptors – as their name suggests – are meant for quick take-offs from their mothership to intercept incoming enemy attackers.  Interceptors are meant to launch before scrambling fighters and get to the incoming enemy by the time fighters are launched. 

SCOUT
Scouts are light and fast craft, weakly armed but meant mainly for distance observations of the surrounding area.  Scouts are also classed as Light Fighters. 

FIGHTER
The Fighter craft is for dogfighting enemy fighters, and group attacking targets.  They are classified in 3 varieties: Light, Medium, and Heavy.  This is based on mass, which is usually based on size and armor mass and number of weapons.
Medium Fighters are about the size of an F-18 aircraft; Light Fighters are that size or smaller, Heavy Fighters are that size or larger.  The heavier the fighter, the slower its speed.  Heavy Fighters are generally around 20 meters in length. 

BOMBER
This is a Heavy Fighter-sized craft which is outfitted to attack large ships efficiently and is also effective at destroying space stations.  This usually means having "Ship Killer" Torpedoes and larger weapon types.  They are noticeably slower than Medium Fighters, and slower than Heavy Fighters.  Bombers are also classed in Light, Medium, and Heavy based on size, armor, and weapons.
CORVETTE
This is a very large fighter, much much larger than a Heavy Fighter.  Corvettes are known for their ability to take out fighters and also group attack a Capital Ship.
There are different versions of Corvettes specialized for certain tasks (to fight, to repair, to refuel, etc).  They are the only craft (unless specially enhanced) that can have automated turrets – that is, unmanned turrets which rely on ultra-effective computers to automatically target and eliminate enemy fighters.
Corvettes are 3 to 4 times bigger than a fighter, around 200 feet (or 66 meters) in length, but can be shorter if they are especially bulky.  They are crewed with more than just a single pilot, have a small command bridge, small quarters for extended missions, and can also have multiple crewed turrets.  They have large and very effective engines to support their speeds which come close to Heavy Fighters’ speeds.

WEAPONS

Every space ship needs a gun to deter asteroids from striking their hull.  Yeah, sure, “asteroids.”  Energy weapons are charged up by a ship’s engine & generator and the energy is stored in a capacitor until the trigger is pressed.  Refire rates depend on how much energy the gun uses to fire a shot and how much is in the capacitor.

The bigger the gun and the more powerful the blast, the fewer the shots can be fired in one turn.

TYPES OF WEAPONS:
LASER BLASTER 
The laser blaster fires a packet of condensed laser energy, which hits its target and releases that energy against the hull of the ship in the form of heat and, well, energy. It essentially "melts" away the hull, and converts the cold metal into hot energy itself. 

Laser Bolts or any other bolt means it is a concentrated packet of energy, it has more energy in it than a blast of the same gun.  Traveling through space, blasts have "tails" or streaks but bolts have little-to-no tails/streaking (they are more "together" so to speak). 

LASER 
The standard laser (not blast or bolt) fires a quick, short-lived beam of laser energy straight to its target, at the speed of light of course.  It is invisible except for it's source and where it hits unless there is gas or dust in between (star dust clouds, etc).  On-board ships' computers project a rendered image of a fired laser beam to show its path and destination for your convenience. 

PHASER 
The phaser is like the laser, but uses a different type of energy to power it.  This results in a slightly wider beam, and thus often slightly weaker, but able to be kept on for slightly longer periods at a time, thus having a larger net damage effect.

CONSTANT LASER 
The constant laser is a continually fired laser, supplied by a powerful generator to keep up with the energy drain it creates to be used.  Its beam is not erased on contact or next-turn, it continues to fire further each turn it’s on.
PLASMA CANNON 
Plasma guns/cannons fire condensed plasma, a "cloud" of ions and energy.  They are very effective because they contain so much energy ready to inflict damage on an enemy.  Refire rates are often quite slow though (one shot per turn) since so much plasma has to reaccumulate in the gun capacitor.
SPATIAL MACHINEGUN
Accelerated slugs of explosive-tipped metal are shot through the "machine gun" which fly at speeds comparable to energy weapons, sometimes faster.  They are rapid fire, shooting many bullets in one turn in a line.  Large radioactive slug shooting guns are called "rail guns" and fire at slower rates, but the projectile moves at a much faster speed.

PULSE CANNON
This gun fires a "dart" of energy smaller than a laser blast and has half the damaging effect of an average laser blast.  Its effectiveness comes from the fact that it requires relatively little energy to power and has a better refire rate than a laser blaster. This allows many to be installed on a fighting craft, potentially covering a greater angle of fire. 

ANTIMATTER GUN 
By firing charged antimatter through magnetic gun tubes this is an effective weapon against ships' hulls.  When antimatter and matter collide, they annihilate each other at a 1-to-1 ratio creating pure energy which damages more of the ship! The gun is rarely installed on fighters due to containment issues!  The gun is moderately effective against shields.
CHAINGUN 
What are called "chainguns" are multi-barreled weapons of any type.  One barrel fires at a time, but they fire rapidly and continuously in sequence.  The time it takes to cycle through the other barrels gives the other ones time to recharge/reload. 

