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Star Wars Miniatures Wizards Of The Coast

A Galaxy of Strategy: The
Enduring Appeal of Star Wars
Miniatures Wizards Of The Coast

For a generation of tabletop gamers and Star Wars enthusiasts,
the  sound  of  clattering  dice  and  the  sight  of  meticulously
painted plastic  figures on a grid  map defined their  afternoons.
Long  before  the  digital  battlefields  of  modern  video  games
became the norm, there was a tangible,  thrilling experience
waiting in the aisles of local hobby stores. This was the world of
Star Wars Miniatures Wizards Of The Coast, a game that
captured the epic  scope of  the Star  Wars  saga in  a  small,
collectible, and deeply strategic format. Launched in 2004 and
running until 2009, this game series offered something unique:
the chance to build your own armies from across the entire Star
Wars timeline and pit them against friends in fast-paced tactical
combat. Even years after its discontinuation, the game remains
a  beloved  cornerstone  of  the  miniatures  hobby,  with  a
dedicated  community  of  collectors  and  players  keeping  the
spirit of the galaxy far, far away alive on their tabletops. This
article delves into the history, mechanics, and lasting legacy of
this iconic collectible miniatures game.

The Genesis of a Tactical Empire

A New Hope for Tabletop Gaming

Before Wizards of the Coast (WotC) acquired the license for
Star Wars Miniatures Wizards Of The Coast, the company
had already revolutionized the collectible card game market
with Magic: The Gathering. They had also found success with
the  Star  Wars:  The  Trading  Card  Game.  However,  the
miniatures space was a new frontier. The idea was simple yet
powerful: create pre-painted, highly detailed plastic miniatures
that could be purchased in blind boosters, similar to trading
cards. This lowered the barrier to entry for traditional miniature
wargaming,  which  often  required  hours  of  assembly  and
painting. The goal was to make the game accessible to both
casual Star Wars fans and hardcore strategists. The result was a
product line that would dominate the isles for half a decade.

The Alliance and Evolution System

One  of  the  most  innovative  aspects  of  the  Star  Wars
Miniatures Wizards Of The Coast game was its "Alliance and
Evolution"  system.  Each  miniature  had  a  specific  faction
alignment—such as the Galactic Empire, the Rebel Alliance, the
Republic, the Separatists, or the New Republic—and a set cost



in squad points. A standard squad was typically 100 or 150
points.  However,  the  game  introduced  the  concept  of
"Evolution" through named characters. For example, you could
field  a  young  Anakin  Skywalker  from  Episode  I,  a  Jedi  Knight
Anakin from the Clone Wars, or the fully armored Darth Vader
from  the  original  trilogy.  This  allowed  players  to  create
thematic, narrative-driven squads that could evolve over the
course of a campaign or simply represent their favorite era.
This deep connection to the source material  was a massive
draw for collectors.

Gameplay Mechanics: Strategy
Over Luck

The Core Combat System

At its heart, the game was a skirmish-level tactical wargame
played  on  a  2-foot  by  2-foot  grid  map.  Each  figure  had  a  stat
card detailing its Speed, Attack, Defense, Hit Points, and special
abilities. The core mechanic revolved around a d20 (20-sided
die).  To  attack,  you  rolled  a  d20,  added  your  figure's  Attack
bonus, and compared it to the target's Defense score. If the
total was equal to or higher, you hit and dealt damage. What
made the game so compelling was the sheer variety of abilities.
Force users could spend Force Points to use powers like Force
Grip or Move Object. Troopers could take cover behind walls or
use squad-based tactics like "Cover Fire." Commanders like Obi-
Wan Kenobi or Grand Moff Tarkin could grant bonuses to nearby
allies. This system created a rich tactical environment where
positioning and synergy were just as important as raw power.

Faction Synergy and Squad Building

The true depth of Star Wars Miniatures Wizards Of The
Coast lay in squad building. A well-constructed squad was not
just a collection of the most powerful figures; it was a cohesive
unit  where  abilities  complemented  each  other.  A  typical
Imperial squad might feature Darth Vader as a heavy hitter,
supported  by  Imperial  Officers  who  grant  extra  attacks  and
Stormtroopers  who  can  use  "Double  Attack"  from  range.
Meanwhile, a Rebel squad might rely on Han Solo's "Marksman"
ability to ignore cover and Chewbacca's melee power to protect
key  characters.  This  forced  players  to  think  critically  about
which  figures  to  include,  creating  a  metagame  that  evolved
with each new set. The limited squad point budget meant that
every  character  you  chose  mattered,  leading  to  intense,
balanced matchups that could be decided by a single clever
move.

The Collectible Phenomenon:
Rarity and the Chase

Common, Uncommon, and Very Rare

Following  the  model  of  collectible  card  games,  each  figure  in
the Star Wars Miniatures Wizards Of The Coast line was
assigned a rarity: Common, Uncommon, Rare, and Very Rare. A
booster  box  typically  contained  a  set  number  of  figures,  with
the rare and very rare figures being the most sought after. This
created a vibrant secondary market and a thrilling "chase" for
collectors. Opening a booster was a mini-event in itself.  You
would hope to find a coveted figure like Darth Revan from the
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"Knights of the Old Republic" set, an incredibly powerful Force
user that could dominate a game. The rarity system ensured
that no two collections were exactly alike, encouraging trading
and community interaction among players.

