Interview with Marios of Plasmablast 
Marios is the mastermind behind the excellent Plasmablast company who are producing new and completely unique miniatures for 6mm sci-fi gaming. To celebrate the release of his wonderful new Marhaf range, we were lucky enough to steal some of his time for questions about the range and Plasmablast in general. 
1) What was it that motivated you to set up your company and when did you begin production?

It was a combination of love for science fiction, an urge to be creative (I've always been creative in my life) and willingness to explore, both the creative avenues that designing sci-fi miniatures opens to you but also the more mundane aspects of the trivial but in the end very important practical and financial matters. I started designing in 2007 and after a lot of effort, mistakes and money spent to correct those mistakes, the first miniatures were released (if I remember well) in 2009. 

2) Why did you decide to specialise in 6mm sci-fi wargaming miniatures?

Well, this was something that came both out of preference but also of necessity. The first has to do with the fact that my first tabletop games were 6mm: Space Marine (and later Epic 40K) and Battletech. Although they had absolutely nothing in common apart from the scale, they made me really feel at home with the masses of tanks and other warmachines that litter the tabletop whenever a game is organized. The necessity part of the equation stems from the fact that I learned to design in 3D only for the purposes of this project and since my skills weren't enough to design organic shapes, I had to do 6mm because in that scale the infantry isn't as important as in other scales, and I simply didn't have the money to have larger–scale miniatures sculpted for me. 

3) Did you have much experience playing 6mm games? If so, which ones?

As you can guess from my above answer, I've got a lot of experience with Space Marine and Battletech. Later on I played Epic 40K and later still I played Epic Armageddon (the early version) but only a little because the people I used to game with gradually stopped gaming and I found it impossible to entice others into it. I have also tried Strike Legion and Future War Commander, which are very interesting but indeed quite different games with quite contrasting priorities.

4) Are all of the lines for Plasmablast designed solely by you or do suggestions from friends, customers or online communities in any way drive what you produce?

The design part is done solely by me, except for the infantry. My friends don't tell me much because they know that whatever they say in the end I'm going to do whatever I had in mind beforehand :) That said, although on the concept aspect they don't really provide lots of ideas (and I don't ask, truth be told), their feedback input is crucial because after a few hours of looking at the same thing on the screen and bogged down by all trivial details and whatnot, I really become unable to judge objectively what I am looking at. At that point I ask for their feedback and almost always they point me to the right direction, which is really helpful. The on-line community is quite the opposite – lots of people send e-mails asking me if what they have in mind is ever going to be produced and this does provide some useful feedback and helps me understand what people want. Having said that I can definitely state that there is one thing almost everyone agrees on: Walkers! Obviously they capture people's imagination, so I have to oblige, but more on that further below.

5) The Marhaf Legion looks to be the most spectacular addition to the Plasmablast range to date; and that is saying something! Can you tell us a bit about the background (or “fluff”) behind the Marhaf Legion?

Thank you very much for the compliment! However, this question should best be answered by the “official” material that I am going to release about the background of all the Plasmablast factions. Having said that, I can say that they are people who for certain reasons turned their back on their former faction which was none other than the Orbital Combine. For the reasons and conditions under which this “Exodus” happened, you'll have the opportunity to read about when the “fluff” gets released.

6) Can you tell us exactly which miniatures have been released? (Please name and describe function if possible)

Of course, here it is:

A. The Maarghast: This is a “Heavy Assault Tank” meaning that within the “speed-protection-firepower” triangle in which every vehicle has its balance point somewhere, the Assault tanks are those that favor speed and firepower instead of armor. That said, the Maarghast, being so big and heavy, is actually quite heavily armored, just not as heavily as a Super-Heavy tank. So in reality, what it is is something between a Heavy Tank and a Super Heavy Tank. The two variants specialize either in destroying the really big enemy units (Plasma Annihilator) or in dealing with scores of normal-sized enemy tanks. Of course, its size class (and assault role) allows for even more weaponry so the Plasma Annihilator variant complements its arsenal with missiles and an electromagnetic accelerator-type weapon (gauss gun), the latter used for dealing with lightly armored vehicles. The Twin Heavy Plasma gun variant also has missiles available, as well as twin laser guns. These guys really pack a punch!

B. The Encegon: This heavy tank is what lies in the middle of the weight scale. Heavily armored, it is the mainstay of the Marhaf armored formations. Its two variants are a “multi-role” type of vehicle with a Heavy Plasma gun and missiles for a longer reach, and the Twin Plasma gun variant, to deal with closer but more numerous enemy armored forces. The Encegon also has automated side sponson light autocannons, which render the vehicle more than capable to fend for itself in a close-up firefight.