TURRETS
These are metal observation bubbles on the outside of the ship (usually on the back) that are controlled by a person sitting in it and have a gun attached to them.  Their purpose is to be able to shoot at a foe that is not directly in front of the ship without having to turn the ship (which could take a turn or two).

MISSILES
Warheads packed with high-powered explosives with a rocket for a butt to propel it – that's a missile.  Homing missiles have built-in computers and uplinks to keep an eye on their target.  Fins give them good aerodynamics for atmospheric fighting, and have built-in mini-jets to steer the missile giving them good turning-pitch-yaw characteristics. 
Limited quantities are available.  Missiles are either stored inside large fighters and therefore fired through direction-facing missile tubes or they are docked on a ship and detach when fired (like modern fighter-jets).

TYPES OF MISSILES:
DUMBFIRE
The kind of missile that fires straight and never turns.  Good for close combat or against slow targets.

HOMING
These missiles seek out their target by turning when they move.  They don’t stop in space, however.  Good for real dogfights and long range.
PHOTON TORPEDOES
A dumbfire missile that packs more of a punch than a normal one.  They are sparkly and give off white light like a multi-pointed star.  An unlimited supply can be stored on-board since they are packets of condensed photons (we think).
CLUSTERS
Some missile types are housed in a box and fired all at once – in clusters.  Individually they are small and aren’t very powerful but as a cluster they are deadly.  Dumbfire.
NUCLEAR
Large and massive, the size of a fighter, these dumbfire missiles pack a huge explosion that will damage many ships in the area and likely the one who fired it too.   They are meant to clear an area big time.

ENERGY SHIELDS

“Shields” are an energy shell around the ship used to protect it.  Shields absorb damage instead of letting it hit the ship itself (since armor doesn’t protect against much).  Shields absorb in 4 sections around the ship [front, rear, left, right] and all four do not need to be up at once.  A downed shield section (has absorbed incoming fire) takes two turns before it can come back.
A ship must lower its shields to fire, but if lowering on purpose then can be raised on the next turn.  Watch out for getting hit on your own turn!
BRICK’D SPACEWARS
THE LEGO TABLE-TOP GAME ADAPTATION OF PAPER WARS
For a scene in their first LEGO stop motion video, Dave & Joe built a micro-scale Star Wars Imperial Shuttle (a year before LEGO came out with their own).  A year and a half later Dave and Joe were introduced to the idea of making micro-scale LEGO models (smaller than mini-fig scale) at BrickFest 2004 and they immediately decided to create LEGO models of their previously designed Paper Wars ships.  In one evening they made over a dozen ships.  Then came the bright idea: “We could try to play Paper Wars with our LEGO models on the kitchen table.”  “We could use translucent cones and sticks to represent laser shots and big grey rock pieces as asteroids… and…!”
Dave and Joe tried it on the living room floor and found it worked very well.  New life was given to Paper Wars.
Reasons to play Brick’d SpaceWars:

· Highly visual

· Colorful

· Tactile

· Interactive

· Imaginative

· Versatile game play & design

· Models can be broken apart to simulate damage

· Missiles really detach from the ship to fire

· Custom build ships for action

· FUN!

Brick’d SpaceWars ships are built to a mini scale.  Humans or LEGO mini-figs would be three plates tall and are represented by three stacked 1x1 round plates, the top being yellow as a head.  This is approximately twice the scale of the LEGO “Mini X-Wing.”  
Average ship lengths are from 1¼ inches up to 4 inches by design.
Cockpit glass is generally represented by 1x1 or 1x2 translucent plates; clear, blue, or whatever color you like.
SHIP PARTS SUGGESTIONS
These are just suggestions to get you started.  Use your imagination!
REAR ROCKET JETS
1x1 cones
1x1 cylinders
1x1 bricks
1x1 cylinders with fins (rocket)

2x2 cylinders
SINGLE LASER BLASTERS

Small control sticks/levers
Small antennas
Short bars
1x1 cones/cylinders
Several 1x1 round plates stacked

DUAL LASER BLASTERS

1x2 plates with handles (the two sticks attached pointing out on either side)
1x2 hinge bricks with two 1x1 cones/cylinders or small control sticks or short bars
LASER BEAM SHOOTERS / PHASERS

1x1 translucent plates (in the color of the beam you like)

2x2 translucent dishes
PLASMA CANNONS

1x1 black brick (non-stud end facing forward) on a 1x1 green cylinder (attached to ship)

1x2 jumper plate [a 1x2 plate with 1 centered stud] with the single stud attached to a 1x1 brick which is attached to the ship

SINGLE-GUN TURRETS

2x2 dome bricks with a small control stick on the domes’ stud

DUAL-GUN TURRETS

2x2 dome bricks with a 1x2 plate centered on the stud, with two small control sticks on the plate