The Expansion Sets: A Journey Through the Saga

Over  its  five-year  run,  Wizards  of  the  Coast  released  over  a
dozen  major  expansion  sets,  each  covering  a  different  era  or
theme. The journey began with the premier "Rebel Storm" set,
which focused on the original trilogy. It  quickly expanded to
include "Clone Strike" (the Prequel Trilogy), "Universe" (a mix of
everything),  and  fan-favorite  sets  like  "Knights  of  the  Old
Republic"  and  "Force  Unleashed."  Each  set  introduced  new
mechanics, such as "Savage" abilities for beasts like Rancors,
"Stealth" for bounty hunters, and "Grenades" for troopers. The
sculpt  quality  also  improved  dramatically  over  time.  Early
figures  could  be  a  bit  static,  but  by  sets  like  "Alliance  and
Evolution"  and  "Legacy,"  the  miniatures  were  incredibly
dynamic and painted, capturing the likenesses of  characters
with impressive fidelity.

The Community and Competitive
Scene

Organized Play and the Championship Circuit

The Star Wars Miniatures Wizards Of The Coast game was
supported  by  a  robust  Organized  Play  (OP)  program.  Local
hobby stores would host weekly tournaments, and players could
earn  "V-set"  cards  (special  promotional  figures)  by
participating. The pinnacle of this competitive scene was the

"Star Wars Miniatures Championship" held at major conventions
like Gen Con and Star Wars Celebration. These tournaments
attracted  hundreds  of  players  from  around  the  world.  The
atmosphere was electric,  a  mix  of  high-stakes strategy and
pure  fandom.  Players  would  spend  weeks  refining  their  150-
point squads, testing them against friends and analyzing the
latest metagame trends. Winning a championship was a badge
of  honor,  a  testament  to  both  tactical  skill  and  a  deep
knowledge  of  the  Star  Wars  universe.  The  competitive
community  was,  and  remains,  incredibly  passionate  and
welcoming.

The Digital Legacy: VASSAL and Online Play

One of the most remarkable aspects of the game's endurance is
the health of its digital community. After the official game was
discontinued, fans took matters into their own hands. Using the
VASSAL engine,  a  free,  open-source platform for  wargames,
players created a fully functional module for the game. This
allowed them to play online against opponents anywhere in the
world. The "HoloNet" community, as it is known, maintains a
database  of  all  official  figures  and  their  statistics.  They  even
create  custom "fan-created"  sets,  expanding the game with
new characters and abilities that WotC never got a chance to
produce. This digital continuation has kept the game alive and
thriving, allowing a new generation of players to discover the
strategic depth of Star Wars Miniatures Wizards Of The
Coast.

Why It Endures: A Collector's



Perspective

The Hunt for Grails

For many, the appeal of the game is heavily tied to collecting.
Certain  figures  have  become  legendary  "grails"  for  collectors.
The most famous is arguably the "Chrome" Darth Vader from
the "Rebel Storm" set, a promotional figure that was incredibly
rare. Others include the "Mynok" from the "Universe" set,  a
simple  creature  that  is  notoriously  hard  to  find.  The  thrill  of
finding one of these figures at a flea market, in a dusty bin at a
second-hand store, or even on an online auction is a powerful
motivator for veteran collectors. These pieces are not just game
pieces; they are artifacts from a specific era of tabletop gaming,
a time when physical product reigned supreme. The condition
of  a  figure  (paint  quality,  no  chipping,  original  card)  can
significantly  affect  its  value,  creating  a  thriving  marketplace
that  continues  to  operate  to  this  day.

A Cross-Generational Appeal

The game's ability to bridge generations is another key to its
longevity. A father who grew up watching the original trilogy in
the late 70s and 80s could play alongside his son, who grew up
with the prequels and "The Clone Wars" animated series. The
game's timeline covered all of these eras, meaning there was a
figure for every fan. This allowed for unique, "what-if" scenarios.
What  if  Darth  Maul  had  survived  and  fought  alongside  the
Empire? What if Luke Skywalker had turned to the Dark Side?
The game encouraged this kind of creative storytelling, making
it more than just a wargame. It was a tool for playing out the
epic conflicts of the Star Wars universe in your own living room.

This storytelling aspect is a huge reason why the game remains
so fondly remembered.

Getting Started with the Game
Today

Where to Find Miniatures

If you are new to the world of Star Wars Miniatures Wizards
Of The Coast and want to start collecting or playing, there are
several avenues to explore. Online auction sites like eBay are
the  primary  marketplace.  You  can  find  everything  from  single
common figures for a few dollars to complete 60-figure sets for
hundreds. Online retailers that specialize in out-of-print games
also carry stock. A good starting point is to pick a faction you
love and buy a "common and uncommon" lot  of  those figures.
This  will  give  you  a  solid  base  of  troopers  and  support
characters. From there, you can hunt for the rare and very rare
leaders and heroes that will form the core of your squad. It is a
rewarding hobby, but it requires patience and research.

Building Your First Squad

The easiest way to learn the game is to build a simple, thematic
squad. A great starting point is a 100-point Rebel squad from
the original trilogy. Try something like: Luke Skywalker (Jedi of
Endor),  Han Solo  (Scoundrel),  Chewbacca,  and a  handful  of
Rebel  Troopers.  This  gives  you  a  strong  leader,  a  versatile
shooter,  a  melee  powerhouse,  and  some objective-grabbing
infantry.  Focus  on  learning  the  basic  rules  first:  movement,
attacking, and cover. Once you are comfortable with these, you
can start  experimenting with Force users,  commanders who
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grant  abilities,  and  more  complex  pieces  like  vehicles.  The
rulebooks are available online as PDFs, and the community is
extremely friendly to new players. Do not be afraid to ask for
squad-building advice on forums or the HoloNet Discord server.

The Legacy and Influence on
Modern Games

While  the  official  run  of  Star  Wars  Miniatures  Wizards  Of
The Coast  ended in 2009,  its  influence can still  be felt  today.
The success of the game paved the way for other pre-painted
miniature wargames, such as Heroscape and Attack Wing. The
concept of a "blind booster" for miniatures became a standard
industry practice. More importantly, it proved that there was a
massive audience