C. The Typhark: This is the medium tank, considerably lighter than the Encegon. The Typhark is faster, slightly less armored and significantly lighter armed. It lacks the automated autocannons and its main armament is leaner too. Make no mistake – for its weight the Typhark is deadly: its first variant carries a powerful Heavy Plasma gun, a weapon heavy enough that in twin form can be found even on the much heavier Maarghast. Of course, missiles offering the advantages they offer, (versatility and range) there is the second variant which scales-down the main gun to a plain Plasma gun in order to allow weight for a bank of missiles. Its threat/weight ratio being really high in mid-long ranges, perhaps the Typhrak's main weakness is its relatively low close-in capability – but on a Medium tank you can't have everything.

D. The Leehark: This is a support/attack flyer with hover ability. This faster-than usual (for its type) aircraft relies mostly on missiles to do the really heavy-duty work but it's twin e/m gun (same as on the “Annihilator” Maarghast variant) allows it to remain on the battlefield for a long time and pose a threat even to medium-armored enemy vehicles. 

E. The Phestorm: This is a versatile support tank. Being about the size of the Typhark, it is less armored and slower but carries a lot more in ordnance weight. There is the “Heavy Missiles” variant which launches long-range missiles packed with a variety of warheads, like smart munitions, mines, small drone pods, everything that can fit in there really. There is also the Anti-Aircraft variant, a really potent A/A vehicle comprising both Heavy Lasers and A/A missiles. Of course there is also the Electronic Warfare / Sensor variant which can fulfill roles like scanning, jamming, commanding etc.

7) And are there more miniatures planned for this range? Are large "walker" type figures planned? Extra large vehicles? *1

Yes of course. Actually there are some miniatures that although being in “finished” status design-wise, they didn't make it to production because of unforeseen problems in Rapid Prototyping, which reared their heads only when they got cast in metal. So, since I strive for quality I opted to drop them altogether and re-prototype them in order to have them perfectly produced. These “unfortunate” miniatures are the Armored Personnel Carrier, The Assault Infantry Carrier – a big vehicle designed to carry out infantry breach and assault missions–, the fighter aircraft and a light missile buggy.  Also in various stages of “unfinished” is a 6-wheeled scout vehicle, a transport aircraft and a special miniature about which I won't disclose anything at the moment. Walker type miniatures are especially costly to produce because they consist of multiple parts (and there is always the debate of walkers being unavoidably less armored compared to equal weight tracked/wheeled vehicles) but rest assured there are going to be at least 2 of them for the Marhaf Legion: a small one, and a... bigger one :). Of course there is also infantry coming along, thanks to a really talented sculptor who does his best on this project. The Infantry aren't just for the Marhaf Legion but additions are coming for the Progenitors (and perhaps the Orbital Combine) as well.

8) Do you have any idea of the release timescale for these additional items?

Yes, if all goes well, they'll be in the store this summer, except for the walkers which are going to be released further down the line.

9) I understand that you plan on releasing your own Plasmablast rules at some stage in the future. Can you shed any light on how that project is progressing?

This project (“Assault Tactics”) actually started many years ago but it soon turned into a nightmare. I started out very ambitiously on the research part of it (I filled tens of cells in Excel with various ideas on how certain things could function, with notes on how each would interact with the other) and in the end I got completely lost because of the sheer weight of the data that I had to assess and compare. Eventually I understood that there is no “smart” solution that would allow me to favorably violate the usual trade-off between  detail and playability and in order to find the “sweet spot” I decided to follow a different approach: Determine the aims of the ruleset, prioritize them if they contradict each-other and adopt the simplest possible solutions that accurately outline this prioritization, leaving outside everything that would burden the game without adding something really useful. This proved to be the correct strategy: Now, the basic mechanisms are set and I only need to figure out various details, and of course balance it out. I have already playtested it and the results were more than encouraging. I won't say much about particular mechanisms but I will say that I wanted the set to offer something more than the usual “armor-firepower-speed” theme. There is going to be a command/control element, an integral but simple recon/signature system and of course a system to portray combat pressure/morale in a more generalised way than simply removing casualties and basing everything on that. Something else that I'd like to say is that it will adhere to the 1 shot = 1 die roll principle, simply for flavor/imagination purposes. I never really liked systems that add up the firepower of various elements and have the player roll abstract dice to determine the results of the shots (my disappointment with Epic 40K was immense!). In the games I play I want each dice to show the results of a single element (not to say a single weapon), and in my game that's how it's going to be since I am designing it :)

10) I’m a massive fan of Net Epic and have plans to create fluff and stats to incorporate the Marhaf Legion as a new force in the Net Epic universe. I note from your website that you have shared army lists for your products for both Strike Legion and Future War Commander. Would you have any objections to either myself or others carrying out such projects, even if such projects could result in a complete change in the background for the Marhaf Legion as you intended? Does it in anyway bother you that 6mm fans may be taking liberties like this with your products?