CHAINGUNS

Four 1x1 cylinders/cones arranged 2x2

Four ‘lightsaber hilts’ arranged 2x2 with a fifth one in the middle

ATTACHED-ON MISSILES
Making missiles detach from your ship adds to the fun of firing them to attack!
1x1 cone

1x1 cone on a 1x1 cylinder with fins

1x1 cone on a 1x1 headlight brick on a 1x1 cylinder with fins [add a 1x1 plate to the headlight brick’s stud that faces up and attach this missile to the underside of your ship/wings]

GAME PIECES

You’ll need an assortment of pieces handy for this brick game.  Make sure you have several of each type of blast shot per ship since a lot of shots could be in play at one time.
LASER BLASTS

Translucent 1x1 round plates [for small laser shots]

Translucent cones
Translucent 4L Bars (aka lightsaber blades or short sticks)

LASER BEAMS

Translucent antenna whip 8H (long space antennas)
Lances [if without trans antenna]
BULLETS & SMALL MISSILES

1x1 black/grey round plates

PHOTON TORPEDOES

1x1 5-point chrome Aqua Zone crystals, the points face away from traveling direction

SHIELDS

Translucent 3x2x6 Panels (aka 1x2 base semi-hexagon curves) [four per ship, 1 to cover the front/rear/left/right sides]
ASTEROIDS

Big Ugly Rockwall Pieces (BURPs – yes, there is a new use for them)
Brown half-circle rock pieces

Random-sized black/grey/brown bricks

GAMEPLAY

1. Design/make/create/build ships

2. Assemble a collection of game pieces [see previous page] off to the side

3. Set a game boundary – the whole table, an area of the floor, the whole house!

4. Place ships within the boundary

5. Attack!

Once the ships are on the battlefield, begin turn-based game play as in Paper Wars, but physically move the ships.  When damage is taken, try to disassemble the ship removing the affected area (like a wing blowing up).  Leaving it on the battlefield (floating in space) or taking it away off to the side is up to you and the vaporization level.
MOVING A CRAFT

For movement, move the ship in the currently facing direction (or turn first) a short distance.  How far is a short distance?  It depends on your preference.  Three times the length of ship is a decent reference for a medium fighter.  Remember to keep distances relative to ship type – light fighters can travel noticeably farther than heavy fighters.

SHOOTING A BLAST

To fire a laser, put a translucent plate/cone/bar in front of the ship’s gun and some distance forward from it.  How far forward?  It depends on your preference; 2-3” per turn is okay.  For a faster, more furious game have them travel 6” per turn!  Of course that usually breaks PW Rule #2, but it’s your choice.

Missiles work the same way, but note that homing ones can maneuver under your control.

SHOOTING A BEAM

Beams are represented translucent antenna-whips (the long space antennas).  For reasons of simplicity the length of those antenna are half the distance a laser beam travels in one turn.  To fire a beam, place one long antenna in the direction it is firing with one end nearly touching the beam-shooter/port.  If it doesn’t hit the target you can place a second antenna in front of it along the same path, touching ends, to make a beam two antenna long.  This is the maximum firing distance of a laser beam and it dissipates when the next-in-line player’s turn is over (it’s not constantly firing as Constant Lasers require much energy and are very rare).
A beam does not go through objects; it hits the closest thing in its path then dissipates.

RAISING SHIELDS

To put up energy shields around your ship, use four translucent 3x2x6 panels (semi-hexagonal curves, often small space vehicle cockpit glass) and place them around the ship in front/rear/left/right areas.  They don’t need to touch (some ships are too big for that) and the spaces in between are implied to be connected.
Ships can’t fire through their own shields, so they must be taken down before firing.  They can be put back up at the end of the turn.  Watch out for getting hit on your turn!
Shields can also be up in any combination of the four sections, all four don’t need to be up at once.

DAVE VOLTAGGIO

coolestintentions@gmail.com
www.geocities.com/CoolestIntentions
A swing dancin’ – hepcat - magician - brickfilmer.  Played with LEGO since he was a little kid in the early-mid 80s.  Prefers Space over any other theme and always has.  Used to collect Castle and some Town.  Now buys sets for the pieces, mostly to make micro space ships for Brick’d SpaceWars.  Still trying to build all of the 100+ fighters ships in his notebooks.
Created two full story-length LEGO stop motion video films, The Adventures of Diavo & Joe, Episodes IV and VII.  The first is Star Wars themed, the second is Stargate themed.
JOE EVANGELISTA

LegoGuru@gmail.com
A “Jack of all Trades” kinda guy.  Been playing with Lego since the mid-80s and have never let them go (and never will)!  The love of Lego has allowed him to experiment with towns, castles, space, and now even some train building.  Apart from the Lego “obsession” as some might call it (why not call it a joyous time instead?!) Joe can be found shooting pool, bowling, playing piano, doing something on his computer, cooking (hey, he’s trying~!), or watching Firefly (go buy the series, it’s awesome!).  

If the world is in danger, if no one else can help… then maybe it’s time you started to run too!  8-)
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