Actually I'm really glad that this question has been asked: What I really had envisioned when I started this miniature line was for players to create their own universes and use the miniatures to play in them. This is the reason of the scalability of the vehicles (Light → Medium → Heavy → Heavy Assault → Super Heavy) and partially for the multitude of variants: I thought that by offering versatility players could easily find what they need for their particular universes. So, I actually encourage everyone to go ahead and create his own imaginary universe in which these factions wage war against each other. If on the other hand you want to create “imagination clusters” within already existing universes, by all means go ahead and do so. Of course this doesn't mean that I am not going to create a universe for them – it will be my own take on the subject and express my own imagination, and will be there, ready and available for those who want to try it out. The thing is that as a universe it will exist for those whose the imagination it will manage to capture – for all the rest, just be free and have fun in whatever ways you like!

11) Could you please describe a little about the processes used to create this or any other Plasmablast new line from conception => storyboarding => samples => production? *2

It all starts as a “design paradigm”, in my imagination. As you already know, each faction has a consistent “design paradigm” applied throughout the range of its various machines. It is this paradigm that I work on first, usually by experimenting on a miniature, which traditionally is the Heavy Tank. In all three factions, the Heavy Tanks (Hammerhead, Gammaran, Encegon) were the ones designed first. For the Marhaf Legion, which was more ambitious in the expected design quality, this paradigm dictated the somewhat contradictory direction of combining both “smooth” and “hard” elements with the ultimate aim of producing something “fresh” from a design perspective. I found out soon that I had to try my hand at sketching because designing smooth surfaces on the computer is immensely time consuming –  it proved nigh–on impossible to experiment on the concept directly on the computer screen. So it was only after I had made some sketches that I started designing the Encegon (back then simply “Marhaf Heavy Tank”). It took me a lot of time to finalize its design but then it would be just a matter of scaling it up or down – or so I thought. In reality it was much more difficult than that (the twin-plasma turret of the Maarghast for example took a lot of nights to finalise) but the “bones” of the process up to this point are these. From that point on, I have enough experience to not make serious mistakes when it comes to the size/proportions of the real-life miniatures (it wasn't so in the beginning!) so the actual production although an arduous and mulit-stage process is actually relatively easy: I pay and other people carry out the production. 

12) What are your future plans in the works as in additional lines, new races, aliens? *3

Aliens I would love to do but It would also be a real challenge because I want to do something new and unique which, when it comes to aliens in particular is extremely difficult – we've seen so many types of creatures already (in cinema, comics, etc.) that it's almost impossible to think of something new so I won't do anything unless a really cool idea pops up into my head – if any of you have any ideas they'll be more than welcome! Apart from that, I have decided to release some of my designs in 15mm scale – initially as an experiment of sorts, and I'll move along according to the results. I'm also looking forward to the release of the Assault Tactics ruleset because it will allow me to write scenarios and campaigns which means that apart from expanding the universe, I'll be trying my hand in narrative writing. This is something I really want to test myself on, and hopefully overcome the challenge and produce engaging campaigns all the while expanding the universe in an interesting way.

13) Is there anything you want to discuss that we haven’t raised here?

I'd like to thank every member of the forum who has an interest in the Plasmablast range of miniatures and the members who contributed these questions and provided me with this opportunity to talk about Plasmablast Games, and of course The Bissler – it was his idea (among many others!) to host an interview in the forum.  I'd also like to say that the rapport and feedback I have with the community is something that really helps this project keep going, so thank you all.

On behalf of all at Tactical Command and the Epic 40K Players Page I’d like to thank you for taking the time out from your hectic schedule to field these questions. Personally speaking I think the range looks magnificent and I cannot wait until I receive my first batch of Marhaf in the post! I think I speak for all 6mm enthusiasts when I wish you all the success with this range and your company in the future. It’s companies like yours that keep our hobby alive! Best regards, 

The Bissler 

Thanks a lot!

Marios Damoulianos

Plasmablast Games
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